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	Physics:

We can see different motion types such as projectile and free fall. Smaller objects exhibit vertical motion due to force of gravity and missiles exhibit projectile motion. 

Area of consideration- Height, Distance and velocity


Improvement:

Different mass of objects should have different inertia and velocity of falling. Friction and height of the plane are also factors that determine the projectile of the debris. 

	Fig. 1. Flying objects
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	Physics:

The soldier in the frame flew upward into the sky when he was hit displaying projectile motion.


Improvement:

The movement of the soldier is not very realistic as he flew way to high upon being shot. 

To make the projectile movement more realistic, there should either be a big explosion or the projectile of the man should be smaller. 

Law of motion can be applied here. Issues like displacement and initial/final velocity can be address. 

	Fig. 2. Flying character
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	Physics:

The soldier displays projectile motion upon being hit and then collide with the wall and is “rebound” from it.  Then he falls to the ground due to gravity. The soldier also displays some movement before falling to the ground.


Improvement:

We can see that the soldier got hit after coming out of the house. Maybe, it will be more realistic for him to fall backward instead of forward. 

The collision of the wall can be made more realistic. For example, little particle effect can be added upon collision with the wall.

	Fig. 3. Falling character near the wall
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	Physics:

The soldier exhibit projectile as he was thrown into the air upon being hit. 


Improvement:

The movement of the soldier is very stiff. He did not exhibit any movement when he is falling back to the ground due to gravity. Thus, more movement needs to be included when the man is falling back to the ground. 

Actually, there isn’t a need for the soldier to fly up into the sky as he is just being hit and there is no explosion. It will be realistic for him to fall backward and exhibit some movement during his falling to the ground.

	Fig. 4. Flying Character 
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	Physics:

The helmet falls from the soldier’s head due to gravity and on impact with the ground, it makes some movements like tilting and bouncing. 


Improvement:

The helmet falls from the soldier head even before he collapse on the ground. This is very unrealistic. The helmet should have fallen from the soldier’s head during the projectile of the soldier to the ground. 



	Fig. 5. Helmet
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	Physics:

We can see particles effect at the line of motion of the missile. The line of motion is not totally straight as we will expect the motion of the missile to sway a little due to projectile motion.


Improvement:

We can see that the missile flew straight through the helicopter. The helicopter should have blown up. Even if the missile missed the helicopter, the impact of the missile should bring the helicopter into some projectile motion. 

	Fig. 6. Missile path


