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“Logan” was a 13-month journey...

...A collaboration with writer and director James Mangold on a parallel

world-building track, as he found the story and developed his vision.
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“The ruthless efficiency of putting actors in front of a greenscreen has
taken a toll on authenticity and also the performances, with actors
acting in a void. We wanted “Logan” to show the breeze in their hair,

the sun on their face.”

— James Mangold
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“The idea was to produce a more natural film...The whole take of the
script was that this superhero world was a false dream, and life was

more real for these characters. ”

— James Mangold
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“Ultimately, the most important thing is
making a cohesive and believable movie.
No matter how cool something appears
to be, if it distracts the audience from

the story, it is bad design.”

— Nick Pugh, Vehicle Designer
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“I laid out a road map of America with a path that would serve to

enhance each beat of the story, to help develop a visual narrative.”

— Francois Audouy
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