PhoPrints Logo Reveal — After Effects Motion Script
Production Reference v1.0
ASSETS REQUIRED
· PhoPrintsLogoExportLarge.psd — source artwork, import as composition
· Isolate layers: P body, Large ball, Medium ball, Small ball
· Background: pure black #000000, no ambient light
COMPOSITION SETTINGS
· Duration: 10 seconds
· Resolution: 1920x1080 (or 1280x720 for prototype)
· Frame rate: 24fps
· Background: Black
LIGHTING SETUP
Single directional light only. No ambient.
· Origin: Lower-right, 30° below center
· Target: Upper-left, 30° above center
· Character: Hard directional, raking across bevel edges, strong specular on bevel highlights
· On P body: Full illumination at rest position
· On balls in transit: Light builds linearly as each ball travels from stage-left to final position — near-zero illumination at entry, 100% at rest. Drive this with an Expressions-linked Levels effect tied to each ball's X position value
LAYER STRUCTURE (top to bottom in timeline)
1. Small Ball
2. Medium Ball
3. Large Ball
4. P Body
5. Black Solid (background)
COORDINATE REFERENCE
· Center stage: [960, 540] (1080p) — P body final rest position
· Stage-left entry origin: [-800, 700] — behind and below viewer's left
· Ball final rest positions (relative to P curl socket):
· Large ball: flush to upper-left curl socket of P
· Medium ball: directly below large, one large-ball-diameter gap
· Small ball: directly below medium, same gap
· All three form a tight vertical stack, left of P stem curl
SEQUENCE TIMING
0:00 — Scene opens
Pure black. Nothing visible.
0:00–0:12 — P BODY ENTRY
Layer: P Body
· Start position: [-800, 700] off screen lower-left
· Motion path: Smooth arc from lower-left to center [960, 540]
· Y Rotation: 0° → 720° (two full rotations) over 3 seconds
· Easing: Easy Ease In at start, Easy Ease Out at landing
· Scale: Enters at 100%, no scale change — perspective implied by position arc
· Lighting: Bevel edges catch directional light during rotation — keyframe light intensity 20% at entry position, 100% at center rest
· Lands at: 0:03:00
· Hold: P body locked from 0:03:00 onward, no further movement
0:03:00–0:03:12 — LARGE BALL ENTRY
Layer: Large Ball
· Start position: [-800, 680] — same lower-left origin as P, half-second staggered
· Motion path: Same sweeping arc as P body toward final curl socket position
· Travel duration: ~1.5 seconds
· Scale during travel: Perspectivally consistent — ball appears larger when closer to camera at entry arc, shrinks to correct final size as it reaches rest. Use Scale keyframes: 130% at entry → 100% at rest
· Spin: Y Rotation continuous during travel, near-vertical axis (0° tilt). Two full rotations during transit
· Shadow-to-light: Levels effect, Expression: linear(transform.position[0], -800, 960, 0, 100) driving master brightness 0→100%
· Arrives and locks: 0:04:18
· Spin deceleration: Y Rotation eases to 0 over 2 seconds after arrival — 0:04:18 → 0:06:18
0:03:12–0:04:00 — MEDIUM BALL ENTRY
Layer: Medium Ball
· Same motion path as large ball, identical arc
· Scale: 110% at entry → 100% at rest (slightly less foreshortening than large)
· Spin axis: 30° tilt from vertical, asynchronous rate — 2.5 rotations during transit
· Shadow-to-light: Same Levels expression linked to X position
· Arrives and locks: 0:05:00
· Spin deceleration: Eases to 0 over 3 seconds — 0:05:00 → 0:08:00
0:04:00–0:05:00 — SMALL BALL ENTRY
Layer: Small Ball
· Same motion path, same arc
· Scale: 105% at entry → 100% at rest
· Spin axis: Near-horizontal axis, fastest rotation rate — 3 rotations during transit
· Shadow-to-light: Same Levels expression
· Arrives and locks: 0:05:18
· Spin deceleration: Eases to 0 over 4 seconds — 0:05:18 → 0:09:18 (last element to go still)
0:05:18–0:07:00 — FULL LOGO HOLD
Everything locked. Complete composition fully illuminated. Pure stillness. P centered. Three balls in vertical stack at curl socket. This is the hero frame.
Duration: ~1.5 seconds
0:07:00 — COMET EXIT BEGINS
Small Ball exits first — 0:07:00
· Break direction: Hard left — toward camera AND sweeping to viewer's left, exiting left frame edge
· Motion: Single smooth accelerating arc — starts at rest position, accelerates toward camera, sweeps left, gone
· Scale: 100% at break → 300%+ as it rushes toward camera — perspective growth rapid
· Speed: Fast. Should clear left frame edge within 0:00:18 (18 frames)
· Easing: Ease In at break, linear acceleration through exit — no ease out, it just vanishes
· Light: Dims slightly as it exits — Levels 100% → 60% during travel
Medium Ball exits — 0:07:03 (3 frames / ~0.12 seconds after small)
· Identical path as small ball — same left-sweeping arc toward camera
· Scale: 100% → 400%+ (larger ball, more dramatic perspective growth)
· Speed: Same urgency, clears frame within 20 frames
· Follow-the-leader: Directly behind small ball's trail, tight formation
Large Ball exits — 0:07:06 (3 frames after medium)
· Identical path — single file, same comet trajectory
· Scale: 100% → 500%+ (largest perspective growth, most dramatic)
· Speed: Same acceleration profile
· Note: Even though it's largest, it moves with identical urgency — no lagging
All three form one tight comet streak — single file, left-sweeping, accelerating, gone within ~1 second total.
0:08:00–0:10:00 — P BODY ALONE
P holds center. Fully illuminated. Alone. Pure black void. Commanding stillness. Optional: very subtle 1–2% scale breathe (0.5 second sine wave) for life — entirely optional.
Fade to black (optional): 0:09:12 → 0:10:00, Opacity 100% → 0%
EASING CHEAT SHEET
	Motion
	Curve

	P entry arc
	Easy Ease both handles

	Ball entry arcs
	Easy Ease both handles

	Spin deceleration
	Ease Out only (velocity graph, not spatial)

	Comet exit
	Ease In at break, then linear — no ease out

	Scale growth on exit
	Linear, rapid


EXPRESSION — Shadow to Light (apply to each ball's Levels Master Brightness)
// Link ball illumination to its X position in comp space
var startX = -800;   // entry X (shadow)
var endX = 960;      // rest X (full light)
var minLight = 0;
var maxLight = 100;
linear(transform.position[0], startX, endX, minLight, maxLight);
PLUGIN NOTES
· Element 3D (Video Copilot) — recommended for true 3D bevel/extrusion on the P and spheres with proper light response
· Alternatively: Use your PSD layer styles (already beveled) as 2.5D layers with a point light in AE's 3D space — simpler, still effective for prototype
· Ball spinning: Use a null object with Y Rotation driving each ball layer via expression for clean axis control
FINAL DELIVERY CHECKLIST
· P body color regions match PSD (blue curl → green bowl → yellow stem → red foot)
· Three balls solid blue, correct descending sizes from PSD proportions
· Single directional light only, no ambient
· Comet exit goes LEFT, single file, accelerating
· Smallest ball last element to stop spinning on entry
· Large ball last to exit on comet
· P holds alone, centered, final frame

