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<Character!>: & woman with long, dark brown hair, swiling warimly. She wears a dark grey coat and a blae and green patterved scarf. ... ..

<Environmentis: A dusty, dimly lit+ archacological dig site, with aucient stoue walls and unearthed artifacts, iluminated by work lights and watural light ...

<Framets: Medium shot: <Characterts is kneeling in the dirt of the archaeclogical dig site<Environment1s, carefully brashing dust from an ancient, ..

<Videst>: The shot opeus with <Character!> meticulously cleauing +he artifact in +he archacological dig site<Buvironment>. She gasps softly. <-I+'s beantiful ...
= 7 T

-

A team of
s/ archaeologists
uncovers a
(O mysterious
P anciewt artifact,
leading +o an
unexpected
advewture,

<Frame?s: Medium shot: <Characterts holds +he glowing tablet, her eves wide with a mix of wonder and +repidation, as she stands at the entravse ...
<Vides7s: The camera pushes slowly luto the dimly lit chamber as <Characteris, <Character2.s, and <Ctharacterss step inside from the jungle<Eavironment2s, ...
<Frameds: Long shot: Tuside the chamber, the three characters, <Characterts, <Character2s, and <Characters, are standing before a large pedestal ...

<Video®>: The camera paus across the chamber, revealing a grawd, circular room with celestial patterns etched iwto the walls. In the center, on a stove ...

ss——————— >
<Character!s: i middie-aged man with short, graving Wair, wearing glasses, a light blue collared shirt, and a striped tie. He has a serious yet engaging, . ..
<Ewviroumeutts: A moderw lecture hall with rows of seats, a large projection scroem behind the speaker, ...
<Framet>: Close-up: The astrophysicist<Charactert> in the lecture hall<Eaviroumentts, his face illuminated by the stage lights, a thoughtful swile playing ...
<Video!>: A close-up on the astrophysidist‘s<Character|s face in the lecture hall<Environment1s. He leans slightly forward, his voice filled with wonder. <-
Timagine, if you will, the sheer vastuess... the unimaginable scales at play.-> The camera then pans slowlyto show a segment of the eager audience. .. ...
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Figure 1. Showcase of UniMAGE’s multimodal directing abilities. UniMAGE unifies script drafting, extension, continuation, and
keyframe image generation, enabling coherent long-form storytelling with consistent characters and cinematic visual compositions.

Abstract

Existing Al-driven video creation systems typ-
ically treat script drafting and key-shot design
as two disjoint tasks: the former relies on large
language models, while the latter depends on im-
age generation models. We argue that these two
tasks should be unified within a single frame-
work, as logical reasoning and imaginative think-
ing are both fundamental qualities of a film di-
rector. In this work, we propose UniMAGE, a
unified director model that bridges user prompts
with well-structured scripts, thereby empowering
non-experts to produce long-context, multi-shot
films by leveraging existing audio—video gener-
ation models. To achieve this, we employ the
Mixture-of-Transformers architecture that unifies
text and image generation. To further enhance

narrative logic and keyframe consistency, we in-
troduce a “first interleaving, then disentangling”
training paradigm. Specifically, we first perform
Interleaved Concept Learning, which utilizes in-
terleaved text—image data to foster the model’s
deeper understanding and imaginative interpre-
tation of scripts. We then conduct Disentangled
Expert Learning, which decouples script writing
from keyframe generation, enabling greater flexi-
bility and creativity in storytelling. Extensive ex-
periments demonstrate that UniMAGE achieves
state-of-the-art performance among open-source
models, generating logically coherent scripts and
visually consistent keyframe images.

1. Introduction

”A writer needs a pen, an artist needs a brush, but
a filmmaker needs an army.”  — Orson Welles

'ByteDance Intelligent Creation *Nanyang Technological Uni-
versity. Correspondence to: Guosheng Lin <gslin@ntu.edu.sg>,

Audio-video generation has advanced rapidly in recent years,
Xin Chen <chris.chenxin.tech@gmail.com>.

with models such as Veo 3 (DeepMind, 2025b) and Sora 2
(OpenAl, 2025) demonstrating remarkable creative poten-
tial and inspiring users across online communities. How-
ever, these models primarily focus on visual fidelity and
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temporal coherence within short, single-shot videos, which
limits their ability to convey long-form narratives. To ad-
dress this limitation, recent approaches (Long et al., 2024;
Wu et al., 2025; Huang et al., 2025) have begun to em-
ploy large language models (LLMs) and image generation
models as collaborative agents that align user prompts with
multi-shot video captions and generate key images for each
shot, thereby facilitating film-level video generation. Nev-
ertheless, these methods typically treat script drafting and
keyframe generation as two disjoint tasks, resulting in lim-
ited narrative logic and visual consistency.

In traditional filmmaking, scriptwriting and storyboard de-
sign are inseparable processes that require an experienced
director to systematically plan both the overall narrative and
the visual composition. A film director functions much like
a conductor in an orchestra, bringing out the strengths of
each element while maintaining overall harmony. Inspired
by this analogy, we posit that a unified understanding and
generation model is essential to bridge user intents with
audio-video generation systems, rather than relying on sepa-
rate agents. Accordingly, in this work, we present a unified
director model named UniMAGE.

UniMAGE is built upon the Mixture-of-Transformers (MoT)
architecture proposed in Bagel (Deng et al., 2025), which
integrates an LLM and a diffusion model within a single
transformer framework, enabling joint reasoning and gener-
ative learning across text and image modalities. Although
MoT provides a strong, unified architecture, UniMAGE
faces a more challenging task than previous multimodal sys-
tems, as film scripts inherently involve lengthy, context-rich
sequences and intricate dramatic logic.

On the one hand, maintaining image consistency across
long-context sequences is extremely challenging. Previous
studies (Zhou et al., 2024b; Dinkevich et al., 2025; Xie et al.,
2024) mainly focused on preserving a single subject across
frames or conducting limited-step image editing. However,
when scripts involve multiple actors, existing models strug-
gle to reliably recognize and maintain individual identities.
UniMAGE addresses this issue through Interleaved Concept
Learning. Specifically, we organize the script and corre-
sponding keyframes into a text—image interleaved format
and jointly optimize the parameters of the LLLM and diffu-
sion transformer. This interleaved representation enables
the model to capture the overall narrative concept. To fur-
ther enhance image consistency, we introduce In-Context ID
Prompting strategy, which inserts special tokens among the
reference ViT and VAE tokens to indicate the indices of gen-
erated keyframes and character identities, thereby enabling
stable multi-subject appearances across long sequences.

On the other hand, ensuring coherent script logic and sup-
porting flexible continuation remain highly demanding. Pre-
vious studies (Huang et al., 2025; Wu et al., 2025; Long

et al., 2024) mainly relied on prompting a pre-trained LLM
to generate scripts, which requires per-sample prompt engi-
neering and often overlooks reasonable storyboard design,
making it difficult to preserve logical coherence and tempo-
ral alignment in multi-scene storytelling. UniMAGE over-
comes this limitation through Disentangled Expert Learn-
ing. Specifically, we maintain keyframe generation in an
interleaved format but freeze the LLM parameters when op-
timizing the diffusion loss, and decouple the script-writing
process by training the LLM as a dedicated script expert.
To further support flexible script continuation, we employ
the Pre-Context Script Splitting strategy, which randomly
divides complete scripts so that the model learns to con-
tinue script generation based on the preceding context or a
given user prompt, thereby ensuring logically coherent and
adaptable narrative development.

Our contributions are summarized as follows:

Concept: UniMAGE embodies the concept of a “unified
director model” that holistically orchestrates narrative logic
and visual composition, bridging user intent with multi-
modal script for creative audio-video generation.

Technique: UniMAGE employs Interleaved Concept Learn-
ing and Disentangled Expert Learning, with In-Context ID
Prompting and Pre-Context Script Splitting, to enhance
visual consistency and narrative coherence across long-
context sequences.

Performance: UniMAGE demonstrates strong generaliza-
tion in long-form, multi-scene script generation, achieving
superior narrative coherence, character stability, and image
consistency compared with existing agent-based models.

2. Related Work

Generative Models for Film Production. Recent works
(Huang et al., 2025; Xiao et al., 2025; Shi et al., 2025;
Cheng et al., 2024; Mao et al., 2024) combine the reason-
ing and planning abilities of LLMs with diffusion-based
image generation to support Al-assisted filmmaking. For
script creation, Anim-Director (Li et al., 2024) expands
prompts into structured scripts using an LLM, while FilmA-
gent (Xu et al., 2025) simulates a director’s workflow in 3D
environments, spanning ideation, scriptwriting, and cine-
matography. MovieAgent (Wu et al., 2025) further applies a
multi-agent Chain-of-Thought framework to automate script
decomposition, scene planning, and shot design.

For keyframe generation, StoryDiffusion (Zhou et al.,
2024b) introduces an attention module to enforce charac-
ter consistency across image sequences, and Story2Board
(Dinkevich et al., 2025) preserves generative priors via
a lightweight consistency mechanism. FilMaster (Huang
et al., 2025) provides a comprehensive system guided by
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<User>: At sunset, on the bow of a huge cruise ship, a young woman B
approached a voung mav, and they huaged each other. D

<Character1>: A young woman with lowg, curly anburn hair and a sereve ...
<Character2>: A oung) man with tousled blonde hair. He wears a dark coat...
<Environment1>: A bow of a grand ocean liver at swiset , bathed in warm ... G

<Framel>: Wedium close-up: Ow the deck of the grand
oceaw liner<Environmentl>, a oung wan<Character2> ..
<Videol>: The camera slowly pans upward +to reveal
<Character2> standing on the ship’s deck ...

<Frame2>: Long shot: On the bow of <Environmentl>,
<Character2> extends his hand toward <Characterl> ...
<Video2>: <Character2> steps forward, extends his hand E
and says <-Now close your eyes. G on-> ... (4

Figure 2. Script structure of UniMAGE. We use special tokens
and indicator symbols to refer to essential script elements.

cinematic principles to control camera language and rhythm.
However, these methods typically decouple script reasoning
from visual synthesis, resulting in weak narrative—visual
alignment and limited long-range coherence. Although
SEED-Story (Yang et al., 2025) employs a unified MLLM
for multimodal storytelling, its performance is largely con-
strained by overfitting. In contrast, UniMAGE jointly per-
forms script reasoning and visual generation within a unified
MoT architecture, enabling end-to-end learning of coherent
narratives and high-quality visual composition.

Unified Multimodal Generation. Existing methods unify
multimodal understanding and visual generation mainly
through two paradigms. Auto-regressive (AR) models,
such as Emu (Wang et al., 2024) and Chameleon (Team,
2024), jointly generate text and image tokens by treating im-
ages as visual tokens, but typically yield lower image qual-
ity than diffusion-based methods. Alternatively, diffusion-
enhanced models integrate diffusion modules into LLMs,
as in Show-O (Xie et al., 2024) and TransFusion (Zhou
et al., 2024a), enabling joint text-image synthesis within a
shared transformer. Bagel (Deng et al., 2025) further pro-
poses a Mixture-of-Transformers architecture to activate
modality-specific parameters while supporting long-context
multimodal interaction via shared self-attention. However,
existing unified models remain limited to short-context gen-
eration and fail to maintain long-range narrative and visual
coherence. Building on the MoT, UniMAGE jointly models
narrative structure and visual composition, enabling coher-
ent long-form script and keyframe generation.

Audio-Video Generation. Early methods (e.g., MM-
Diffusion (Ruan et al., 2023)) model audio and video sepa-
rately. Subsequent works (e.g., SyncFlow (Liu et al., 2024),
Uniform (Zhao et al., 2025), and UniVerse-1 (Wang et al.,
2025)) scale training data to improve alignment and gen-
eralization. Commercial systems (e.g., Veo 3 (DeepMind,
2025b) and Sora 2 (OpenAl, 2025)) further enhance syn-
chronization but rely heavily on structured prompts (Gao
et al., 2025) and are limited to short, single-shot gener-
ation. In contrast, UniMAGE acts as a unified director
model, enabling long-context, film-like audio—video genera-
tion through multimodal script reasoning.

3. Method

We introduce UniMAGE, a unified director model that trans-
forms simple user prompts into illustrated scripts. Given a
user prompt p, the overall pipeline can be formulated as:

UniMAGE(p, S) — (G,C, F), 1)
where G denotes the global descriptions, such as char-
acter and environment definitions; C = (¢1, ¢, ..., ¢p)
represents the content descriptions for n video shots, in-
cluding keyframe and video-level narratives; and 7 =
(f1, f2s .-y fn) corresponds to the keyframe images for those
shots. The full script is defined as S = (G,C, F), and the
superscript S indicates that the input is optional. S is used
for script extension and continuation. Through this formula-
tion, UniMAGE uniformly performs script creation, prompt-
based or in-context script continuation, and keyframe gener-
ation, thereby empowering automatic video—audio creation.

Mixture-of-Transformers (MoT). UniMAGE adopts the
MoT architecture, consisting of two transformer experts:
one for multimodal understanding and another for image
generation. Correspondingly, it uses two types of visual
encoders, an understanding-oriented encoder (ViT), and a
generation-oriented encoder (VAE). Both transformer ex-
perts process the same token sequence through shared self-
attention layers (please see the supplementary material for
more details). For text token prediction, UniMAGE fol-
lows the Next Token Prediction paradigm (Minaee et al.,
2024), leveraging the established advantages of autoregres-
sive modeling. For visual token prediction, it utilizes the
Rectified Flow (Esser et al., 2024), aligning with prevailing
practices in visual generation.

3.1. Preliminaries

Next Token Prediction (NTP) serves as the fundamen-
tal training objective for auto-regressive models (Minaee
et al., 2024). Given a token sequence Y = (Y1, Y2, .- Yn)>
where each token y, is drawn from a fixed vocabulary
V, and assuming y follows a data distribution P(y), the
auto-regressive model Py decomposes the joint probabil-
ity as: Py(y) = Hthl po(ye | y<t), where y<t =
(y1,Y2, .-, yt—1) denotes the sequence of tokens preceding
position ¢. The model parameters # are optimized to max-
imize the likelihood of the true token at each step, condi-
tioned on its ground-truth history from the training dataset.
Formally, the maximum likelihood estimation of § can be
expressed as:
T
0" = arg mgx; log po (yi | y<t)- @)

During inference, the model generates tokens sequentially
by either sampling or selecting the most probable token,
conditioned on a given or learned context.
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Figure 3. Illustrations of Interleaved Concept Learning and Disentangled Expert Learning. To enhance visual consistency and logical
coherence across long-context scripts, we first optimize all MoT parameters using interleaved text-image data, and then disentangle the
training of the understanding and generation experts—using pure text scripts for the former and text—image data for the latter.

Rectified Flow is an ordinary differential equation (ODE)
model that transports samples from 7 to 71 along straight
trajectories (Liu et al., 2022). Given two samples Xy ~ g
and X ~ mq, the drift field v is trained to approximate their
difference through the following objective:

1
m(;n/ E[[[(X1 — Xo) — v (Xe, )] dt,  (3)
0

where X; = (1 —¢)Xo + tX;. In practice, vy is parameter-
ized by a neural network, and samples from 7r; are obtained
by integrating the straight-flow ODE with a few steps.

3.2. Script Structure

As illustrated in Figure 2, the UniMAGE script consists
of global descriptions G, content descriptions C, keyframe
images F, and a user prompt p. We introduce special
tokens to represent script elements, including <User>,
<CharacterN >, <EnvironmentN >, <FrameN >, and
<VideoN >, where N denotes the index. When a char-
acter or environment defined in the global description ap-
pears in the content description, the corresponding token
marks its occurrence, e.g., “On the deck of the grand ocean
liner<Environmentl>, a young man<Character2> ...”.
These tokens enable accurate identification of characters
and environments while maintaining a concise and consis-
tent script structure.

The content descriptions are divided into two complemen-
tary layers. Frame descriptions capture static visual layouts,
such as camera position, lighting, and character placement,
while video descriptions focus on temporal and narrative
aspects, including dialogue, plot progression, and actions.
We further introduce indicator symbols <- -> to denote
character dialogue and environmental sounds, enabling easy
retrieval of corresponding audio content in later stages, e.g.,
“<-Now close your eyes. Go on.->". To support diverse
user inputs, we define four user prompt styles that are ran-
domly sampled during training, with detailed definitions
provided in the supplementary materials.

3.3. Interleaved Concept Learning

We initialize the MoT model of UniMAGE with Bagel
(Deng et al., 2025), which provide a strong foundational
capability for unified multimodal understanding and gen-
eration. However, unlike Bagel’s training format, which
focuses on multi-step image editing, UniMAGE is required
to generate not only images but also script text conditioned
on the understanding of preceding narratives. Moreover, the
long-context nature of script data further exceeds the base
model’s capacity, necessitating Interleaved Concept Learn-
ing strategy for coherent narrative and visual generation.

With the script structure defined above, the script can be
organized as interleaved text—image data. As illustrated in
the left part of Figure 3, we first perform Interleaved Con-
cept Learning, which enables the MoT model to generate
text and images in an interleaved manner, thereby facilitat-
ing a deeper understanding of lengthy, context-rich scripts.
This training stage is conceptually similar to the Chain-of-
Thought strategy (Wei et al., 2022; Fang et al., 2025), where
the text content functions as the model’s reasoning process,
followed by image generation conditioned on the preceding
narrative context. In this stage, all parameters of the two
transformer experts are jointly optimized, allowing the gen-
erated results to influence the model’s textual understanding
and vice versa. Nevertheless, scripts often involve multi-
ple characters and scenes, making it highly challenging to
consistently maintain the identities and visual coherence of
different entities across long sequences. To address this, we
propose In-Context ID Prompting as follows.

In-Context ID Prompting. The core of addressing the
visual consistency problem lies in enabling the model to
recognize the characters and scenes depicted in each im-
age and associate them with the global text descriptions
and historical keyframes. Given that text tokens and im-
age tokens are aligned within the pre-trained unified archi-
tecture, we can leverage the text to prompt and highlight
key information represented in the images, thereby facili-
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Figure 4. Illustrations of In-Context ID Prompting and Pre-Context Script Splitting. The former ensures visual consistency by
aligning image content with global descriptions, and the latter allows adaptive narrative extension and continuation.

tating long-form visual consistency. As illustrated in the
left part of Figure 4, within the ViT tokens used for un-
derstanding and the VAE tokens used for image reference,
we insert special text tokens to indicate the frame ID, as
well as the character and environment IDs appearing in each
image. We apply full attention between each image’s ViT
or VAE tokens and its corresponding special tokens. This
In-Context ID Prompting strategy, together with the special
tokens defined in our script structure, effectively preserves
long-range associations between the script text and the gen-
erated images, ensuring consistent visual identity and scene
continuity throughout the narrative.

3.4. Disentangled Expert Learning

The Interleaved Concept Learning stage equips UniMAGE
with a holistic and coherent understanding of the overall
script. However, this interleaved generation strategy in-
evitably constrains the model’s flexibility in content creation,
particularly for tasks such as script extension and contin-
uation, where the model must dynamically adapt to new
user prompts or seamlessly expand upon existing narrative
contexts. In addition, obtaining logically consistent multi-
shot text-image data is inherently difficult, which limits the
model’s ability to fully learn long-form narrative logic from
interleaved data. Consequently, we introduce Disentangled
Expert Learning strategy.

As illustrated in the right part of Figure 3, in this training
stage, we decouple script content generation from inter-
leaved keyframe generation and optimize the understand-
ing transformer expert using pure text scripts. Meanwhile,
the generation transformer expert is further optimized us-
ing interleaved text-image data, with the understanding
branch frozen via stop-gradient. In addition, we incorporate
text—image pairs into the training process to further improve
visual fidelity. Through this strategy, both script logic and
image quality are effectively enhanced, as the model can
fully exploit heterogeneous multimodal training data be-
yond the interleaved script data. Finally, to enable script
extension and continuation, we introduce the Pre-Context
Script Splitting strategy, described as follows.

Pre-Context Script Splitting. Based on the pure text

scripts, we randomly insert new user or system prompts to
simulate two types of creative demands. The first is prompt-
based script extension, as illustrated in the middle part of
Figure 4. Specifically, we divide a complete script into two
parts and insert the indicator token <Extension>, followed
by a new user prompt within the script, allowing the model
to learn how to extend an existing narrative coherently from
a given prompt. The new user prompt is generated by sum-
marizing the second part of the script using Qwen 2.5 (Hui
et al., 2024). The second is in-context script continuation,
as shown in the right part of Figure 4. In this case, we insert
the indicator token <Continuation>, followed by a system
prompt before the last shot of the script, enabling the model
to infinitely continue the script during inference.

3.5. Inference of UniMAGE

During inference, we maintain the disentangled generation
process for text and images. Specifically, UniMAGE first
generates a multi-shot text script conditioned on the user
prompt. The user can then extend the narrative with new
prompts or continuously generate subsequent shots based
on the previously generated content. Finally, the complete
script is segmented into individual shots, and correspond-
ing keyframe images are generated in an interleaved man-
ner. This unified yet disentangled strategy—where a single
model handles both modalities while separating the genera-
tion processes for text and image—effectively ensures the
logical coherence of the script and the visual consistency of
the generated images. As a result, UniMAGE can produce
longer, more coherent narratives while mitigating issues
such as plot repetition and image distortion.

4. Experiments

Datasets. We construct a comprehensive dataset for training
UniMAGE, consisting of three components: (1) multi-shot
text—image scripts (450k sequences) derived from multi-
shot videos and captioned by Gemini 2.5 Pro (DeepMind,
2025a), which support multimodal reasoning and genera-
tion; (2) multi-shot text scripts (250k sequences) reorga-
nized from textual scripts using Qwen 2.5 (Hui et al., 2024),
facilitating long-form narrative generation; and (3) single-
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<User>: A young baker’s patisserie is subject to a surprise inspection by urban management officers.
<Characterts; A oung woman with long, straight Ylonde halr, bright blue eves, and a warw, luviting swile. She wears a simple, light-colored +op, conveing a gentle and optimistic demeavor,
<Character2s: A widdle-aged mon in a formal wilitary-style aniform with gold acconts is iutewtly writing on a clipboard iuside a bright, elegant bakery.
<Environmenti>: A cozy, sunli kitchen with vintage decor, filled with the aroma of freshly baked goods. warm and inviting, with soft watural light streaming Hhrough a window.

<Euvironment2s: A charwming, newly opened patisserie w

-,

UniMAGE (Ours)

<Framet>: Close-up: A young worman<Character|>
with a focused yet hopeful expression. Her hands
are gently kneading dough on a woeodew counter in
a warm kitehen<Environmentis,

Video1>: The shot opens with a close-up on the
hauds of the voung woman<Characteri> as she
expertly kneads dongh. The camera slowly pulls ..

< T

Story2Board  StoryDiffusion

SEED-Story

Figure 5. Comparison with the baselines for multi-character script generation. UniMAGE demonstrates a superior ability to maintain

ith elegant displays of pastries, soft
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<Frame3>: Wediam shot: A sterv-faced maw
<Character2> n a crisp uniform stands just inside
the entrance of the patisserie <Enviroument2s, ...
<Video3>: The camera cuts to a mediam shot of a
man<Character2> - a  wiiform, holdivg a4
clipboard, ... <-Good morvivg, T'm Wr. Henderson
from the city's health department.-> he states ..

|

<Framee>:  Close-up:  The  youn wo:'nnvu
<Charactert> sits at a small table n the
patisserie <Environment2s, head in her hawnds,
+he healtth votice crumpled beside her. ...

<Video>: .. , her head buried in her hands...The
crampled Wealth wetice is visible next +o her. A
single ray of sunlight cuts Hhrough the window, ..
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consistent character identities and visual coherence across multiple shots, whereas the baseline methods fail to preserve such consistency.

shot text-image pairs (250k samples) obtained from images
re-captioned by Gemini 2.5 Pro (DeepMind, 2025a), en-
hancing image quality. The dataset covers both Chinese and
English. Further details on dataset construction are provided
in the supplementary material.

Implementation details. We implement UniMAGE on the
open-source BAGEL framework (Deng et al., 2025) and
conduct experiments on 64 NVIDIA A100 GPUs. During
Interleaved Concept Learning, only multi-shot text—image
script data is used, with a learning rate of 1e-5 for 30,000
steps. During Disentangled Expert Learning, the full dataset
is used with the same learning rate for 10,000 steps. In
this stage, pure textual samples optimize the understanding
branch, while text tokens are detached when optimizing
the generation branch to prevent gradient propagation and
enforce disentangled learning.

Evaluation metrics. We conduct qualitative and quantita-
tive evaluations to demonstrate the effectiveness of UniM-
AGE. Quantitative results are reported on the public bench-
mark ViStoryBench—V3‘ (Zhuang et al., 2025), which eval-
uates story visualization models across diverse narrative
structures, visual styles, and character settings. We report
six metrics: Style Similarity (CSD), Character Identification
Similarity (CIDS), Prompt Adherence (Alignment), On-
stage Character Count Matching (OCCM), Image Quality
(Inception), and Aesthetics.

'ViStoryBench-V4 differs from V3 in metric computation.

4.1. Qualitative Results

We compare UniMAGE with recent script visualization
methods, including StoryDiffusion (Zhou et al., 2024b) and
Story2Board (Dinkevich et al., 2025), as well as the multi-
modal script generation model SEED-Story (Yang et al.,
2025). The textual scripts used for StoryDiffusion and
Story2Board are generated by UniMAGE. More results are
presented in the supplementary materials.

Multi-character script generation. Figure 5 compares
UniMAGE with baseline methods on multi-character script
generation. Baseline models fail to maintain consistent
character identities, especially across multiple shots. When
scenes change, they produce mismatched or unstable char-
acter appearances. In contrast, thanks to its unified director
architecture and In-Context ID Prompting, UniMAGE ac-
curately identifies characters in each shot and preserves
consistent visual identities throughout the sequence.

Long-form script generation. Figure 6 compares UniM-
AGE with baseline methods on long-form script generation.
Although StoryDiffusion preserves character consistency,
it lacks scene diversity, leading to weak narrative flow and
repetitive character artifacts. Story2Board and SEED-Story
fail to maintain consistent visual styles and character ap-
pearances, resulting in fragmented storytelling. In contrast,
UniMAGE captures long-range temporal structure and fol-
lows plot progression with higher fidelity, enabling more
coherent, diverse, and cinematic long-form narratives.
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<User>: A man discovers an ancient map in his attic, leading him on a solitary adventure to uncover a hidden treasure.

<Characteris: & maw in his late 20s, fair skin, short dark brown hair, wearing a casual blne +-shirt with a black graphic design.
<Buviroumenttis: A dusty, dimly li+ atic filled with old furniture, boxes, avd cobwebs, with shafts of light fitrering through a small window, creating a mysterious and nostalgic atmosphere.

<Enviroument2.s: A lsh, overgrown jungle, vibrant green leaves, dappled sunlightt, and ancient stove ruivs, conveying a sevse of adventure avd discovery.
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man<Cnaracter|> with a curions

<Frame4s:

expression, holding a rolled-up ... edae of 4 dense jangle ...
<Videots: The shot opens with a e Nideods: .. He takes a deep
medinm shot of .. .. carefully breath, steeling himself, before

wwrolling an ancient map. .. stepping into the dewse ...

StoryDiffusion

Story2Board

SEED-Story

Lowg shot: The
wan<Character!> stands at the

E. I . N

<Fromeds: Wedium shot: The
man<Charactert> stands in the
Javgle<Buvironment2, holding ...
<VideoQs: ... He carefully opevs it e
further, and a soft, goldey light

ITIREYY IS

Figure 6. Comparison with the baselines for long-form script generation. UniMAGE exhibits markedly enhanced visual coherence,
narrative consistency, and scene diversity across long story sequences, whereas the baselines are limited in these qualities.

<User>: A young boy, excited about his first magic show, accidentally conjures a playful ghost that creates delightful chaos.

<Charaoterts: A young boy with short brown
Wair and bright, carious eves, wearing a blue ..
<Environmenti: cozy living room, warm and
inviting, with soft lighting from a +able lamp [
aud a vindo gy @ woonlit vignt ..

<Frame1s: Close-up: A voung boyeCharacterts
With a wide, exited grin, Wis eves sparkling
With anticipation. He holds a sw

idestst ... He giggles
wmagjc wand over a deck of ca
fable<Bnvironmentts, He mutters to himself:
<-Abracoddoral-. ...

UniMAGE (Ours)
Figure 7. Comparison with SEED-Story on multimodal script generation. UniMAGE demonstrates superior logical coherence, visual
quality, and cross-domain generalization, reflecting its stronger capability in unified multimodal understanding and generation.

Multimodal script generation (vs. SEED-Story). Al-
though SEED-Story supports unified multimodal script gen-
eration, it is trained on only three animation datasets and
lacks generalization capability. Consequently, its generated
plots often show weak logical coherence, and the image
quality is subpar (see Figure 7). In contrast, UniMAGE
produces vivid, logically consistent scripts and high-quality
keyframe images, while generalizing effectively across di-
verse storytelling styles and visual domains.

Ablation study for In-Context ID Prompting. Figure 8
shows the ablation results of the In-Context ID Prompting
strategy. This strategy allows UniMAGE to maintain consis-
tent character identities across multiple shots and long-form
sequences. Without it, character representations become
confused during frequent camera cuts and extended tempo-
ral spans, as highlighted by the red circles.

Ablation study for Pre-Context Script Splitting. As
shown in the bottom part of Figure 8, the Pre-Context Script

Greorge and a child with brown hair stand vext
+0 a stage with a curtaiv backdrop, with a
spooky atimosphere ennanced ny a glowing ..
Tuside a room, George and a child i a vellow
shirt feel frightencd by the ghost, with a
green substance dripping from +he ceiling,
George, along with a child and an adutt, stands
vear a stage curtaiv, +he child gesturing with B8
excitement while the adult facing George ..
The avimated characters, including a character
resembling George, stand i frowt of a curtaiw,
With a child gesturing with excitement.

SEED-Story

Splitting strategy in the Disentangled Expert Learning stage
enables UniMAGE to flexibly extend and continue scripts.
In contrast, the interleaved text generation approach often
produces repetitive content and weak narrative coherence.

4.2. Quantitative Results

Table 1 reports quantitative and ablation results comparing
UniMAGE with baseline methods. UniMAGE achieves
state-of-the-art performance in character consistency (CIDS
and OCCM) and prompt alignment, surpassing prior meth-
ods by a large margin. While its image quality (Inception
and Aesthetics) is slightly lower than that of expert image
generation models, UniMAGE tackles a more challenging
task by jointly producing consistent keyframe images and co-
herent scripts, whereas most baselines, except SEED-Story,
lack script generation capability. Moreover, SEED-Story’s
CSD advantage arises from overfitting to specific styles,
limiting its general applicability, as shown in Figure 7.
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w/ In-Context ID-P

w/o In-Context ID-P

w/ Disentangled Expert Learning (DEL) and Pre-Context Script Splitting (PCS)

<Users: A team of archaeologists uncovers a mysterious ancient artifact, leading +o an unexpected adventure.

<Videots: The shot opens with <Charaster1s meticalously cleaning +he artifact n the archacological dig site<Bavironment1s, She gasps softly. <-It's beautiful.. and walike anything T've soen
befores The camera slowly zooins n on the intricate carvings of the tablet. <-Soft, inauisitive orehestral music begins->.

<Videos: As they stand before the archway in the jungle<Envirsament2s, the tablet in <Charaster1s's hands begins +o glow wmore intensely, casting an ethereal light on +heir faces.
<Charaster2s whispers, <-IH's reaoting +o the drowanes <Charaoterds reaches out a hiand, alimost +ouching +he glowing stone. <-what wonders lie beyond?-> <-The music becomes more
magical and suspenseful, with 4 rising crescends->.

<Extemsions: The archeclogists discover a hidden chamber where the artifact is revealed to be a celestial map, only +o activate and trap them as aucient guardians awakeu.

Video?s: The camera pushes slowly uto +he dimly it chamber as <Characters, <Character2s, and <Characters step inside from the . The tablet n <Characterts's
hands pulses with a soft, ethereal light, ilaminating ancient carvings on the chamber walls. <Charasteris whispers, <<This isu't just an archway... H's a gateway-> <Charaoterz> looks around
nervously. <-I Wave a bod foeling about s, Anya-> <CHarasterBs gasps, politing +o a contral pedestal. <Lookk-> <-Wystorious, echoing ambiont sonmds, and a low, rumbing orchestral Wum-.
<Continuations: Based on the above script, continue +o write the subsequent shot content.

<Video12>: Suddenly, the chamber floor begins to glow with the same celestial patterus, and cracks spiderweb across the stone. From these cracks, andient, stone guardians slowly rise, their
forms imposing aud their eyes glowing with a faint, irterual light. <Characterts, <Charaoter2s, and <Chardoterds arc frozen in fear, backing away slowly. <Charasker2s stammers, <Widt.
what are those things?-> <-A deep, ressnant rumble accompanics the guardians' awakening, follswed by a menacing, low-freduency drove->,

w/o DEL or PCS

<Users: A team of archaeologists wicovers a mysterious anent artifact, leadiug to au ..
<VidetAs: The camera is fixed, starting with a medium shot. The frame steadily presents ...
Aldeo2>: The caimera simoothly pans right, following <Character2s’s movement. His gaze ...
Alides3>: The camera remains ait a medium shot, steadily showing <Characterts and ...
Aldes?>: The camera remaivs at a medium shot, steadily showing <Characteri> and
<Character2s continding +heir conversation in 1>, <Character2s's

are quick and forceful, as if interacting with <Charactert> in a tone that is sywchronized with
or slightly ahead of him. His expressions aud tone clearly convey the meaving of his words.
Aides>: The camera remains at a wedium shot, steadily showing <Charactert> and
<Character2> continuing +heir conversation in 5. <Character2s's

are quick and forceful, as if interacting with <Characterts in a tone that is syachronized ...
Afidesds: The camera rewmains at a medium shot, steadily showing <Charactert> and
<Character2> continuing +heir conversation in 5. <Character2s's

are quick and forceful, as if interacting with <Characterts in a tone that is synchronized ..

Figure 8. Ablation experiments. In-Context ID Prompting contributes to preserving consistent multi-character identities across multi-shot

and long-form sequences; the red circles mark failure cases without it. Pre-Context Script Splitting ensures coherent and flexible script
extension and continuation; the red box highlights content repetition issues when it is absent.

Juple I Quantita- "y pemogs | CSD*/,  CIDS*/; Alignment; OCCM; Inception; Aesthetics;
ive comparisons
and ablative results TheaterGen 40.4 533 37.9 84.4 14.88 4.90
on ViStoryBench Story-Adapter 73.7 56.4 58.9 84.9 13.73 4.89
(V3). Best results are Story2Board 55.2 51.4 56.7 85.5 15.26 5.11
bolded. UniMAGE StoryDiffusion 63.5 57.0 59.7 85.3 15.71 5.76
achieves  superior SEED-Story 74.9 48.7 29.5 85.9 6.33 3.84
Eg;fs‘zggiz;‘fmlamé“ UniMAGE w/o ID-P | 52.6 55.6 62.5 87.00 12.06 4.4
metrics and align- Un%MAGE w/o DEL 61.8 58.3 77.4 86.81 9.85 391
ment. UniMAGE (Ours) 59.0 59.2 80.8 88.07 12.97 4.55

2.55 2.59 == 248 = o 254 289 = MUnMAGE
i DDI - DDI - DDI Dsion2Bond 5 Conclusions

[ storyDiffusion

. . . [l SEED-Story

Overall Quality
Figure 9. User study. The smaller value means the better quality.

Plot Alignment Char. Consistency

Quantitative Ablations. The ablation results in Table 1
further confirm the effectiveness of the ID-P and DEL strate-
gies. Specifically, ID-P can significantly enhance character
consistency and alignment. DEL effectively improves im-
age quality and aesthetic appeal, whereas the original Bagel
exhibits limitations. In addition, as shown in Figure 8, DEL
enables the model to support more flexible and logically
coherent textual script generation.

User study. We invited 50 volunteers to evaluate 40 gener-
ated scripts, comparing UniMAGE with baseline methods.
In each comparison set, participants ranked four results
based on overall quality, plot alignment, character consis-
tency, and narrative logic (the latter only against SEED-
Story). After excluding invalid responses, the average rank-
ings are shown in Figure 9, with a GSB (Good: Same: Bad)
score of 0.72 for narrative logic. These results demonstrate
that most users prefer the scripts generated by UniMAGE.

In this work, we introduce UniMAGE, a unified director
model that integrates script drafting and keyframe gen-
eration within a single framework. Built on a Mixture-
of-Transformers architecture, UniMAGE connects textual
reasoning with visual generation to support long-context,
multi-shot narratives with coherent logic and visuals. The
model is trained with two complementary paradigms: In-
terleaved Concept Learning, which aligns narrative con-
cepts via text—image interleaving, and Disentangled Expert
Learning, which separates script and keyframe generation to
improve creativity and visual quality. With additional sup-
port from In-Context ID Prompting and Pre-Context Script
Splitting, UniMAGE maintains character identity, narra-
tive continuity, and visual alignment over long sequences.
Experiments show that UniMAGE achieves state-of-the-
art performance among open-source systems, providing a
strong basis for future Al-driven filmmaking.

Limitations. UniMAGE primarily focuses on narrative
coherence and visual consistency, while more nuanced as-
pects of filmmaking—such as emotional pacing or cinematic
style—remain open for future exploration.
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A. Mixture-of-Transformers Architecture

Our UniMAGE framework is based on the Mixture-of-Transformers (MoT) architecture introduced in Bagel (Deng et al.,
2025), as shown in Figure 10. MoT combines two transformers through shared multimodal self-attention layers. The
transformer parameters are initialized from the Qwen 2.5 LLM (Hui et al., 2024). To improve training stability, each
attention block includes the QK-Norm (Dehghani et al., 2023a).

The visual information is represented from two aspects:

1) Visual understanding — handled by a ViT encoder. It uses SigLIP2-s0400m/14 (Tschannen et al., 2025) with a fixed
input resolution of 384 for initialization. The position embeddings are interpolated, and the maximum input size is set to
980 x 980. NaViT (Dehghani et al., 2023b) is incorporated to handle images in their native aspect ratios. A two-layer MLP
connector aligns the ViT token dimensions with the LLM hidden states.

2) Visual generation — managed by a pre-trained VAE model from FLUX (Labs, 2024), which maps images between pixel
and latent spaces. The latent representation has a downsampling ratio of 8, and the latent channels is 16. A 2 x 2 patch
embedding layer is used to further reduce spatial dimensions and align with the LLM hidden size.

Within MoT, text, ViT, and VAE tokens are interleaved according to the multimodal input structure. For tokens from the
same sample, it uses a generalized causal attention scheme. Tokens are divided into sequential splits by modality (text, ViT,
or VAE). Each split can attend to all earlier splits, with causal attention applied to text tokens and bidirectional attention for
vision tokens.

[ Text Tokenizer ] [ Und. Encoder ] [ Gen. Encoder ]
WUV N NN v DADVAI
Understanding Expert Generation Expert
| QKV | | QKV |
[ Multimodal Self Attention ]
| FFN | | FFN |

7 77 70 V77 T77) 77 A Y AT

Text Response Image Response
Figure 10. Architecture of Mixture-of-Experts. MoT employs two Transformer experts to process understanding and generation
information, and all tokens are processed through a shared multi-modal self-attention in each Transformer block. Two distinct encoders,
i.e., ViT and VAE, are adopted separately to capture semantic content and low-level information for image understanding and generation.

B. Supplementary on Script Dataset

The construction of a text—image interleaved script dataset presents significant challenges. Therefore, we detail our method
for building such a dataset from multi-shot videos. Specifically, we curate a film dataset comprising approximately 800k
multi-shot video clips, employing a video filtering strategy consistent with that adopted in Seedance 1.0 (Gao et al., 2025).
We then utilize Gemini 2.5 Pro (DeepMind, 2025a) to generate captions for these video clips using the designed prompt.
Subsequently, Q-Align (Wu et al., 2023) is employed to assess the image quality and aesthetics of keyframes, from which
we select one keyframe image within the first 10% of frames of each video clip. After filtering based on these quality
metrics, approximately 450k multi-shot video clips are retained to construct the final text—image interleaved script dataset.
To automatically generate user prompts, we define four types of prompt styles: (1) simple narrative, (2) abstract concept, (3)
phrase splicing, and (4) spoken expression. The detailed prompt design is presented as follows.
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Multi-Shot Video Annotation Prompt

# Role
You are a professional video content analyst.
# Task

Your task is to accurately analyze the provided video file (including video and audio content) and provide structured
annotation information according to my requirements. You need to understand both visual and auditory information
and correlate them.

Please annotate this video clip containing {NUM_VIDEOS} sorted shots. The annotation format needs to be JSON,
with the key-value pairs as follows:

{{
"global_caption":
{{

"first_frame_description": "Detailed visual element annotation of the first frame
< of the video, including a description of the camera angle, visual style,
~— main characters, environment, and main objects, as well as the position and
<> posture of each element. At most 100 words."

"video_audio_description": "Detailed annotation of the entire audio and video,
< including a description of the video’s camera movement, visual style, how
— the N objects interact in the M environments, including the manner, style,
< intensity, and specific actions of the interactions, conversation content,
~ etc. At most 150 words."

"key_character_description": "Detailed appearance description of the N objects (N

people or items) and M environments contained in the entire video. The
annotation results need to be indexed by serial numbers for the identified
N objects and M environments. At the same time, please select the most
representative frame for each object’s appearance to be used for subsequent
extraction of the object’s visual features. The overall format is, for
example, {{Characterl: caption:..., short_caption: a concise version of the
caption, each object description does not exceed 10 words (E.g., middle-
aged white male, short gray curly hair, black-framed glasses, wrinkles
around the eyes/forehead, dark green button-down shirt), frame_id: {{shot:
i, second: x}}, Character2: caption:..., short_caption:..., frame_id: ({{
shot: Jj, second: v}}, ...}}

TLLLLLLLLL]

By
"shot_caption": "Covers the first frame appearance description of the current shot
<~ segment, and the video and audio description of the current shot segment. The
— ID indexes of the characters and environments that appear in all shots need to
<~ be aligned and consistent with the global annotations, appearing in the text
< annotation results involving characters in the format of \<Characterl\>, \<
— Character2\>..."
{{
[
{{
"first_frame_description": "A detailed description of the first frame of the
— current shot, including a description of the camera angle, visual style,
<~ main characters, environment, and main objects, as well as the position
— and posture of each element. At most 100 words."
"video_audio_description": "A detailed description of the video and audio of
the shot segment, at most 150 words. Please describe in order the video’
s camera movement, visual style, the appearance and specific events of
the characters that appear, the appearance of the environment they are
in, the interaction process between characters, environments, and
objects, what the characters said and in what tone (keep the original
spoken content, do not translate, and mark the spoken content with <-
and ->), background sound description (style, content, and intensity,
marked with <- and ->), and possible voice-overs, etc."
"have_background_audio": Select from ["None", "Environment", "Music"], which
— respectively represent: no background sound, background environment
<~ sound, and background music sound. Except for the None tag, other tags

USRS
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<> can be selected in combination.
P

]
}}l

"user_prompt": Use a sentence of no more than 40 words to describe global_caption
<~ and shot_caption. Please randomly select one of the following 4 styles to
<~ imitate and describe. This will be used as the input for the subsequent
— training of the video text annotation model. The output is global_caption and
<~ shot_caption. If shot_caption contains multiple shots, randomly choose whether
<~ to label each shot individually, for example, shot 1:..., shot 2:...
"user_prompt_style": The selected style number.
"user_prompt_has_shot": Whether to choose to caption each shot individually, true or
— false.

b}

The video and audio should be described simultaneously in chronological order. Do not describe the video first and
then the audio. Only return the annotation results, do not return other content.

The annotation results should all be in {LANGUAGE }, but please keep the spoken content in the original language.
Only annotate the original content of the video, without inference or imagination.

User prompt styles to be selected:

1. Simple narrative, such as a cute anthropomorphic kitten, wearing an apron, holding a frying pan in one hand,
frying braised pork in a pot, the frying sound is sizzling, the pot is smoking, and the smoke is lingering above the pot.
2. Abstract concepts, such as the ancient Qin Shihuang unified the six kingdoms.

3. Phrase splicing, such as a photo, a super large and expensive panda, light champagne color, close-up of facial
features, wearing a suit, dancing in the square, medium shot, parallel perspective, slowly close up, bright colors,
cheerful, extremely delicate pictures, ultra-high resolution, and movie effects.

4. Spoken expression, such as generating a video of a panda mother riding a shared bicycle and taking a panda baby
to school, the panda needs to be realistic, not cartoon, and the background is a vegetable market.

C. Supplementary on Experiments

Due to the page limitations of the main text, it is not possible to display the complete generated multimodal scripts. The full
versions of all results presented in the main paper are provided below. In addition, we include additional generated scripts to
further demonstrate the generalizability of UniMAGE.

D. Supplementary on Audio-Video Generation

Returning to our original motivation, beyond story visualization, we aim to develop a unified director model capable of
serving audio—video generation systems. Accordingly, we provide two video examples on our project page to demonstrate
the capability of UniMAGE in facilitating automated audio and video generation. We sincerely encourage readers to view
the paper in conjunction with these videos. These two video demonstrations are generated using the Veo3 12V model
(DeepMind, 2025b), with the scripts, character lines, and sound effect descriptions provided by UniMAGE. It is worth
noting that, due to the current limitations of audio-video generation models, the timbre and facial features of characters may
vary during the generation of long multi-camera videos. These issues warrant further investigation and improvement in
future work.
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% Iy

>

<User>: A team of archaeologists uncovers a mysterious ancient artifact, leading to an unexpected adventure.

<Character1s: A woman with long, dark broww hair, smiling warmly. She wears a dark grey coat avd a blue and greev patterned scarf.
<Character2s: A man with short, dark brown hair, a friendly smile, wearing a dark pinstriped shirt.<Character2s: A woman with long,
blonde hair, smiling brightly, wearing a white t-shirt and a silver vecklace.

<Environmentts: A dusty, dimly lit archaeclogical dig site, with ancient stone walls and uwiearthed artifacts, iluminated by work lights and
natural light fittering from above.

<Bavironment2s: A vibrant, lush jungle with dense foliage, ancient ruins partially covered by vives, and sulight dapplivg through the canopy.

<Framel>: Wedium shot:  <Character{> is kueeling in the dirt of the archaeological dig
site<Environmentts, carefully brushing dust from an awciewt, orvate stone tablet. Her expression is
focused and ntrigued. Arownd her are various archaeological +ools.

<Videols: The shot opens with <Character!> meticulously cleaning the artifact in the archaeological dig
site<Buvironmentis. She gasps softly. <-It's beantiful.. and unlike anything I've seen before-> The
camera slowly zooms in on the ntricate carvings of the tablet. <-Soft, quisitive orchestral music
begins-s.

<Frame2>: Wedinm shot: <Character2s stands over <Charactert> in the archaeological dig
site<Buvironmentis, holding a votepad and locking at the tablet with a curious, slightly excited
expression. <Character1s looks up at him, a question in her eyes.

<Video2s: Still in the archaeological di@ site<Bnvironmentts, <Character2s leavs in, examining the +ablet.
<Do you think it's 4 map? Or a key?-> <Characterts shakes her head, still studying the carvings. <-It
feels more than that, It feels.. active-> The camera pans slightly to show more of the ancient stone
walls around them. <= The music becomes slightly more mysterions-s.

<Frame3s: Close-up: <Characters enters the frame, her eyes wide with wonder as she looks at the
tablet held by <Characteris. Her blonde hair frames her face, and her smile is replaced with an
expression of awe.

<Video2>: <Character3s rushes over to the tablet in the archaeological dig site<Environmentts, her
previous bright demeavor vow softeved by awe. <-Iwerediblet What do you think it means?->
<Character{> points to a specific symbol. <-T believe it points +o something hidden. Semething beyond our
current wnderstanding.-> <-A subtle, shimmering sound effect accompaies +he poited symbol->.

<Frame4s: Long shot: The three characters, <Characterts, <Character2s, and <Character3s, are vow
in the lush jungle<Environmewt2s. They are walking cantionsly through dense foliage, with <Character1s
holding the +ablet, looking anead with determination. Sunlight filters through the canopy.

<Video4s: The scene shifts to the vibrant jungle<Buvironment2s. The trio navigates through the devse
widergrowth, <Characterts leading the way, the tablet clutched in her havds. <Character2s scans their
surroundings. <-Are vyou sure this is the right way, Dr. Anya?-> <Characterts vods confidently. <-The
tablet's evergy readings are strong here-s> <-Jungle ambient sounds, birds chirping, and a sense of
adventure in the music->.

<FrameSs: Wedium shot: <Character3s is carefully pushing aside large, leafy plavnts i the
jmngle<Bnvironment2s, revealing a partially overgrown avcient stone archway. Her expression is ove of
excited discovery.

<VideoSs: <Characterss pushes aside a curtain of vines in the jungle<Buvironment2s, revealing a hiddew,
vine-covered archway. She gasps. <-Lookt An ewtrancel-> <Character1s and <Character2.s quickly move to
her side, their faces alight with anticipation. << The music swells with a sewse of triumph and discovery-s.

<Framebs: Close-up: The three characters, <Characters, <Character2s, and <Character3s, stand
before the archway v the jungle<Buvironment2s, their faces illuminated by a soft, ethereal glow
emanating from the tablet held by <Characteris. Their expressions are a mix of wonder and excitement.

<Videok>: As they stand before the archway v the jungle<Bnvironment2s, the tablet in <Characterts's
hands beains o glow more intensely, casting an ethereal light on their faces. <Character2s whispers, <-
Tt's reactivg to the ardnway.-> <Characterds reaches out a hand, almost touching the glowing stone. <-
What wonders lie bevond?-> <-The music becomes more magical and suspenseful, with a rising crescendo->.
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<Extension>: Exploring the ancient temple, the archeologists discover a hidden chamber
where the artifact is revealed to be a celestial map.

<Frame?>: Medinm shot: <Characteris holds the glowivg tablet, her evyes wide with a mix of wonder and
trepidation, as she stands at the ewtrawce of a vewly revealed, dimly li+ chamber within the
jwgle<Bnvironment2s. <Character2s and <Characterds are just behind her, their faces reflecting +the
tablet's light, their expressions mirroring hers. The entrance is carved into awcient stove, partially
covered by vines.

<Video?s: The camera pushes slowly into the dimly lit chamber as <Characterts, <Character2s, and
<Character3s step inside from the jungle<Bnviroument2s. The tablet in <Characterts's hands pulses
with a soft, ethereal light, illuminating ancient carvings on the chamber walls. <Characteri> whispers,
<This isn't just an arciway.. it's a gateway-> <Character2s looks around nervously. <-I have a bad
feeling about this, Amya-> <Characters gasps, pointing to a cewtral pedestal. <-Lookl-> <-WMysterious,
echoing ambient sounds, and a low, rambling orchestral hum->,

<Frameds: Long shot: Iuside the chamber, the three characters, <Character!s, <Character2s, and
<Characterds, are standing before a large, ornate pedestal. On the pedestal rests a larger, identical-
looking stove tablet, glowing faivtly. The chamber walls are covered i intricate, celestial patterus,
illuminated by the tablet's light. The entrance they came through is now blocked by falling debris.
<Video®s: The camera pans across the chamber, revealing a @mvm{, cireular room with celestial patterns
etched into the walls. Tn the center, on a stone pedestal, rests a larger, identical tablet, glowing with a
faint, interval light. As <Character1s approaches it, the tablet in her hand intensifies its glow, and the
chamber's entrance suddenly collapses, sealing them inside. <-A lond crash as the ewtrance seals->.
<Character2s shouts, <<The entrancel Tt's blockedl-> <Character3s clutches <Characterts's arm. <-
What's happening?-> <-The music becomes more urgent and percussive-.,

<Frameds: Close-up: The larger tablet on the pedestal in the chamber begins to spin slowly, its glowivg
symbols shifting and rearravging. <Characteris's face is illuminated by its intense light, her expression a
mix of awe and dawning realization. <Character2s and <Characterds are partially visible in the
backayround, looking on with concerw.

<VideoQs: The camera focuses on the larger tablet on the pedestal. Tts surface begins to glow intensely,
and the celestial patterns ow its surface start to shift and rearrange, forming a complex, star-filled map,
<Characterts stares, mesmerized. <-ITH's.. it's a map. Not of Earth, but of the cosmost-> <Character2>
steps closer, his concern mixed with fascination, <-But what does it mean?-> <-f high-pitched, harmonic
ham emanates from +the +ablet, growing in intensity->,

<Frame0>: Close-up: <Characterts stands before the spinning, glowing tablet, her face illuminated by
its golden light. Her expression shifts from awe to realization. Tiny motes of light swirl around her as if
draww from the tablet itself. Behind her, faint beams of light trace avciewt symbols across the chamber
walls, revealing constellations that seem +o move.

<Video10>t The camera slowly pushes in on <Characterts as the glow from the tablet intensifies, bathing
her face in warm, radiant light. Her eyes widen, reflecting galaxies forming within the spinning tablet.
<Character2> calls out, <-Step backl-> but his voice is drowved out by the rising hum. <Characterts
whispers, barely audible, <-I+'s.. showing me.. everything.-> The chamber trembles, dust falling from
the ceiling,.

<Framets: WMediam shot: As the celestial map ov the +ablet fully forms, beams of light shoot out from
its surface, projecting onto the chamber walls, These beams highlight specific constellations and symbols,
<Characteri> reaches out a hand towards the light, while <Character2s and <Character3s look up in
astonishment, their faces bathed v the ethereal glow.

<Videot1s: As the celestial map fully forms, beams of light shoot out from the tablet, projecting onto
the chamber walls, These beams highlight specific constellations and ancient symbols, causing them +o
glow n response. <Character1> reaches out, almost touchivg a beam. <TIt's reacting to ust->
<Characterds aasps., <-It's beantiful... but also terrifiying.-> <-The harmonic hum intevsifies, joined by a
chorus of ethereal voices->.

<Continuation>: Based on the above script, continue to write the subsequent shot content.

<Framen12>: Long shot: The chamber floor begins to glow with the same celestial pattervs, ond cracks
appear, revealing ancient, stone guardians slowly rising from the ground. Their eyes alow with a faint,
interval light. <Character!s, <Character2s, and <Characterds stand frozen n fear, looking at +he
awakening guardians.

<Video1 251 Suddenly, the chamber floor begins to glow with the same celestial patterns, and cracks
spiderwelr across the stone. From +these cracks, anciewt, stone guardians slowly rise, their forms imposing
and their eyes glowing with a faint, internal light. <Characterts, <Character2s, and <Character?s are
frozew in fear, backing away slowly. <Character2s stammers, <-What... what are those things?-> <-A
deep, resovant rumble accompanies the guardians' awakeving, follswed by a wewacing, low-freduency
drone->.
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<User>: An astrophysicist gave a passionate speech, making the lecture hall feel like the vast universe.

<Characterts: A middle-aged man with short, graving hair, wearing glasses, a light blue collared shirt, and a striped tie. He has a serions
et engaging expression, with his right havd raised in a gesturing motion.

<Ewvironmentis: A modern lecture hall with rows of seats, a large projection screev behind the speaker, and professional stage lighting. The
atmosphere is academic avd inspiring.

<Environment2s: A dimly lit plavetariam dome, filled with swirling projections of stars and galaxies, creating an immersive and awe-inspiring
celestial environment.

<Frameds: Close-up: The astrophysicist<Characterts in the lecture hall<Bnvironments, his face
illaminated by the stage lights, a thounghtful smile playing on his lips as he looks towards the audievce.
His glasses reflect the light, adding +o his scholarly appearavce.

<Videots: A close-up on the astrophysicist's<Characterts face in the lecture hall<Bnvironments. He leans
slightly forward, his voice filled with wonder. <-Imagive, if you will, the sheer vastuess.. the
wiimaginable scales at play-> The camera then pans slowly to show a segment of the eager audience,
noddivg in appreciation. <-The music swells slightly, maintaining an inspiring tone->.

<Frame2>: Wedium shot: The astrophysicist<Characterts stavds confidently on stage in the lecture
hall<Buvironment1s, gesturing with both havds as he explains a complex concept. The projection screen
behind him now displays a vibravt image of a galaxy.

<Video2s: The shot returns to a wediam shot of the astrophysicist<Character!s in the lecture
hall<Bavironment1s. He points to the projection screen, which vow displays a breathtaking image of a
distant galaxy. <= This, my friends, is just a glimpse of the grawd design-> He takes a step forward, his
voice becoming more emphatic. <-The Very fabric of space-time, bending and +wisting ander the immense
gravity of these cosmic behemothsl-> <-Music becomes more dynamic and slightly dramatic-.

<Frame3s: Long shot: The astrophysicist<Characterts is a silhonette agaivnst the bright projection of a
swirling vebula in the planetariam dome<Environment2s. He stands with his arms outstretched, as if
embracing the celestial display. The dome above him is a canvas of stars and cosmic dust,

<Video>: The scene ravsitions to a long shot inside a breathtaking planetarium dome<Buvironment2s.
The astrophysicist<Characterts is silouetted against a stuaning projection of a swirling wvebula, his
arms wide. His voice, now softer, echoes through the vast space. <-nd here, in the planetarium, we are
ot just observers, but participants n +his cosmic dance-> The camera slowly rotates, showcasing +the
immersive starry projections. <-Gentle, awe-inspiring ambient music with celestial sounds begins->.

<Frame4s: Close-up: The astrophysicist<Characterts in the planetarium dome<Environment2s, his face
lit by the ethereal glow of the star projections. His eves are wide with wonder, and a profound sense of
discovery is etched on his features.

<Videod>: A close-up on the astrophysicist's<Charactert> face in the planetariam dome<Bnvironment2s.
His expression is ove of pure awe and childiike wonder. <-Every star, every galaxy, tells a story billiows of
years n the making. And we, are privileged +o witness it-> A single tear of joy might glisten in his eye.
The camera slowly pulls back +to a wmedinm shot, revealing him looking up at the dome in profound
contemplation. <-The music swells to a powerful, hopeful crescendo, thew fades slowly->.
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<User>: A young bakers patisserie is subject to a surprise inspection by urban management officers.

<Character{s: A young woman with long, straight blonde hair, bright blue eves, and a warm, inviting simile. She wears a simple, light-colored
top, conveying a gevtle and optimistic demeavor.

<Character2s: A middle-aged man in a formal wilitary-style uniform with gold accents is intently writing on a clipboard inside a bright,
elegant bakery,

<Ewvironmentis: A cozy, smlit kitchen with vintage decor, filled with the aroma of freshly baked goods. Warm and inviting, with soft
natural light streaming through a window.

<Ewvironment2s: A charming, newly opened patisserie with elegant displays of pastries, soft lighting, and a welcoming atmosphere.

<Framels: Close-up: A oung woman<Characterts with a focused et hopeful expression, her blonde hair
falling softly around her shoulders. Her hands are gently kneading dongh on a woodewn counter in a warm
kitchen<Bnvironmentts.,

<Video1s: The shot opens with a close-up on the hands of the young woman<Character!> as she expertly
kveads dongn. The camera slowly pulls back to a mediam shot, revealing her focused expression and +the
cozy kitchen<Bavironmentts around her. She hums softly to herself. <-Soft, melodic piavo music begins-s.,

<Frame2>: Wedium shot: The voung woman<tharacteris carefully decorating a small, intricate cupcake
with delicate frosting swirls, her tongue slightly out in concentration, in the same kitchen<Bnvironmentqs,
<Video2s: SHill in the kitchen<Environmentts, the camera focuses on the young woman<Characterts as
she meticulonsly decorates a cupeake. She adds a tiny, edible flower with tweezers. She similes, satisfied
with her work. <~The melodic piano music continnes, becoming slightly more upbeat-s.

<Frame3s: WMedium shot: A stern-faced man <Character2s in a crisp uniform stands just inside the
ewtrance of the patisserie <Bnviroument2s, holding a clipboard. The young woman <Characterts looks at
him with a slightly puezled expression.

<Video3>: The camera cuts to a mediam shot of a man <Character2> in a wiform, holding a clipboard,
standing formally in the entrance of the patisserie <Buvironment2s. He surveys the room with a critical
eve. The young worman <Characterts approaches him cantionsly. <-Good moraing, I'm Wr. Henderson from
+he city's heatth department.-> he states, his voice firm. <Characteris looks surprised. <-Heakth
department? O, right-> <-The jazz music abruptly stops, replaced by a low, suspenseful hum->.

<Frame4s: Close-up: The man <Character2s points a pew at a section of the display case in the
patisserie <Environment2s, his expression uwyielding. The voung woman <Characteris's face is visible in
the Imck@romm&l, a look of growing concern on her face.

<Videods: A close-up shows the wman <Character2s> pointing his pen at a small, almost imperceptible
simudge on the glass of a display case v the patisseric <Euvironment2s. <-I'm afraid T have some
notices +o serve vou, regarding wisawitary conditions-> he says, his voice devoid of emotion,
<Characteris's eves widen v alarm. <-Unsavitary? But.. everything is cleanl-> she protests, her voice
trembling slightly. <-A sharp, dissonant chord plays-s.

<FrameSs: Wedium shot: The wman <Character2> hands a printed votice to the voung woman
<Characterts across the comnter in the patisserie <Bnvironment2s, Her hand is shaking as she takes it,
her hopeful expression replaced oy shock and dismay.

<\ideo5s: The camera returns +o a wedinm shot, The man <Character2s calmly hands a formal netice +o
the voung woman <Characterts across the counter v the patisserie <Buvironment2s. Her havd visibly
trembles as she takes the paper. She reads it, her face draiving of color. <This can't be happening.->
she whispers, almost +o herself. <<The suspenseful huwm iutensifies, with a faint, ominous cello note->.

<Frame@>: Close-up: The voumg woman <Characterls sits at a small table i the patisserie
<Buvironmewnt2s, head in her hawnds, the health votice crumpled beside her. A ray of sunlight illuminates
her tear-streaked face.

<Videoks: A close-up shows the young woman <Characterts sitting at a small table in the patisserie
<Environmewt2s, her head buried in her hands. The crampled heatth votice is visible next +o her. A sivgle
raq of sunlight cuts through the window, illuminating the tear-streaked face on her. <A faint,
melancholic piano melody besins, very soft->. She slowly looks up, her eyes filled with a new resolve, a
glimmer of defiance in their depths. <-I won't give up.-> she whispers, a hint of steel in her voice.
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<User>: A man discovers an ancient map in his attic, leading him on a solitary adventure to uncover a hidden treasure.

<Character1s: & man in his late 30s, fair skiv, short dark brown hair, wearing a casual blue +-shirt with a white graphic design.
<Environmentis: A dusty, dimly lit attic filled with old furniture, boxes, and cobwelbs, with shafts of light filtering through a small window,
creating a mysterious and nostalgic atmosphere.

<Ewvironmewt2s: A lush, overgrown jungle, vibrant greew leaves, dappled sunlight, and ancient stone ruins, conveving a sewse of adventure
avnd discovery.

<Frameds: WMedium shot: A man<Character{> with a curions expression, holding a rolled-up, yellowed map
in his hands, illuminated by a faint shaft of light in the dusty attic<Bavironmentts. He is surrounded by
old, stacked boxes.

<Videois: The shot opens with a mediam shot of the wman<Characterts in the attic<Environmentis,
carefully warolling an ancient map. He traces a finger along i+s faded lives, a look of intrigue ow his face.
The camera slowly zooms in on the map, revealing intricate details and cryptic symbols. <-Dusty, quiet
attic ambiance with a hint of mysterious orchestral music-s.

<Frame2>: Close-up: The man's<Character!> hand pointing to a specific, marked location on the map,
which is covered in intricate drawings and old script. The map is spread out on a dusty wooden +able i
+he attic<Environments.

<Video2s: A close-up on the map spread acress a dusty table v the atticcBavirowmentis. The
man's<Characterts navd points to a promivent X' mark. He mutters +o himself: <-Counld i+ be +rue?-s
The camera then pans up to his determined face as he folds the map, a glint of adventure in his eves. <-
A sudden, advewturons musical motif begins->,

<Frame3s: Close-up: The man'scCharacter s face, covered in a slight sheew of sweat, his eyes widcvﬂw@
in surprise and excitement as he spots something off-camera. He has a hopeful, eaner expression,
<Video3s: A close-up on the man's<Characterts face. His eves suddenly light up with excitement and
relief. He gasps slightly: <~ There it isl-> The camera auickly pulls back +o shoot the man's full body as he
is hiking and exploring in the jungle. <-A dramatic, hopeful musical crescendo-s.,

<Frameds: Long shot: The man<Characterts, now dressed in practical adventure aear, stands at +he
edage of a dense jungle<Environment2s, looking into the thick foliage with a backpack on. Smalight fitters
through the canopy.

<Videods: A long shot shows the man<Characterts at the entravce of the juvgle<Environment2s, a
backpack firmly on his shoulders. He takes a deep breath, steeling himself, before stepping into the
devse greenery. The camera follows him as he pushes aside large leaves, continving his journey. <-Sound
of rustling leaves and exotic jungle birds, adventurons wmusic continues->.

<Framess: WMedinm shot: The man<Characteri> carefully navigates through the jungle<Environment2s,
pushing aside vines and looking intently at his compass. Sweat glistens on his forehead.
<Video5s: Wedinm shot of the mancCharacter!> trekking through the jungle<Bnvironment2s. He
consults his compass and +he map, his brow furrowed i concentration. He occasionally glances up, scanving
the surroundings. <-Heawy breathing of the wman, intense, riythmic adventure music->,

<Framebs: WMedinm shot: The wman<Characterts stands before a moss-covered stone archway, part of
ancient ruins v the jumgle<Environment2s., He reaches ont o touch the weathered stone, a look of awe
on his face.

<VideoG>: WMedium shot of the man<Characteris standing before a magvificent, moss-covered stone
archway within the awcient ruivs in the jungle<Bavironment2s. He runs his havd along the cold,
weathered stone, a look of profound awe on his face. He whispers: <-Unbelievable..-> <-Wysterious,
echoing music with javgle sounds->,

<Frame?>: Close-up: The man's<Characterts hands digging through loose earth vear the ruivs in the
Jugle<Environment2s, revealing a corver of a woodew chest. His expression is one of intense focus and
awticipation.

<Video?s: Close-up of the man'scCharacterts hands frantically digging through loose earth near +he
ruivs n the jungle<Bnvironment2s. He macovers a corver of an old, wooden chest. His breathing is quick
avd shallow with anticipation. <-Seund of digging earth, heart-pounding suspenseful music->,
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<Framed>: Medinm shot: The man<Characterts triamphantly pulls a small, orvate wooden chest from
the ground n the jungle<Buvironment2>. He looks up at the sky, a wide smile spreading across his face.
<Video®s: WMedium shot of the man<Characterts finally pulling the small, orvate wooden chest ewtirely
out of the ground n the jungle<Bnvironment2>. He holds i+ aloft, a trimmphant smile beaming across his
face. He lets ont a joyful shout: <-I found itl-> < Triamphant, celebratory orchestral music swells->,

<Frameds: Wedium shot: The man <Characteri> stands in the jungle <Bavironment2s, holding the
orvate wooden chest. His face is beaming with trinmph, and the chest is slightly ajar, revealing a faint
goldev glow emanating from within, Sunlight filters through +he dense canopy.

<Video@s: The shot opens with a medium shot of the man <Characterts v the jungle <Bnvironment2s,
still beaming, Wolding the ormate wooden chest. He carefully opevs it further, and a soft, golden light
spills out, illuminating his face. He gasps in awe. <-A shiminering, magical sound effect, followed by a soft,
ethereal melody->.

<Continuation>: Based on the above script, continue to write the subsequent shot content.

<FrameiD>: Close-up: The mavn's <Character{s hand reaches into the chest, pulling out a glowing,
intricately carved amulet. His eves are wide with wonder, reflecting the goldew light of the amulet. The
Imck@romwd is a blur of jungle foliage <Environment2.s.

<Video10>: A close-up on the man's <Characterts havd as he pulls a glowing, intricately carved amulet
from the chest. His eyes are wide with wonder. As he holds i+, the amulet pulses with a brighter light.
<-A low, resonavt hum begins, growing in intensity->.

<Continuation>: Based on the above script, continue to write the subsequent shot content.

<Frameils: Close-up: The man's <Characterts determived expression. He clenches his jaw, and a spark of
resolve ewters his eyes, suggesting he's ready to confront the challenge. The glowing amulet is held
firmly in his havd, just out of frame.

<Video11>: Close-up on the man's <Characterts face. His itial wonder gives way to a look of fierce
determination. He clenches his jaw, and a spark of resolve ignites n his eves. He takes a deep breath. <
A sudden, powerful percussive hit, followed by a surge of heroic, yet slightly omivous, orchestral music->.
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<User>: A young boy, excited about his first magic show, accidentally conjures a playful ghost that creates delightful chaos.

<Characteris: A young oy, around 7 vears old, with short brown hair and bright, curious eves, wearing a blue and black striped long-sleeved
sweater.

<Environment1s: A cozy living room, warm and inviting, with soft lighting from a +able lamp and a window showing a moonlit ight outside.
There's a small, slightly cluttered coffee table in the center,

<Framels: Close-up: A voung boy<Characteri> with a wide, excited grin, his eyes sparkling with
awticipation. He Wolds a small, slightly worn magic wand in his right havd, poised above a deck of cards on
a coffee table in the cozy living reom<Environmentis.

<Videots: The shot opevs with a close-up on the young boy's<Characterts eager face. He gigales excitedly,
waving his magic wand over a deck of cards on the coffee table<Euvironments. He mutters o himself:
<-Abracadaoral-> The camera slowly pans out to a mediam shot, revealing more of the cozy living
room<Enviroumentis as he finishes his incantation. Soft, whimsical music begins: <-Uplifting, playful
Piano music->.

<Frame2>: WMedium shot: The voung boy<Characterts looks surprised, his eves wide, as a translucent,
shimmering outline of a playful, cartoon-like ghost begins +o materialize from the deck of cards on +he
coffee table<Buvironment1s. The ghost is still faintly transparent.

<Video2s: As the voung boy<Characters finishes his spell, a faint shimmering effect appears above +the
deck of cards on the coffee +able<Environmentys. His eyes widen in surprise as a translucent, cartoon-like
ghost slowly forms, looking around plavfully. The boy gasps: <-Whoeal-> The camera focuses on the ghost
as it floats up slightly. The whimsical music becomes more mischievous: <-Whimsical, mischievous flute
and pizzicato strings->.

<Frame3s: Medium shot: The ghost, now fully formed and glowing softly, floats mischievously above +the
coffee table<Bnvironment1s, looking at the voung boy<Characteris with a playful expression. The
boy<Characterts stares back, a mix of awe and slight fear on his face.

<Video2s: The ghost, vow fully materialized and glowing softly, zips playfully around the coffee
table<Bnvironment1s, kvocking over a small stack of books. The vyoung boy<Characterts takes a step
back, a wix of awe and slight fear on his face, but a swile starts +o form. He exclaims: <-You're reall->
The camera follows the ghost's playful movements, The music becomes wore upbeat and lighthearted:
<-Upbeat, lighthearted orchestral music with a sewse of wonder-s.

<Frame4s: Close-up: The voung boy<Characteris reaches out toward the glowing ghost, his hand
trembling slightly with cariosity and wonder. The ghost leans forward playfully, it+s body shimmering with
a soft, sparkling light.

<Videods: The boy<Characteris hesitates, then slowly extends his hand +oward the ghost. The ghost
floats closer, smiling warmly. When their hands almost touch, small particles of light swirl between them,
creating a gewntle, magical glow. The boy gasps softly: <-You're.. real magicl-> The camera circles around
them, emphasizing the moment of conection. The background music softens: <-Gentle harp and soft
strings->.

<Framess: Wedium shot: The boy<Characterts> peeks from behind a curtaincEavironmentts, his
expression mixed with cariosity and concern. The soft light from the room spills onto his face as he
watches the glowing ghost hover near the window.

<Video5s: The boy<Character!s, still amazed, auietly follows the ghost as it drifts toward the window
curtains<Bavironmentis. He pulls the curtain aside just a bit, peering through the gap. The ghost
floats gewtly, as if beckoning him +o come closer. The boy whispers: <-Where are you going?-> The camera
follows his cautions movement, keeping a warm vet slightly mysterious tone. The soundtrack shifts: <-
Tender piavo notes with faint chimes->.

<Frame@>: Wedium close-up: The boy<Characterts and the ghost stand by the shimmering
curtaincEnvironment!s, their hands vearly touching again. The ghost's glow intensifies, casting dancing
reflections of light on the boy's face.

<Videols: The ghost turns o face the boycCharacterts, smiling brightly, Tt raises its hand, and +he boy
instinetively mirrors the gesture. Whew their fingertips meet, a wave of glowing light ripples through
the curtain, opening a shimmering doorway of sparkles. The boy stares in awe, eves wide, as the ghost
drifts backward through the glowing veil. The music swells: <-Uplifting orchestral crescendo with choir
hams-3, hinting at the beginning of a magical adventure.
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<User>: A kind teacher organizes a special art project for two shy students to help them express themselves and bond.

<Character!s: A warm and evcouraging woman v her late 20s or early 20s, with short, curly dark brown hair and a frievdly smile. She
wears a comfortable, light grey +-shirt.

<Character2s: A voung) boy, around 5-7 vears old, with straight, short dark hair and a carious, slightly shy expression. He wears a bright
blue and white striped +ank top.

<Character3s: A voung girl, around 5-7 vears old, with straight, shoulder-lenath blonde hair and a gewntle, somewhat reserved smile. She
wears a light pivk long-sleeved shirt with small black hearts ow it.

<Bwviroumentts: A brightly [it, colorful classroom with art supplies, paintings, and children's drawings displaved on the walls. The
atmosphere is inviting and creative, with soft, natural light coming through large windows.

<Frameds: Wedium shot: <Character|s stands at the front of a brightly lit classroom<Environmentts,
smiling warmly. Her havds are clasped gewtly in frout of her, and her gaze is welcoming and encouraging,.
Tw the backgroud, colorful artwork adorns the walls.

<Videols: The shot opens with a medium shot of <Characterls in the classroom<Environmentts, her
frievdly swile radiating warmth. She gestures invitingly towards the camera. <-Good morning, everyonel
Today, we're 9oing to try something newl-> Her voice is soft and evicouraging. The camera pavs slightly
to show soime general classroom activity v the background. <-Upbeat, gentle piane music begins->.

<Frame2>: WMedium shot: <Character2s is seated at a table in the classroom<Buvironment1s, looking
down at a blank piece of paper with a slightly nervous but curions expression. His hands are resting on
the table, and various art supplies are scattered around him.

Video2>: The camera cuts to a wmedium shot of <Character2s at a +table i the
classroom<Environmentis. He looks Wesitant, picking up a crayon then putting it down. <Character!s's
voice con be heard off-screen: <-Dow't be shy. Just think of something that makes vou happy->
<Character2s slowly looks up towards the direction of <Characteri>. <-Gientle, encouraging string music
plays-s,

<Frame3s: Wedium shot: <Character3s is seated at a nearby table in the classroom<Environmentts,
sketehing quietly with a pencil. She has a thoughtful, focused expression, occasionally glancing up with a
shy swile. Art supplies are neatly arranged around her.

Video3s: The camera shifts +o a medivm shot of <Characteras at another +table w the
classroom<Envirsnmentts. She's sketching intently, her brow furrowed v concentration, thew a shy swile
crosses her face as she glances up. <Characteri> walks over to <Characterds and gently says: <-That's
beantiful. What are qou drawing?-> <Characters vods shyly. <-Soft, contemplative flute masic joins the
strings-s.

<Frameds: Medium shot: <Character!s is kneelivg between <Character2s and <Character3s's tables in
+he classroom<Buvironment1s, showing them a colorful art book. All three are looking at the book with
evgaged, curious expressions. <Character2s poivts at a picture.

<Videod>: The camera shows <Characterts kueeling between the two children's tables in the
classroom<Environment1s. She opens a vibrant art book, pointing to different illustratiows.
<Character2s points excitedly at a picture of a colorful animal. <Character3s swiles faintly.
<Character!> says: <-See how much fum art can be? What if we made something together?-> <-The
usic becomes slightly more playful and hopeful->.
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<User>: A Qatari diplomat and a Japanese martial arts master work together with an American
tourist at a bustling international market.

<Characteris: A man of Qatari descent, middle-aged, with a kind and thoughtful expression, wearing a traditional white +hobe and ghutra,
with a well-groomed beard.

<Character2s: & young Japavese woman, with a serions and observant demeavor, black hair styled n a traditional bun, wearing a vibrant
red kimowo with floral patterus.

<Character3s: A vyoung Caucasian wman, cheerful and approachable, with short brown hair, wearing a casual blue t-shirt and a backpack,
with sunglasses hanging from his collar,

<Environmentts: A Vibrant and bustling international market, filled with colorful stalls, exotic goods, and diverse crowds. The atmosphere is
lively avd slightly chaotic, with warm, viting lighting and a mix of aromas.

<Framels: WMedium shot: <Characterts stands thoughtfully amidst the colorful chaos of the
international market<Bnvironment1s, observing the scene with a subtle smile. He is dressed impeccably in
his traditional Qatari attire, his gaze distant but engaged.

<Videols: The shot opens with a wmedium shot of <Characteris i the bustling international
market<Bavironments, taking n the sights and sounds. He walks slowly, his eves scanning the various
stalls and people. He thew notices something out of place near a fruit stand. <-Iwntriguing, very
wtriguing,-> he muses softly. Camera pans to follow his gaze. Back@romwd music: <-Lively, exotic market
music with a hint of mystery-s.

<Frame2s: Wedium shot: <Character2> stands with duiet intensity near a kimovo stall in the
market<Bavironmentis, her eves keenly observing the crowd. She wears a beantiful red kimono, her hair
neatly tied, a sulbrtle frown on her face as if something has canght her attention,

<Video2.s: The camera cuts +o a medinm shot of <Character2s in the same market<Environmentts. She
is observing the movements of a particular vendor with a focused, almost avalytical gaze. She notices a
simall, wusual trinket on the gromnd that seems out of place. She kneels +o examine i+ briefly. < This is
ot right-> she whispers to herself. Camera zooms i on the trinket. Backgrommd music: <-Subtle,
nduisitive string music->.

<Frame3s: Close-up: <Character3s is seev laughing heartily while +aking a selfie with a colorful display
i the market<Buvironmentis. He wears a blue +-shirt and backpack, his sunglasses glinting. His
expression is one of pure evjoyment and amusement.

<Video2s: The camera shifts o a close-up of <Characterds in the market<Bavironments, beaming as
he takes a selfie. He bumps nto a display, causing a small, orvate box +o tumble. He quickly picks it up,
looking a bit sheepish. As he opens it, he finds a cryptic note nside. His sinile fades into a look of confusion.
<What's this?-> he mutters. Camera focuses on the vote. Backgrowd music: <-Upbeat, cheerful music
travsitions +o 4 slightly puzzled tune->.

<Frame4s: Medium shot: All three characters, <Characterts, <Character2s, and <Character3s, are now
together in the wmarket <Buvironmewt1s, haddled around the ornate box and +he cryptic vote.
<Character3s looks bewildered, <Character!s is thoughtful, and <Character2s is intewsely focused ow
the vote.

<Video4s: The camera shows <Characteris, <Character2s, and <Character3s gathered together in the
market<environmentls. <Character3s explains what happened with the box and the vote. <Character!s
examines the note, while <Character2.s points out a symbol on the box that matches a detail on the note.
<This symbol... it's a regional guild mark-> <Character2s observes. <-pud this wote, it speaks of a
hidden passage,> adds <Characterts. Camera close-up on the vote and the box. Background wusic: <-
Tutriguing, collaborative music-s.
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<User>: A renowned art critic and a cunning art forger find themselves in a tense cat-and-
mouse game during a high-stakes auction for a disputed masterpiece.

<Characteris: A woman i her late 30s, with long, wavy dark brown hair, fair skin, and striking blue eves. She wears a sophisticated black
dress with delicate straps and a sulstle swile, exuding confidence and allure.

<Character2s: A man in his late 50s, with short, veat gray hair, a clean-shaven face, and a warwm, approachable smile that belies a sharp,
discerving gaze. He wears a well-tailored light brown suit, a crisp white shirt, and a striped tie.

<Environmentts: A luxurions art auction house, opulent and dimly lit, with spotlights on the art pieces. The atmosphere is hushed and tewse,
filled with anticipation and sulrtle wmurmurs.

<Ewvironmewt2s: A private, dimly lit study in an old mansion, filled with antique books, a large wooden desk, and various art tools and
canvases scattered about. The air is thick with the smell of oil paint and old paper, creating a clandestine and slightly chaotic atmosphere.

<Framens: Close-up: A woman<Characterts with a subtle smile, her blue eves scawning +he room with an
almost imperceptible glint of amusement. The soft light of the auction house<Buvironment1s catches
her dark hair.

<Video1s: The shot opens with a close-up on <Characterts's face, her eyes MH—M@ sultly across the
room. She takes a slow, covfident breath. The camera thew pulls back slightly +o a medium shot,
revealing her elegant posture amidst the hushed opulence of the auction house<Environmentts. we hear
the murmur of the crowd. <-Hushed, anticipatory classical music begins->.

<Frame2>: WMedinm shot: A man<Character2s in a light brown suit, his gaze fixed on a paivting displayed
mader a spotlight. His swile is polite, but his eves hold a critical, almost suspicions glint. The backgromad
shows other attendees in the anction house<Environmentys.

Video2>: The camera cuts o a medium shot of <Character2s, who is standing a few rows behind
<Characterts, his attention solely on the 'masterpiece’ on display in the auction house<Environmentts. He
adusts his tie, a subtle gesture of unease. He then glances briefly towards <Characterts, a flicker of
recoguition in his eves, before returving his gaze o the painting. <-The masic becomes slightly more
suspenseful-s.

<Frame3s: Close-up: <Characteris's hand, adorned with a delicate rivg, subtly adjusts a small earpiece.
Her expression remains composed, a hint of a challenge in her eves. The background is a blur of the
auction house<environmentis.

<Video2s: A close-up on <Characterts's hand as she makes a discreet adjustment +o her earpiece. Her
lips curve into a knowing, almost mischievous smile. The camera thew pans slowly up to her face. She
makes eve contact with <Character2s across the room, holding his gaze for a beat too long. <-A subtle,
high-pitehed chime sounds, alimost imperceptible, followed by a slight shift n +he music's tempo->.

<Frameds: Wedium  shot:  <Character2s observes <Characterls from across +he  anction
house<Bnvironmentts. His polite smile tightens slightly, a hint of concern or calenlation in his eves. The
disputed painting is visible between them.

<Video4s: The camera returus to a mediam shot of <Character2s, who has noticed <Characterts's gaze.
His smile becomes more strained as he processes her intent. He subtly shifts his weight, his eyes never
leaving hers. He then takes a sip from a glass of water, his hand trembling almost imperceptibly. < The
vusic builds in subtle +ewsion, a low thrumiming->,

<Framess: Close-up: The anctioneer's gavel striking +the podium, The souvd echoes through the anction
house<Bnvironment1s. The light reflects off the gavel.

<Video5s: The camera focuses on a close-up of the aunctioneer's gavel as i+ dramatically strikes +the
podiam, signaling the start of +the bidding. The sound is sharp and decisive, cutting through +he
murmurs of the aunction house<Bnvironmentis. We hear the aunctioneer's voice: <-fmd vow, for lot number
3, the highly contested "'Widnight Bloom'...-> <-Gavel strike, followed by a sudden silence in the music->.

<Frame®>: WMedinm shot: <Character1s raises her bidding paddle with a confidewt, almost defiant,
expression. Her eyes sparkle with anticipation. The auction house<Bnviroumentts is brightly i+ around
her.

<VideoGs: The camera captures <Characteris n a mediam shot, her hand rising smoothly with her
bidding paddie. Her expression is a picture of calm confidence, a subtle challenge in her eves as she looks
fowards the auctioneer. She speaks clearly: <-One willion-> The camera quickly pans to <Character2s,
whose eves widen almost imperceptibly. <-The music returns with a dramatic flourish, then softens to a
watehful pulse->.
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<Frame?s: Close-up: <Character2s's hawd, clutching his bidding paddle tightly. A bead of sweat forms ow
his brow. The background is blurred, focusing on his tevse grip.

<Video?s: A close-up on <Character2s's hand, vow clutching his paddle with visible tension. A bead of
sweat trickles down his +emple. He hesitates, his gaze flickering between the auctioneer and
<Characteris. He takes a deep breath, steeling himself, and raises his paddle. <-One point five willion.->
<-The music inteusifies, a rapid, anxions riythm-s.

<Frame®s: Wedium shot: <Characterts avd <Character2s exchange ntense glances across the auction
house<Bnvironment1s, the painting 'Widuight Bloom' between thewm. The tension in the room is palpable.
<Video®s: The camera shows <Characteris and <Character2s exchanging a long, loaded glance across
the auction house<Environmentts. The "WMidnight Bloom' painting, vow illuminated dramatically, seems +o
act as a silent third party. <Characteris offers a small, knowing smirk. <Character2s's jaw tightevs.
The bidding accelerates, a silent battle playing ont. < The music becomes a rapid, escalating crescendo of
strings and percussion->,

<Frameds: Close-up: <Character!s's trinmphant smile as the anctioneer anonnces +he final bid. Her eyes
sparkle with victory. The back@romwd is a blur of the anction house<Environmentis.

<VideoQs: A trinmphant close-up on <Character s's face as the auctioneer's voice booms: <-Sold! To +he
lady W blackli-> She offers a small, victorions swmile, her blue eves gleaming. The camera then cuts +o
<Character2s, who, after a moment of stunved silewce, allows a wry, knowing simile +o spread across his
face. He nods almost imperceptibly towards <Characterts. <-The music resolves into a triumphant, yet
slightly ambiguous, final chord->.

<Extension>: An art critic confronts a forger, leading to a tense chase through the auction house's hidden corridors.

<Frame1D>: WMedium shot: <Character!s stands confidently in the auction house <Bnviroument1s, holdivg
the "Widvight Bloom' painting. Her smile is subtle, but her eves convey a sense of accomplishiment.
<Character2s approaches her, his expression a wix of admiration and a hint of something more. The
opulent setting of the auction house is visible around them.

<VideolDs: The shot opens with <Characterts admiring the 'Widnight Bloom' in the auction house
<Environments. <Character2> approaches her, a slight smile on his face. He extends a havd. <
Congratulations, my dear. A truly exquisite piece-> <Character!s takes his hand, her swile widening
slightly. <~ Thank yon. Tt's even more beautiful n person-> The camera focuses on +heir havds, then
pulls back +o a medium shot as they begin to walk. <-Soft, elegant jazz music begins-.

<Frametis: Close-up: <Character2s's hand gently touches <Character1s's arm, his gaze intense and
mawavering. Her expression shifts from trinmph +o a flicker of surprise, then a subtle understanding,.
The background is a soft blur of the auction house <Environmentis.

<Videot1: A close-up on <Character2s's hand as i+ gently touches <Characters's arm. His voice drops o
a near whisper. <-There's something you should know aboutt that paivting. Tt's a masterpiece, yes, but
it's also.. a key-> <Characterts's eves widen almost imperceptibly, a hivt of concern crossivg her face. <-
A key to what?-> The camera holds on her face, showing her internal struggle. <<The jazz music
becomes slighrtly discordant, a low, ominous cello note enters->,

<Framel 2>t Wedium shot: <Character2s leads <Characterts away from +he main auction floor, towards
a less crowded area of the anction house <Bavironments. He gestures subtly towards a discreet, orvate
door. <Characterts follows, her curiosity pidued, a hint of unease in her posture.

<Video12s: Wedium  shot of  <Character2s  guiding  <Characteris through the auction house
<Bwvironmentts, away from the main crowd. He gestures towards a hidden, orvate door. <-Follow me.
There's something I need +o show vou, privately-> <Character!> hesitates for a moment, then wods,
her gaze fixed on the door. They move towards it, the camera tracking their movement. <-The wmusic
shifts to a more suspenseful, investigative +one->.
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<Framed 2s: Close-up: <Character2s's and expertly mavipulates a hiddew latch on the orvate door. The
door creaks open slightly, revealing a glimpse of darkness beyond. <Characteris's reflection is visible in
the polished brass of the latch, her eyes wide with anticipation.

<VideoN 251 A close-up on <Chadracter2s's hand as he deftly opens the hidden latch on the orvate door.
The door creaks open with a low groav, revealing a dark, varrow passage. <-This way-> <Character2>
whispers, stepping through. <Characteris follows, her breath held. The camera peers into the darkness
of the passage. <-f low, creaking sound, followed by a sudden silence, then a faint, distant echo->,

<Framerds>: Wedinm  shot: <Characterts and <Character2s are wow n the private study
<Buvirowment2s, a dimly (it room filled with antique books and art tools. <Character2s points to a
specific book on a shelf, his expression serious. <Character!> looks at the book with a dawning realization.
<Video14>: Medinm shot of <Characterts and <Character2s side the private study <Baviroument2s.
<Character2s points to a dusty, leather-bound book on a high shelf. <<This book... it holds +he true
secret of "Widvight Bloom'. Tt's ot just a painting, it's a map.-> <Characterts gasps softly, a sudden
widerstanding washing over her face. <-A map? To what?-> The camera zooms i on the book. <-The
music becomes more mysterions, with a faint, ticking sound underlying i+->.

<Framel5s: Wedium shot: <Character{s> and <Character2s exchavge a look of alarm. <Character2s
grabs <Character1s's arm, urging her towards the hidden passage. The door +o the private study
<Buvironment2s is slightly ajar, revealing a sliver of light from the main anction house <Bnvironments.,
<Video15>: Wedium shot of <Character!> and <Character2s exchavging a look of alarm. <Character2s
grabs <Characteris's arm. <-Sovmeove's found us. We need to go. Nowl-> He pulls her towards +he hidden
passage. The camera auickly pans to the slightly ajar door, showing a glimpse of +he chaotic maiv anction
house <Environmentis bevond. <-Footsteps are heard approaching rapidly, mixed with hushed murmars,
The music becomes a fast-paced, urgent chase theme->,

<Framel@>: Close-up: <Characterts's face, now determived and slightly breathless, as she looks ahead.
Her blue eyes reflect a vewfound resolve, vo longer just a collector but a protector of a secret. The
background is a blur of the corridor <Buvironments.

<Video\@>: Close-up on <Characteris's face, her expression a wmix of breathlessness and Afierce
determination. She looks ahead, a vew purpose in her eyes. <~I won't let them have it+-> she vows
silently. The camera holds on her face, then slowly pulls back +o show her continuing to move forward,
into an mnknown future. <-A single, sustaived, hopeful orchestral vote swells, then fades to black->.

<Frame 7>t Close-up: <Charactert> stands in the dimly lit private room beyond the orvate door. The
warm amber light flickers across her face, revealing both tension and curiosity. <Character2s steps
closer, his voice low but deliberate. The faint huam of the jazz music fades, replaced by the riythmic
+ticking of an unseew clock.

<VideoA?s: The camera lingers on <Characteris’s uneasy expression as <Character2s closes the door
behind them with a soft click. <You wanted o know what wmakes the 'Widnight Bloom' special, didn'+
you?-> he says auietly. She nods, her breath shallow. He gestures toward a small, velvet-covered table
the corner. A single envelope rests there. <-Open it-> Her fingers tremble slightly as she reaches for it.
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<User>: A renowned historian delivers an inspiring lecture on ancient civilizations at a public forum, captivating
her audience with her knowledge and passion.

<Characteri>: An elegant, mature woman with short, styled brown hair, wearing a light blue pantsuit, a white top, and a pearl vecklace
with matching pearl earrings, She has a warm, engaging swile and intelligent eyes.

<Buvironmentis: A brightly lit public forum stage with a dark background, featuring a podinm with a wicrophone. The atmosphere is formal
and engaging, with warm spotlights on the speaker.

<Framels: Close-up: A distinguished woman<Characteris with a bright, welcoming smile, her eves
sparkling with enthusiasm, stands at a podium in a brightly lit public forum<Eavironmentts. She is
wearing a light blue pantsuit and pearls, and a wicrophone is visible next +o her.

<Video1>: The shot opens with a close-up on the woman's<Characterts engaging face as she begins her
lecture. She gestures subotly with one hawd, captivating the andience. <-Good evening, everyone. Tovight,
we jourvey back v time..-> The camera slowly pulls back to a mediam shot, revealing more of +he
stage<Bnvironmentis and the podium. <-wto the dawn of civilization, where mgevuity and ambition
shaped our world-> The lighting is warm and inviting, enhancing +the academic vet accessivle +one.
Backgronnd music: <-Inspiring, light orchestral masic with a sense of wonder->.

<Frame2s: Wedium shot: The woman<Characteris stands confidently at the podiam v the public
forum<Bnvironmentis, her posture erect and her gaze sweeping across the unseen audievce. She is wid-
sewtence, her expression animated and passionate.

<Video2s: Waintaining the medium shot, the woman<Characteris continues her talk, her voice filled with
passion. <-Imagjve, if yon will, the pyramids rising from the desert sands, a testament to humam
ingennity..-> She pauses for a moment, letting the image sivk in, thewn continues with renewed vigor. <-
wor the ntricate gears of the WMesopotamian waterwheels, harmessing the very forces that sustaived
ancient societies.-> The camera slightly pans with her subtle movements, emphasizing her commanding
presevce on the stage<Buvironmentts. Backaround music: <-The orchestral music becomes more dramatic
and awe-wspiring, building anticipation->,

<Frame3s: Close-up: The woman'scCharacterts face, her eyes wide with a sewse of discovery and
excitement, as she recounts a fascinating detail. A slight smile plays on her lips, reflecting her joy in
sharing knowledge.

<Video2s: The camera returns o a close-up of the woman's<Characterls expressive face. She leavs
slightly into +the microphone, sharing a particularly intriguing detail. <-Aud did you kmow, the first
written language was developed vot for recording, but for legal and ecovomic +ravsactions? I+ was a
revolutionary conceptl-> Her enthusiasm is infections, and her eyes gleam with ntellectual curiosity. The
stage<Bnvironmentis lighting remains focused on her, highlighting her animated expressions. Background
music: <-A sense of mystery and discovery is added o the orchestral music, with gewtle, mauisitive
melodies->.

<Frame4s: WMedium shot: The woman<Characteris gestures broadly with both havds, her body language
conveying excitement and deep understandig. She looks directly at the audience, engaging them with her
words.

<Video4s: Tn a wedium shot, the woman<Characterts uses her hands to emphasize a point, her voice
strong and clear. <-These avncient peoples, despite the vast differences n their cultures, faced the same
fundamental challenges: survival, community, and legacy.-> She makes eve contact, creating a personal
conmection with the audience. The stage<Environment!> feels alive with her energy. Background music:
<-The orchestral wusic becomes wore reflective and thoughtful, with a sewse of umiversal
wnderstanding->.

<Framess: Close-up: The woman<Character,> concludes her point with a warm, satisfied swile, her eyes
conveying a sense of accomplishiment and shared understanding. She looks directly at the camera, as if
addressing each viewer ndividually.

<VideoSs: The shot ends with a close-up of the womancCharacter!s as she brings her segment to a
thoughtful conclusion. Her siile is serene and profound. <-Their legacies, though separated by millennia,
cowtinue to echo n onr modern world. We are, quite literally, standing on the shoulders of giauts.-> She
holds the gaze for a moment, letting the message resonate. The lights on the stage<Bnvironmentt>
dim slightly, signaling the evd of her main address. Background music: <-The orchestral music swells
gently to a hopeful and uplifting crescendo, thew fades out softly->,
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<User>: A young biologist discovers a rare frog species. He and his partners extracted the virus from the frog's body.

<Characteris: Young adult wale, fair skiv, short light brown hair, wearing a dark blue zip-up jacket over a light blue t-shirt, with a friendly
and enthusiastic expression.

<Character2s: Moung adutt female, fair skin, long dark brown hair, wearing a white +-shirt, with a bright and confident smile.
<Environment1s: A lush, vibrant rainforest with devse foliage, towering +rees, and a hamid, earthy atmosphere. Sualight filters through
+he cavopy, creating dappled light and shadow.

<Bnvironment2s: A cluttered yet organized research laboratory, filled with sciewtific equipment, microscopes, petri dishes, and monitors
displaying biological data. The lightivg is fumctional and a bit sterile.

<Framels: Medium shot: A young man<Characteri> with a wide, excited swile, holding a small, brightly
colored frog carefully in his cupped hands. He is surrounded by +he vibrant green foliage of the
rainforest<Environmentis.,

<Videots: The shot opens with a mediam shot of <Characteris v the rainforest<Environmentis, his face
beaming as e examives the unidue frog. He carefully places the frog nto a small, clear container. < This
is incrediblel A new speciesl-> he exclaims, his voice full of wonder. The camera thew tracks him as he
carefully makes his way through +the dense undergrowth, his eves scawing the surroundings. <-Soft,
adventurons jungle sounds with a hint of wouder->,

<Frame2s: Close-up: A monitor screen i the research laboratory<Bnvironmewt2s displaying complex
bioclogical data and a maguified image of the rare frog. The screen glows brightly, reflecting in an unseen
window.

<Video2>: The camera travsitions to a close-up of a movitor in the research laboratory<Bavironment2s,
showing detailed gevetic sedquences of the frog. <Charactert> enters the frame from the right, looking
intently at the screen. He types rapidly on a keyboard, wmaking notes. Suddenly, he notices a subtle
anomaly i the data. <-That's wot right..-> he mutters, zooming i on a particular section of +the
sequence. <-Faint, suspenseful electronic music begins->.

<Frame3s: WMedium shot: <Characterts in the research laboratory<Bavironment2s, looking frustrated as
he points at the monitor. Various lab equipment is visible i the backaroud, hinting at his ongoing
research.

<Video2>: A wmedinm shot shows <Characterts in the research laboratory<Enviroument2s, visibly
frustrated. He gestures wildly at the monitor. <-Someowe tampered with my datal They've been trying
to disoredit wy findingsl-> he exclaims, his voice rising n anger. He turvs from the movitor, ruming a
hand through his hair. The camera pans slightly to show scattered research papers on his desk,
emphasizing the chaos. <-The suspenseful music grows in intensity->.

<Frameds: Wedium shot: A young woman<Character2s with a confident siile, holding a +ablet and
looking directly at <Characteri> i the research laboratory<Buvironment2s. She appears calm and
observant.

<Video4s: The scene shifts to a medium shot i the research laboratory<Buvirowment2s, where
<Character2s enters, a calm and confident expression on her face. She approaches <Characteris, who
looks defeated. <-I heard about your +roubles, Dr. Wiles-> she savs, her voice steady and reassuring. She
holds out her tablet, which displays similar biclogical data. <<Perhaps I can help.-> <Characteris looks
surprised, then intrigued. <<The suspenseful music softens slightly, hinting at a potential alliance-s.

27



Bridging Your Imagination with Audio-Video Generation via a Unified Director

<Framess:  Close-up:  <Characterls  and  <Character2s  side-by-side i the  research
laboratory<Buvironment2s, both looking intently at the tablet held by <Character2s. Their expressions
are serions and focused.

<Video5s: A close-up shows <Characterts and <Character2s leaning over the tablet in the research
laboratory<Buvironment2s, their heads close together as they analyzee the data. <Character2> points
+o a specific section. <= This mutation signature.. it's uvidue to a very specific environmental stressor.->
<Characteris's eves widen with understanding. <-So, someone ntroduced a pathogen +o vour speciment->
he realizes. <-Precisely-> <Character2> confirms. <-Urgent, investigative music builds-.,

<Frame@>: Wedium shot: <Characterls and <Character2s working together in the research
laboratory<Buvironment2s>, surrounded by equipment. <Characterls> is at a wicroscope, while
<Character2s is on a computer, both focused on their tasks.

<VideoG>: The camera pulls back to a medium shot, showing <Characteris and <Character2s working in
tandewm v the research laboratory<Bavironment2s. <Characterts is hunched over a microscope, adjusting
kvobs, while <Character2s rapidly types on a computer, cross-referevcing information. They exchange
aquick, focused glances. <-We need +o isolate the pathogen and confirm its origin-> <Characteris states.
<-T'w pulling up all known environmental samples from the raivforest.-> <Character2s replies. <-Iwteuse,
collaborative music with a sense of urgency->,

<Frame?>: WMedium shot: <Characterts and <Character2s standing triamphantly in the research
lalvor atory<Buvironment2s, holding up a vial containing a clear liguid. Bothh have relieved swiles on +heir
faces.

<Video?s: A wmedium  shot  captures  <Characterts and  <Character2> v the research
labvoratory<Buvironment2s, a sense of triumph radiating from them. <Character!s holds up a vial. <-We
got i The pathogeni-> he exclaims, a wide smile spreading across his face. <Character2s wods, a
relieved grin on her face. <-And we traced its source. T+ was a competitor's illegal bio-s futile-> she adds.
They share a look of accomplishment. <-Uplifting, trimmphant music swells->,

<User>: A jovial professor and a bright student discover a lost ancient artifact, leading them to
present their findings to an eager audience.

<Character!>: A widdle-aged man with short, dark brown hair, wearing glasses, a white collared shirt, and a brown suit jacket. He has a
warm, inviting swile.

<Character2>: A young woman with long, dark brown hair, parted in the middle, wearing a light blue devim jacket over a patterved +op. She
has a bright, enthusiastic smile.

<Buviroumentis: A dusty, dimly i+ archaeological dig site, with ancient stone walls and scattered artifacts, suggesting a sense of mystery
and history.

<Bnviroument2s: A brightly i+ miiversity lecture hall, with rows of empty seats and a large projection screen at +the front, ndicating a
formal presentation setting.

<Framel>: Wedinm shot: <Characterts stands in the dusty archaeological dig site<Bnvironments, holding
a small, intricate clay pot. His face is lit with a trinmphant smile, and his glasses reflect a subtle gleam,
Around him are ancient stone walls.

<Videot>: The shot opens with <Characterts carefully brushing dirt off an auncient pot i the
archaeologjical dig site<Buvironment!>. He looks up, his eves wide with excitement. <-I can't believe it,
Warial We found itt-> he exclaims. The camera thew pans to a close-up of the pot, revealing intricate
carvings. <-A lost divilization, right herel-> Background music: <-WMysterious, awe-inspiring orchestral
music-s.

<Frame2>: Wedium shot: <Character2s is kueeling beside <Characteris n the archaeological dig
site<Bnvironment1s, her eves sparkling with curiosity as she examives the pot. She wears a light blue
deviim jacket, and her long hair falls over her shoulders. Dust motes dance in the air around thewm.
<Video2s: Still in the archacological digy site<Buvironment1s, <Character2s takes the pot gently from
<Characterts, her smile radiant. She turns it over, examiving the details, <-Professor, his is incredible!
The symbols... they match the texts from the old serollsl-> she says excitedly. <Characteris wvods, a
proud smile on his face. The camera holds on their shared moment of discovery. Backgromd wmusic: <-
Uplifting, hopeful discovery music->,
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<Frameds: Lovg shot: <Character!s and <Character2> stand together at a podium in the brightly li+
wiiversity lecture hall<Environment2s. <Characteri> gestures ewthusiastically towards a large
projection screen displaying ancient symbols. <Character2s stands beside him, smiling at the audience.
<Video2s: The scevne shifts to the university lecture hall<Buvirouwment2s, <Characterts is at the podiam,
presenting to an wiseen audience. He gestures grandly at the screen, which shows images of the newly
discovered artifact. <-And so, ladies and gentlemen, we uveil a piece of history previously thought lostt->
he anvounces, his voice booming with enthusiasm. <Character2> stands proudly beside him, occasionally
adding a detail. <-The implications for understanding awcient culttures are immense,-> she adds.
Backgromnd music: <-Iuspiring, academic presentation music-s.

<Frame4s: Close-up: <Character2s is speaking confidently into a wmicrophone in the wviversity lecture
hall<Bavironment2s, her expression animated and passionate. Her long hair frames her face, and her
devim jacket is veatly buttoned.

<Videods: A close-up of <Character2s as she elaborates on +heir findings in the university lecture
hall<Bnvironment2s. <-This artifact wot only fills a4 gap W our historical records but also challenges
existing +heories about early societal structures,-> she explains, her voice clear and articulate. The
camera occasionally cuts to the rapt faces of the audience, then back to <Character2s. Background
music: <-Engaging, intellectual discussion music->,

<Framess: WMedium shot: <Character|> and <Character2s are both smiling and looking at each other in
the maiversity lecture hall<Bnvironment2s, sharing a moment of quiet pride and satisfaction after their
presentation. The lecture hall is still brightly lit,

<Video5s: After their presentation, <Character!s and <Character2s stand together in the university
lecture hall<Envirowment2s, a sense of accomplishment in the air. <Character!s puts a hand o
<Character2s's shoulder. <-You were brilliant today, Waria, > he says, genvively prond. <Character2s
beams. <-We wmake a good team, Professor,> she replies. They exchange a warm, shared swile.
Background music: <-Warwm, celebratory orchestral music->,

<Frame@s: WMedium shot: <Characteris avd <Character2s are in the brightly lit uiiversity lecture
hall<Bavironment2s, surrounded by congratulatory attendees. <Characteris holds a glass of champagne,
smiling warmly, while <Character2s stands beside him, looking radiant and holding a small +rophy. The
large projection screev in the background shows a celebratory image of the artifact.

<Videok>: The scene opens in the university lecture hall<Buvironment2s, filled with the soft chatter of
well-wishers. <Characterts raises his glass, a proud smile on his face. < To discovery, +o history, and +o
briliant windst-> he exclaims. <Character2s clinks her glass against his, her smile equally wide. <= To many
more discoveries, Professorl-> she replies. Background music: <-Light, celebratory jaze music->.

<Frame?s: Close-up: The ancient clay pot, now on a display table in the university lecture
hall<Buvironment2s, begins to glow with a faint, pulsing light. Iutricate carvings on its surface seewm +o
deepen and shift, emitting a soft huwm,

<Video?>: As the camera focuses on the artifact on the display table n the umiversity lecture
hall<Buvironment2s, a low hum begins +o emanate from it. The faint glow intensifies, casting shifting
shadows on the surrounding objects. A few attendees votice the change, their chatter dying down. <-
What's happening?-> someone whispers. Background music: <-Wysterious, low-freduency hum building in
intensity->.
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<User>: A street performer and a focused scholar cross paths in a bustling city, leading to
an unexpected moment of connection.

<Character!s: A young man with dark, curly hair, a small goatee, and a brown, casual long-sleeved shirt. He has a warm, inviting swile and a
lively demeanor, suggesting a free-spirited and charismatic individual,

<Character2s: A young woman with straight, shoulder-length brown hair, wearing glasses and a simple white +-shirt. She has a thoughtful
and somewhat reserved expression, indicating an intelligent and studious wature.

<Environmentis: A vibrant city street during the day, bustling with pedestrians, lined with diverse architecture, and featuring hints of
greenery from street trees. The atmosphere is energetic and lively, with bright, vatural ligh+ting.

<Framels: Wedinm shot: A young man<Characterts with a wide, infections swile, his eves sparkling with
amusement, stands in the middie of a lively city street<Bavironmentts. He holds a brightly colored
magling prop in one hawd, ready +o perform. The backgroud shows blurred city life.

<Video1s: The shot opens with a medium shot of <Characterts, his siile radiating warmth. He jugoles
three colorful balls effortlessly, moving with fluid grace. His movements are confident and engaging,
drawing the attention of passershy n the bustling city street<Environmewts. He catehes the last ball
with a flourish, bowing slightly. <-Upbeat, riythimic street music with a percussive beat-s.,

<Frame2s: Wediam shot: A young woman<Character2s with glasses, her brow slightly furrowed in
concentration, walks through the busy city street<Buvironmentts. She carries a stack of books, her gaze
fixed straight ahead, seemingly oblivious to +the surrounding commotion. Her expression is serions and
thoughtful,

<Video2>: The camera follows <Character2s as she wavigates the crowded city street<Environmentts,
her books held firmly. She walks with a purposeful stride, her eyes scanning something off-screen,
completely absorbed in her thoughts. The vibrant street sounds avd sights pass her by, but she remains
lost in her own world. <-Soft, contemplative piano music begins +o blend with the street sounds->,

<Frame3s: Medinm shot: <Character!s stands at a street corner in the city street<Buvironmentts, his
sinile still present but with a hint of playful anticipation. He gestures with his hands, inviting attention.
In the background, <Character2s is just becoming visible, walking past.

<Video2s: <Characterts continves his performance at the street corner<Buvironmentis, viow attempting
a card trick with a flourish. He looks directly at the camera, then his gaze shifts slightly to the side as
he votices <Character2s passing by, He pauses for a moment, a flicker of an idea crossing his face. <-
The upbeat music softens slightly, becoming more inguisitive-s.

<Frameds: Wedium shot: <Character2s has stopped walking, her attention canght by <Character!s's
performavce. She looks slightly surprised, a faint smile beginning +o form on her lips as she observes him.
Her books are still clutched in her havds, but her focus has shifted.

<Videods: <Character2s stops abruptly, her attention finally drawn by <Character!s's performance. Her
nitial serious expression softens, and a subtle, almost imperceptible simile plays on her lips. She watches
<Character{> with an intrigued gaze, a wmomentary escape from her academic world. <-The
contemplative plavs music swells slightly, indicating a shift in mood->.

<Frame5Ss: Wedium close-up: <Characterts is performing a simple magic trick, making a coin disappear
from his palm with a charming grin. His eyes meet <Character2s's, a shared moment of comection. The
bustling city street<Buvironment1s is a soft blur in the backgronnd.

<Video5s: <Character s performs a duick, engaging magic trick, making a coin vanish from his hand with
a wink. He looks directly at <Character2s, and their eyes meet, A brief, warm smile spreads across his
face, avd a gewnive, shared moment of lightheartedness fills the air. <-A brief, playful flourish on +he
plavo accompavies the magic trick, thew returvs +o the soft piano music->.

<Frame>: Close-up: <Character2> langhs softly, a genvive smile vow gracing her face. Her glasses are
slightly askew, adding to her charm. Her eves are bright with amusement, reflecting the mexpected joy
of the moment. The city street<Buvironment1s is out of focus.

<VideoGs: A close-up on <Character2s's face reveals a gevnine, mburdened laugh. She adjusts her glasses,
her earlier seriousness completely replaced by amusement. She shakes her head slightly, a small,
delightful sound. <-A light, tinkling sound effect accompanies her laugh, followed by a return to the
gewtle piano music, now with a slightly more hopeful +ove->.
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<User>: A little boy and his mother traveled through a storybook to a fantasy world.

<Character{>: A voung boy with straight, short brown hair and bright blue eyes, wearing a dark blue patterved shirt over a white
undershirt. He has a curions and imaginative demeanor.

<Character2s: A woman with long, wavy blonde hair, wearing a dark +op and a red headvand. She has a somewhat tired but kind expression,
<Environmentis: A cozy, softly i+ living room with a large, comfortable armehair, bookshelves filled with books, and a window showing a
peaceful garden outside. The atmosphere is warm and nviting.

<Envirowment2s: A magical, dimly lit forest clearing with anciewt, guarled trees, glowing fireflies, and a faint mist swirling around. The
atmosphere is mystical and enchanting.

<Framels: Wediam shot: <Characterts and <Character2s sit together v the armchair in
<Buvironmentis, an old storybook open on their laps. The boy is pointing at an illustration while the
womaw swiles lovingly, leaning closer.

<Videots: The shot opens with <Character2s pointing excitedly at a page. <-Losk, Momt The hero is
opeving 4 magic gatel-> <Charactert> smiles, her eves twinkling. <-Yes, every story has a door waiting to
be opeved.-> The soft, warm lighting glows on their faces. <-Gewtle piano music begins, evoking nostalsgia
and wonder.->

<Frame2>: Wide shot: <Character!s and <Character2s are suddenly surrounded by swirling, vivid colors,
the storybook’s pages seem +o have come alive, pulling them into a vortex of light. Both look surprised
and delighted as +hey are drawn forward.

<Video2s: The pages of the book begin +o glow. A swirl of color and light envelops them. <-What's
happening, WMom?l-> +he boy <Characterts shouts joyfully. <Hold onl-> she langhs. The camera spins with
them, as the world blurs nto a raivbow vortex. <~The wusic swells into an orchestral crescewdo of
adventure.->

<Frame3>: Wedium shot: They land softly in <Bavironment2s, a misty forest filled with floativg golden
lights. <Character2s looks around in awe while <Characterts smiles gently, still olding his hand.
<Video2>: The camera pans through the mist, showing the magical surroundings. <-Where are we?s the
boy <Charactert> whispers. <-Maybe... nside the story,-> <Character{> answers softly. <-Every story
has a bit of magic, if you believe.-> <-Soft wind chimes mix with ethereal orchestral tones.->

<Frameds: Wedium shot: <Character2s and <Character|s stand faciig each other among the glowing
trees of <Buvirowment2s. The boy's expression is full of excitement, and she looks at him proudly.
<Videods: <-WMowm, it's just like the bookl-> +the boy exclaims. <<Then perhaps we're meant +o fivish the
story together,-> she replies warmly. The camera circles thew, showing the shimmering forest lights
flickering aromnd. <-The score becomes hopeful, with strings and light bells.->

<Framess: Close-up: <Character!s leans toward <Character2s, bothh smiling as she whispers something
softly. Tiny golden lights swirl around thew, illuminating their faces.

<Video5s: <-Remewmber, stories guide us,-> <Character2s> says gewtly. <-Even when they seem lost,
they're waiting +o be found.-> The boy vods, eves wide with understanding. <-A tender wmelody plays,
underscoring their bond.->

<Frame@s: Wedium shot: <Characterts and <Character2s stand before a large glowing shape, pulsing
with evergy n front of them, a magical doorway made of light. <Character2s reaches out o touch i,
while <Character!> watches proudly.

<Video®>: <-Is this the ending?-> <Character!> asks. <-No,-> <Character2> swiles, <-It's the begivming
of your swn story-> The boy touches the glowing gate, and it bursts into brilliant light. <<The music
swells trinvmphantly.->

<Frame?s: Close-up: <Characterts’s face is bathed i the light of the portal. Her expression is filled with
awe and joy as she whispers softly.

<Video?>: <Character2> says: <-Go on, my brave explorer, Find what lies bevond.-> The light envelops
them both as the scene fades to white. <-The orchestral theme resolves gewtly, blending warmth and
wonder.->
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<User>: An old fisherman was fishing by the lake and caught a unexpected treasure.

<Character!s: Av elderly man with weathered skin, a white mustache, and short dark hair partially covered by a dark blue knit beanie. He
wears a dark brown padded jacket over a dark shirt.

<Buvironmentis: A serene riverbank at sunset, with soft, aolden light filtering through sparse trees, calm water reflecting +the sky, and a
peaceful, natural atmosphere.

<Frameis: Wedium shot: The old wman<Characteris is seen from the side, sitting by +the
riverbank<Bnvironments. His fishing rod is propped up, and he's looking out at +the calm water. The
goldev light of the setting suv illuminates the sceve, casting long shadows.

<Video1>: The camera pavs slightly to follow the old man's<Characters gaze across the tranguil
river<Environment1>. He gently reaches down and adjnsts his beanie. A soft sigh escapes him. <-It's a
beantiful day, isn+ it2-> he murmars to himself. The camera holds on the serene landscape for a moment,
emphasizing the peaceful end of the day. <-The guitar music continues, becoming more reflective->.

<Frame2>: Long shot: The old mancCharacter!> is a small figure against the vastuess of +he
river<Environmentis and +the colorful sunset sky. The calm water reflects the golden and orange hues of
the sun. His fishing rod is still visible.

<Video2s: The camera slowly pulls back +o a long shot, showing the old mancCharacteris as a solitary
figure against the stuming sunset over the river<Bnvironments. He stands up slowly, stretehing his
back, and thew casts a final, deliberate line from his fishing rod into the water. <-Avother day, avether
story +o tell,-> e whispers, a hint of satisfaction v his voice. The camera focuses on the gentle ripples .
created I his cast. << The guitar music fades out slowly, replaced by the soft sounds of vature, like &
distant bird calls->,

<Frame3>: Long shot: The old man <Characterts is walking away from the riverbank <Environment1s,
his back to the camera, headivg towards the distant trees. The suv has almost set, casting long, deep
shadows. He carries a worn canvas sack over his shoulder.

<Video2s: The camera follows +he old man <Characteris from behind as he slowly walks away from the
riverbank <Buviroumentis. He hums a quiet tuve +o himself. Suddenly, he stumbles on an unseen root, his
body lurching forward. <-A suddew, sharp gasp from Characteri->. The camera auickly cuts +o a mediam
shot as he falls o his knees. <-A clattering sound as something hits the ground->. Background music: <-
A sudden, jarring string chord followed by silence->.
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<Frame4s: WMedium shot: The old man <Character|s is on his knees, looking down at the ground with a
surprised expression. His sack has ripped, and several small, metallic objects are scattered aromnd him on
the riverbank <Buvironmentis near the water's edge. The last rays of sunlight glint off the objects.
<Videods: The camera is viow at eve level with the old man <Characterts, who is staring in disbelief at
the spilled contents of his sack. He slowly reaches out a trembling hand +o touch one of the objects. <-
What in the..7-> he mutters, his voice raspy. The camera zooms in slightly on the objects, revealing they
are old, tarvished coins and a small, intricately carved wooden box. Backgrowd music: <-Wysterious,
shivmering synth pads begin to play softly-,

<Framess: Close-up: The old man's <Characterts weathered havnds carefully pick up the small woodew box
from the riverbank <Buvironmentts, His eves are wide with a mixture of shock and wonder. The intricate
carvings on the box are visible.

<Video5s: The camera focuses tghtly on the old man's <Characterts hands as he gently picks up the
wooden box. He turns it over, examining the detailed carvings. His expression shifts from surprise +o a
profound sense of awe. <-It can't be.-> he whispers, almost +o himself. He tries +o open the box, his
fingers tracing the edoes. Background music: <-The synth pads swell slighttly, adding +o the mystery-s,

<Frame@s: Wediam shot: The old wman <Characterts is sitting cross-legged on the riverbank
<Environmentts, holding the wooden box. He has successfully opeved it, and a faint, ethereal glow
emanates from within, illuminating his face with a soft, @ol&{cw light. His eyes are fixed on the contents.
<Videols: The camera pulls back to a mediam shot, showing the old man <Character s sitting on the
ground, completely engrossed. He finally manages +o pry open the wooden box. A soft, golden light spills
out, casting a warm glow o his face. He peers inside, his jaw dropping. <-Ineredible.-> he breathes, a
tear welling in his eye. The camera slowly zooms in o his face, highlighting the mixture of wonder and
disbelief. Backgronnd music: <-A gentle, ethereal choir sound subtly enters, blending with the synth pads-
>0

=

<User>: Based on the above script, continue to write the subsequent shot content.

<Frame?s: Close-up: The old man's <Characterts face, illumivated by the golden light from +the box. His
eves are filled with tears of joy and astovishmewt, a faint smile playing on his lips. The golden light
reflects in his eyes.

<Video?>: The camera holds a close-up on the old man's <Characterts face. His eves are glistening with
tears, not of sadness, but of profound happiness and wonder. He closes his eyes for a moment, +aking a
deep, shaky breath, thew opevs thewm again, looking at the box with renewed vtevsity. <-After all these
years..-> he murmurs, his voice thick with emotion. Background music: <-The ethereal choir becomes
more prominent, evoking a sevse of long-awaited revelation->.
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<User>: A man's cow was sick, so he called a veterinarian to treat it.

<Character{s: A young wman, early 20s, with short brown hair and a serions, determived expression. He wears a plaid shirt under a dark grey
vest, suggesting a practical, hardworking wature.

<Character2s: A oung woimav, early 2.0s, with long, wavy brown hair and a warm, empathetic smile. She wears a simple, light-colored +op
with a pearl necklace, conveying a gentle et compassionate demeanor.

<Bnvirowmentis: A rustic farm setting, bathed in the warm, golden light of late afternoon. The atmosphere is initially somber but gradually
shifts to hopeful. There are wooden fences, fields, and a farmhouse in the distance.

<Envirowment2s: A cleawn, well-lit veterinary clivic examivation reom. It has modern medical equipment, stainless steel surfaces, and a calm,
professional ambiance.

<Frameis: Wediam shot: A voung man<Characteris stands i a field<Buvironmentis, his shoulders
slumped slightly, looking out at the distant farmhouse with a worried expression. The setting sun casts
long shadows.

<Video1>: The shot opens with a medium shot of <Characterts in the field<Environment1s, his gaze fixed
on fhe farmhouse. He sighs, a heavy sound. The camera slowly zooms v on his face, highlighting his
concern, <-Soft, melavcholic acoustic guitar wmusic begins->.

<Frame2s: Close-up: A sick calf lies weakly on a blanket in a dimly li+ pen within the farm<Environmentqs.
T+ts breathing is shallow, and its fur is matted.

<Video2s: The camera cuts o a close-up of the sick calf in its pen<Environmentis. T+ whimpers softly.
<Character!s's havd reaches nto the frame to gently stroke the calf's head. He looks down at i+ with
deep sadvess. <-Calf whimpers softlhy->. <-WMusic becomes more somber->,

<Frame3>: WMediam shot: <Characterts is talking on an old, worn phove, his brow furrowed v concerw.
He's standing near a barn<Buvironment|s> door.

<Video2s: A mediam shot shows <Characterts +alking on the phone near the barn door<Buvironmentis.
He listews intently, his expression shifting from worry o a hint of desperation. He finally says with a
strained voice: <-We really need some help.-> <-Wusic continues with a slightly more urgent tove-s.

<Frameds: Wedium shot: A young woman<Character2s in a white veterinarian coat, holdivg a medical
chart, smiles reassuringly at <Characteris as she stands in the examivation room<Environment2s. She
aestures fowards a table.

<Videods: The scene shifts to the examination room<Environment2s. A wmedium shot shows
<Character2s smiling gently at <Characters, holding a medical chart. She says: <-Don't worry, we'll do
everything we can-> She gestures towards an examination table, inviting <Character!s +o follow. <-
Hopeful, light orchestral masic begins->,

<Frame5s:  Close-up:  <Character2s ogewtly examines +he sick calf on  the examination
table<Environment2s, her face focused and compassionate. <Characteris watches her ntently in the
background, his expression a mix of anxiety and hope.

<Video5s: A close-up shows <Character2s carefully examining the calf on the table<Environment2s. She
listens with a stethoscope, her movements gentle oand precise. <Character!s is visible in the back@mmwd,
wartching her every move, his hands clasped together. <-Calm, reassuring whispers from Character2-s.
<-Wusic remains hopeful, building slightty-s,
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<User>: A seasoned architect and a resourceful street artist discuss art.

<Character1s: A wman in his late 50s, with short, veat brown hair and a clean-shaven face. He wears a dark suit, a light blue collared shirt,
and a striped tie, exading an air of professionalism and anthority.

<Character2s: A young man in his late 2.0s, with short, messy brown hair and a neatly trimmed beard. He wears a casual striped +-shirt
and a dark backpack, with a cigarette casually hanging from his mouth, giving him an artistic, rebellious vibe.

<EBuvirowmentis: A bustling city street, vibrant with street art, old buildings, and a mix of modern and classic architecture, under a bright,
clear sky. The atmosphere is evergetic avd creative.

<Bnvirowment2s: The interior of a historical building, featuring orvate architectural details, high ceilings, and large windows, with dust
motes davcing in the sunlight filtering through, creating a sense of age and grandeur.

<Frameis: Wedium shot: <Character!s stands confidently on a city street<Buvironments, holding
blueprints and looking critically at a building facade. His expression is serious and focused, reflecting his
professional demeavor. The street art and vibrant city life are visible in the backgroud.

<Video1>: The shot opens with a mediam shot of <Characterts on a bustling city street<Buvironmentis.
He meticulonsly examives a building, then consults his blueprints with a slight frown. He adjusts his tie, a
gesture of his attention to detail. <-Determined orchestral music begins, slightly formal-s,

<Frame2>: WMedium shot: <Character2s is seen spray-painting a vibrant mural on a brick wall in the city
street<Bavironment!s. He has a focused, almost defiant expression, with paint simudges on his hands and
clothes. His backpack is slung) over one shoulder, and a few spray cans are visible vear his feet.

<Video2s: The camera cuts to a medinm shot of <Character2s, engrossed n his street art on a
different part of +the city street<Bavironmentts. He moves with fluid grace, applying bold strokes of
color. A small crowd has gathered, admiring his work. He glavces up and votices <Characterts observing
him with a mix of curiosity and disapproval. <-Upbeat, riythimic hip-hop music with a street art vibe
starts, subtly clashing with the orchestral theme-s.

<Frame3s: Close-up: <Characteris looks directly at <Character2s with a stern expression, his arms
crossed. The city street<Baviroumentts is blurred n the background, emphasizing his disapproval,
<Video2>: A close-up on <Characteris's face as e approaches <Character2s. He speaks with a firm tone:
<-Exeuse me, but that building is under rewovation. Mour uvauthorized art is defacivg a historical
landmark.-> The camera then cuts to a close-up of <Character2s, who meets <Characterts's gaze with
a challenging swirk. <-And who says I'w unauthorized? This is artl-> <-The two musical themes briefly
clash, creating a dissonant feel->.

<Frameds: Wedium shot: <Character2s gestures emphatically towards the building's facade, explaining
his artistic vision to <Characterts. <Characteris listens, initially skeptical but begining to show a
flicker of interest. They are both SMMM@ in front of the historical bmlldiw@<€vnvirowvnaw+2>’s exterior.
<Videods: WMediam shot of <Character2> passionately explaining his interpretation of the building's
history and how his art brings new life to its facade. <-This building has stood the test of time, but it
needs a new Voice. My art speaks +o its soull-s <Characterts raises an eyebrow, listening intently, his
initial disapproval softeving into ntrigue. <-Iutriguing..-> he murmurs. <-The wmusic shifts to a wmore
neutral, nguisitive tove, blending elements of both themes->,
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<Framess:  Lowg shot:  <Characteris and <Character2s are vow inside the historical
building<Bnvironment2s. <Characteri> points to an architectural detail, while <Character2> sketches in
a votebook, clearly engaged. Sulight streams through the large windows, illuminating dust motes.
<Video5s: Long shot showing <Characterts leading <Character2s into the grand interior of the historical
building<Environment2s. <Characterts gestures towards an intricate archway. <-The structural
integrity here is paramonnt. Your art must respect that.-> <Character2s nods, taking out a small
sketchbook and pewcil, already making votes. <-Absolutely. Tt's like creating a vew layer over old paint.->
<-The wusic becomes more collaborative and exploratory, with harmonisus undertones-s.

<Framee>: Wedium shot: <Characterts and <Character2s are collaboratively sketching ideas on a large
sheet of paper, surrounded by blueprints and art supplies within the historical building<Environment2s.
They share a small swile, indicating a growing understanding and mutual respect.

<Videoes: Wedium shot of <Characterts and <Character2s at a large +able inside +the historical
lamildim@<€wvirovnvnew+2>, now working fogether. <Character!s lays out architectural plans, and
<Character2s sketches vibrant concepts, integrating his artistic style with the building's structure.
They exchange ideas, a comfortable camaraderie forming between them. <-What if we incorporated a
maral here, but shaped i+ around the original window frame?-> <Characteris suggests. <Character2s
replies with a grin: <-Perfect. A wmodern classicl-> <-The music swells with a sewse of creative
partvership and discovery, becoming more uplifting and harmonious->.

<Frame?s:  Wediam  shot:  <Character!s and  <Character2>  stand in the  historical
buildivg<BEnvironment2s, their faces illuminated by smlight streaming through a large window.
<Characteri> holds a rolled-up blueprint, a satisfied smile on his face, while <Character2s gestures
enthusiastically towards a vewly installed wural, a smudge of paint on his cheek. The orvate
architectural details of the Wi[diw@ are Visible in the bmck@romwd, suggesting a successful revovation,
<Video?>: The shot opens with a mediam shot of <Characterts and <Character2s inside the historical
buildivg<Environment2s. <Characterts proudly unfurls a blueprint, a look of accomplishment on his face.
<Character2> grivs, pointing to a vibrant section of the vewly painted wall. <-We've truly bronght +his
place back o life, haven't wer-> <Character!s says, a rare warmth in his voice. <Character2s vods, <-
WMore than life, we've breathing new soul nfo it-> <-Uplifting, harmonious orchestral music plays,
conveying a sevse of triamph and collaboration->,
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<User>: A lone fisherman on a small boat casts his net into the tranquil sea, hoping for a good catch.

<Characterts: A wan i his late 20s +to early 40s, with a weathered face, short dark hair, and a lean build. He wears a dark, possibly
leather jacket, and has a thoughtful, determined expression.

<Enviroumentis: A calm, open sea at dawn, with soft, golden light reflecting on the water's surface. The sky is a blend of soft oravges,
pinks, and blues, indicating early morving. The overall atmosphere is peaceful and sereve, with a hint of quiet anticipation.

<Frameis: WMedium shot: A man<Characterts with a weathered face and dark hair, wearing a dark
Jacket, stands on a small boat, gazing intently at the calm sea<Bnvironmentts, The soft light of dawn
illuminates his determined expression. A fishing net is partially visible beside him.

<Videos: The shot opens with a wedium shot of the man<Characterts on his small boat in the +ranguil
sea<Buvironment1s. He takes a deep breath, his eyes scaming the water. He then picks up a lovgy-
handled fishing net. The camera slowly zooms v on his hands as he expertly prepares the net. <-Gentle,
flowing orehestral music with a hopeful undertone->.

<Frame2s: Loy shot: The man<Characterts stands at the stern of his small boat, casting a wide
fishing net into the calm, sun-drenched sea<Buvironmentis. The vet spreads out gracefully against +the
shimmering water. The early wmorning light casts a soft glow over the ewtire scene.

<Video2s: From a long shot, the mancCharacterts simoothly casts the net with a powerful, practiced
motion. The net unfurls v a wide circle, creating a beantiful arc against the backdrop of the sunrise over
+the seacEnvironmentts. He watches it descend into the water with focused patience. <<The souvd of a
net being cast, followed by gentle lapping of waves-s. The wmusic continues, becoming slightly more
provouvced.

<Frame3s: WMedium shot: The man<Characteris stands in his boat, patiently holding the rope attached
to the fishing vet, his gaze fixed on the water<Buvironmentts. His face shows a mix of auticipation and
quiet determination. The golden light of dawn highlights the ripples i the water around the floating
net.

<Video2>: A mediam shot shows the man<Characteris patiently waiting, his hands gripping the vet's
rope. He leans slightly forward, his eyes never leaving the water<Bavironmentts. He marmurs o himself:
<-Come on, big ove..-> The camera pavs slightly to show the net slowly sinking. <-Subtle sound of distant
seabirds and the gewtle creaking of +he boat->, The music maintains its serene and hopeful +one.

<Frame4s: Close-up: The man's<Characteris hands tighitly agripping the fishing net's rope. His knuckles
are white, indicating his firm hold and anticipation. The water<Buvironment1s surface is visible in the
background, with the net partially submerged.

<Videods: A close-up focuses on the man's<Character!> hands, showing the tension in his grip. Suddely,
his hands begin to move, pulling the vet sharply. His expression shifts to ove of excitement and effort. <-
A sudden splash and the straining sound of pulling a vet->. The music swells slightly, indicating a moment
of actiow.

<Framess: Wedinm  shott The wman<Characterts +rimmphantly pulls a heavy net from +he
sea<Bnvironmentts, laden with fish. His face is beaming, a wide swile replacing his earlier determination,
The golden dawn light gleams off the water and the fish.

<Videos>: In a wedium shot, the wman<Characterts pulls the wet ont of the water<Enviroumentts,
revealing a generous m+cl/\ of sl/livwvvn@riw@ ﬁsi/l He I@+s out a joyful shout: <—610+ 'ovnl Big onest-> He HHs

Joyful exclamation-s, Tl/w music becomes more celebratory and MP(IHM@ ending on a high vote.

<Frame@s: Wediam shot: The man <Character!> stands in his boat, still beaming from his cateh, holding
a fish. The calm sea <Buvirowments stretches behind him, reflecting the soft davn light. His expression
is one of contentiment and pride.

<Videoks: The shot opens with a medium shot of the man <Characteris adwiring his catch. He carefully
places the fish back nto the vet. He thew begins to coil the rope, a satisfied smile on his face. <-
Contented sigh from Characteri-s. The celebratory wusic from before fades vto a gewtle, peaceful E
melody. <-Sound of gentle lapping waves-s.
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<User>: A young musician teaches himself to play the guitar and fantasizes about performing on stage.
<Character{s: A oung man with dark, curly hair, a warm siile, and an earnest expression. He wears a casual, light-colored +-shirt and has a

guitar strap visible over his shoulder, suggesting he's a musician,

<Bnvironmentis: A cozy, somewhat cluttered attic room, filled with dusty musical instruments, old records, and boxes. Soft, warm light
filters i from a small window, highlighting dust motes in the air. The atmosphere is nostalgic and a bit magical.
<Bnvironment2s: An outdoor toww festival stage at dusk, illuminated by string lights. A small crowd is gathered, and the air is filled with

awnticipation and excitement. The atmosphere is lively and communal,

<Frame1s: Close-up: A young man<Characteri> with a bright, hopeful expression, his eves scanving av old,
leather-bound songlbook. His curly hair frames his face, and a faint dust motes davce in the soft light of
+he attic<Environmentts> aroud him.

<Videots: The shot opens with a close-up on <Character!s's face as he meticulonsly turns the brittle
pages of an ancient songlbook in the attic<Environments., He ums softly +o himself, a curions expression
on his face. The camera thew slowly pulls back to a medium shot, revealing him sitting o a worwn rug
amidst stacks of old records and nstruments. He picks up a dusty acoustic guitar. <-Soft, melancholic
guitar melody begins->.

<Frame2>: Wedium shot: <Characterts strums his guitar gently, his fingers tracing the votes in the
songbook. He looks up thoughtfully, a spark of nspiration n his eves, as if he's found something +ruly
special. The warm, dusty light of the attic<Environment1s surromads him.

<Video2s: In the attic<Buvironmentis, <Characteris beains to play a hanntingly beantiful melody on his
guitar, his voice a soft, almost whispered recitation of the song)'s ancient lyrics. The camera slowly pavs
around him, highlighting +the forgotten treasures of the room. He closes his eves, fully absorbed in the
music, <-Charactert's gewtle singing and acoustic guitar playing->. The wmusic builds slightly in emotional
intensity.

<Frame3>: Close-up: <Characteris's havd, adorved with a simple ring, delicately plucking a string on his
guitar. The focus is on the intricate movement of his fingers and the aged wood of +the instrument,
suggesting a conection o tradition and history within the cozy attic<Buvironments.

<Video2s: The shot focuses on <Characterts's skilled fingers as they dance across the guitar strings,
producing a rich, resonant sound. The camera then cuts o a close-up of his face, his eves wide with a
newfound uvderstanding or feelivg, He looks directly at the camera, a sense of wowder v his gaze. <-The
guitar melody becomes more intricate and hopeful->. He whispers: <-It's... magical->

<Frameds: Wediam shot: <Characterts sings passionately into the wmicrophove, his eyes closed in
concevtration, his voice clear and resonant. The string lights of the festival<Bnvironment2s create a
soft glow behind him, emphasizing the emotional depth of his performance.

<Videods: In a medium shot, <Characterts> begins to sing the ancient song, his Voice carrying beantifully
across the festival<Bnvironment2s grounds. The camera slowly zooms in on his face, capturing the raw
emotion in his performance. The crowd is Visibly captivated, some with eves closed, others swaving gently.
<-Charactert's powerful, emotional singing, accompanied by his acoustic guitar->. The music is a blend of
the melancholic and hopeful themes from before, now with full orchestral backing,

<Framess: Close-up: A single tear rolls down <Characteris's cheek as he finishes +he song, his expression
a wmix of vulnerability and triamph. The bright lights of the festival<Baviroument2> reflect in his eves,
showing the depth of his connection +o the music,

<VideoSs: As the final note of the song fades, a close-up shows <Characteris's face, a single tear tracing
a path down his cheek. The crowd erupts in thunderons applause and cheers. The camera pans across
the ecstatic faces of the andience members at the festival<Buavironment2s. <-Overwhelming applanse
and cheers from +the crowd->, <Characteri> bows deeply, a look of profound gratitude on his face. <-
Thavk vou. Thavk you all.-> <-Uplifting, hopeful orchestral music swells and fades-s.

<Frames: Close-up: A voung man <Characteris with dark, carly hair, a warm swile, and an earvest
expression. He wears a casual, Ii@l/ﬁ——wlomd +-shirt and has a guitar strap Visible over his shoulder. He is
looking out at the crowd with a satisfied, slightly emotional expression, still ov the brightly lit stage at
the town festival <Buvironment2s. The strivg lights twinkle softly in the backgroud.

<Videok>: The shot opens with a close-up on <Character{>'s face, still flushed with the emotion of his
performance. He takes a deep breath, a sewse of accomplishment in his eyes. The camera slowly pulls
back to a wedinm shot, showing him looking out at the wow disp@rsivx@ crowd at the festival
<BEnviroument2s. He smiles, waving a hand. <-Fading applanse and murmurs of the crowd-s. He begins o
lower his guitar. <<Thavk you for listening.->.
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