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Branding & Production

ABOUT THE EVENT

What is CoMotion?
CoMotion is a student sponsored and organized event that brings together top industry professionals with Motion
Media Design Students at the Savannah College of Art & Design. The event includes the Annual Student Showcase,
panel discussions, lectures, and portfolio reviews. The goal of the event is to connect students with potential employers
and prepare students for their career by offering diverse insight into the industry.
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WRITTEN TREATMENT

Creative Play
“EVERY CHILD IS AN ARTIST. THE PROBLEM IS HOW TO REMAIN AN ARTIST ONCE WE GROW UP.” ~ PABLO PICASSO

The branding for CoMotion 2018 invites students and motion design professionals alike into a world of fantasy that
celebrates the playful creativity of youth, which we continue to cultivate in our designs and animations every day.
Through imagination, even the simplest of shapes can become anything, so as designers we are much like adult
children. Together, we collaborate and combine our many visions and artistic disciplines into two days of learning and
creative fellowship.
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TITLE SEQUENCE
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DELIVERABLES

Deliverables
Printed: posters, signs, brochures, ID badges, t-shirts, company itineraries,
and acrylic awards.
Digital: Website, Snapchat filters, Instagram animations, and email graphics.
Motion: title sequence, 20 student showcase title card animations, 3 panel
discussion title card animations, and 1 keynote title card animation.
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IT’S ALL ABOUT TEAMWORK
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URBAN DREAMS

Urban Dreams
This is the first scene of the title sequence. The overall concept for the sequence is to
show an abstracted representation of the creative process. The city represents the
beginning of this process, with countless ideas and sources of inspiration surrounding
the viewer. At the beginning of the creative process, it takes time to narrow down
and define the start of a concept, and the journey through the city scene depicts
this search. When we finally reach the first cube, it symbolizes the beginning of
an idea that is shown being developed throughout all the other scenes in the title
sequence. Each cube represents a new source of inspiration or development in the
overall concept.
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BELOW THE HORIZON

Below the Horizon
The underwater scene is speaking to the part of the creative process where you
have the beginning of an idea, but things start to become a little more difficult to
flesh out. Relevant inspiration and references become less obvious. The journey
from the surface to the bottom of the abstract ocean setting is visualizing this
continuous search. At the bottom of the ocean, we find numerous pearls which all
look the same, but there is only one that stands out to the viewer; the underwater
architecture and cube represent the continuous development of our concept, and
show that even if worthwhile inspiration is difficult to find, you just need to keep
searching deeper and deeper.
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THE GARDEN OF WONDER

The Garden of Wonder
Once we have our sources of inspiration, we can start to look at all of the references
that we have and begin to curate what we can use to develop our concept further.
The forest scene is full of floating crystal islands that look very similar to one another.
This scene represents choosing the fundamental characteristics from the sources
we have gathered that we want to use in the development of our concept. The
journey from island to island shows this curation, and the final cube in the center of
the main architecture is the inspiration for the concept left over after the curation.
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THE DRY SEA

The Dry Sea
At this point in the creative process, we have all of our references and sources
solidified, but the concept has yet to be completely determined. We are so close,
but not quite there, and we’re not sure what is holding us back. The desert scene is
barren, with only a few architectural elements within a vast landscape. This scene
represents the difficulty of refining our concept from the sources that we have.
When the beams of light come from the architectures to meet in the middle and
reveal the desert cube, this is symbolizing our epiphany. We have finally found the
piece of inspiration that we can use to define our concept.
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SILENT GLACIERS

Silent Glaciers
After searching through our references and having done all the preliminary concepting
techniques, we have finally defined our concept. Now we have numerous ideas of
what we could do flooding our minds, but we have to decide which is the best one.
The tundra scene symbolizes all of these ideas falling around us, and we are on a
journey to find the best, most developed one. The snow falling represents these
ideas, and the viewer is transported around in search of the best way to execute the
concept. We linger on a few falling snowflakes that represent the potential choices;
but the snow continues to fall until we finally find the snowflake that contains the
tundra cube. This is the final choice in how we are going to execute our concept.
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THE BEGINNING OF THE JOURNEY

The Beginning of the Journey
The cave represents the culmination of the creative process. All of our sources
of inspiration, curation, and our decision on how to execute the concept come
together to form the final product. Each of the cubes has a pedestal in which it is
going to rest upon, unlocking the final idea/concept. The cubes will then rise into
the air and come together, revealing the logo of CoMotion. The scene uncovers that
the concept of the title sequence has been the development of CoMotion itself.
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THANK YOU.

