
[bookmark: _GoBack]Elinor Wonders Why
Summer Story Jam 2019
Notes

ATTENDED: Daniel, Jorge, Kathy, Mike, Paul (via Skype).

[bookmark: _Hlk17987986]Thursday Aug 29, 10am-12 noon PST -  UC Irvine
Overall Series Goals – What did Daniel and Jorge hope to achieve with this series, in broad strokes?  Has this changed over the course of the series?  Are we accomplishing what you had hoped? How can we improve? 
Want to see more of this wonderful world
Show good interactions between adults and kids - the exploration 
Explore the characters but build on the relationships we’ve been constructing over the series
We should really be thinking about other characters outside of the school
It’s nice to step back and see the whole picture
Not quite hitting the appeal for inner-city kids watching the show (Sara Note)
Should always watch that Ari isn’t always getting all the jokes. Girls are funny too, they make their own jokes. They all make jokes! All little kids are hilarious. Olive can be the goofy and others play the straight man once in a while, it should be a mixture
Seems like Curriculum and creative work so effortlessly together – let’s keep the mixture of fun and curriculum 
Jorge is a little worried to break the black box too much moving forward – these are just ideas to think about while movie forward

Review Results of Jorge’s Homework  in depth.  This will be the bulk of our time; we will get through the rest of the topics below as time permits. 
Everyone seems prejudice to the episodes that were animated. 
See more of the town and less of the forest
Owl Girl seems to be the most loved 
Bath time - seemed to be liked a lot
Most of the stories people liked DID NOT have natural design
People are really responding the most with stories that are character driven
People liked stories where the character were observing each other (mammals) - Seem to be resonating more. Mz. Mole’s glasses, No Need to Shout. Everyone has friends and everyone can observe their friends
Backyard Soup has no natural design in it and the observations were very simple
What if a parent had negative reaction to a question and the kids go out and figure it out themselves? A parent can just be busy and the kids have to go figure it out themselves. Sally the beaver can have this experience with her parents. Joe Mouse is a little grumpy – might fit well
Need to build a story around Gee-raffe
A lot of the stories we have in play we can tweak a little and make it more about secondary characters. EG the loose tooth episode
Everyone likes when the three mains are nice to others, having more stories about them being nice to secondary characters
Secondary character can be more emotionally unstable and that gives us a bit more juice for the stories. Can make them more interesting and comedic
If we focus on different constellations of characters, it will help us see different settings and have different emotional stories. 
Episodes that are too talky are episodes that don’t change locations most of the time
Pull back on the science a little and move forward on the emotional stories to add more juice
Are main goal is still to strive for natural design - we just have to be more creative what natural design means
Observing your friends is natural science. Figuring out how to kick a soccer ball is the same thing as making a machine that kicks a ball
Colorful and Tasty worked perfectly for Natural Design  
Lizard lounge is a perfect story where the main thing their curious about pushes the story along and ends up helping them. They have a problem - they get curious about something and it helps them solve their problem
Only time to revisit the curriculum is if it inspires us for a story
People are responding to whimsical kid-like questions. 
Avoid the kids talking like adults when explaining the science as much as possible
We must always remember to build in action or humour while the kids are explaining something and find the perfect balance before our audience gets bored
We should never throw out a high concept show because it’s talky but add in how we can explain it to the audience in a fun way 
It’s easier to put your words in the characters mouths. We need to follow the classic show don’t tell scenario 
We need to find more dynamic ways to show/tell the learning experience
Butterfly Drinks seems very talky – we should revisit that
Need to get to things quicker - less is more
Introducing vocabulary - when it’s natural it works well, kids love learning words and telling their friends they know something. Kevin really likes when Olive says “I like that word.” We can use that often for more challenging words
Wonder if there is a pattern to the stories that have too much talking? Is it the ones that are too complicated? That the kids need to figure it out on their own? 
No Need to Shout had a huge emotional arc and everyone loves it
I think the best stories are complex. It’s just that if the kids are still observing too much stuff and it gets too heavy the audience will get disinterested. Simplify and make fun
We will always sacrifice a joke for a heartfelt moment
Look for Backyard soup type episodes with the three mains friends
Everyone has responded well to The Paper Trail. We need more process stories 
If you see 2 and a half pages without a scene it’s a bad sign, we should move locations to push the story along making it more interesting for the viewers

Some Story Stats!

	Kids Solve a problem for themselves (ND)
	23

	Kids solve a problem for someone else ( ND)
	11

	Kids observe nature (no ND)
	17

	Kids observe themselves or friends (no ND)
	7

	TOTAL
	58*

	 
	 

	Kids observe plants
	15

	Insects
	12

	Animals
Birds-10, Reptiles– 5, Fish – 2, Amphibians - 2
	19

	Mammals (themselves and their friends)
	11

	Environments
	6

	TOTAL
	63*

	 
	*These numbers don’t balance with the Ep. numbers (53) because sometimes the kids observe more than one thing and also, I am bad at making things balance.

	Also we have SIX Ari Stories and 3 Olive Stories
	 



To Keep in Mind:

COMEDY IS COGNITIVE

· Stage 1:  Laughter at the attachment figure (6 to 12 or 15 months) – surprise/slapstick/messiness
· Stage 2:  Treating an object as a different object (12 or 15 months to 3, 4, or 	5 years) (underwear on the head) 
· Stage 3:  Misnaming objects or actions (2 to 3 or 4 years) (When Bambi calls the skunk “Flower”)
· Stage 4:  Playing with word sounds (not meaning), nonsense real-word combinations, and distortion of features of objects (3 to 5 years)
· Stage 5:  Pre-riddle, transition period (5 to 6 or 7 years) They typically laugh when they repeat the older children‘s riddles or jokes, but they don‘t really understand their meaning
· Stage 6:  Riddles or jokes (from 6 or 7 years)



