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Watch this: https://youtu.be/I3Ng1CtskSo

sl

E< Phase 1: Core Cinematography (The 7
Essential Shots)

1. The Wide Establishing Shot

Purpose: To anchor the geography, scale, and time of day.

e The Template: > "Wide establishing shot of [Location] at [Time/Weather], viewed from

[Vantage Point]. Composition: [Lens] lens, horizon on [Upper/Lower] third, deep focus.

Lighting: [Technical Lighting]. Style: cinematic realism, [Color Grade]."
e Technical Keyword Bank:
o Optics: 14mm T2.1, Anamorphic wide-angle, Deep DoF, Infinite
focus.
o Lighting: Volumetric scattering, 6500K daylight, Atmospheric
haze, Ray-traced shadows.
o Color Science: Rec.709 color space, Low-contrast log profile,
Teal and orange split-toning.
e The Example:
"Wide establishing shot of a brutalist concrete outpost in a sandstorm, viewed from a
high-altitude drone vantage point. Composition: 14mm anamorphic lens, horizon on
lower-third, deep focus. Lighting: Volumetric dust scattering with harsh 5000K
sunlight. Style: cinematic realism, Denis Villeneuve color grade."

Wide establishing shot of a brutalist concrete outpost in a swirling orange sandstorm,
viewed from a high-altitude drone. 14mm anamorphic lens, horizon on lower-third. Lighting:
Volumetric dust scattering with harsh 5000K sunlight. Style: Denis Villeneuve color grade

2. Emotional Character Close-Up

Purpose: To capture internal performance, skin texture, and micro-expressions.
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The Template:
"Intense close-up of [Character], [Emotion] as they [Action]. Composition: [Lens] lens,
tight framing on face, ultra-shallow depth of field. Lighting: [Lighting Rig], soft rim light.
Style: realistic cinema, [Texture Details]."
Technical Keyword Bank:
o Optics: 85mm Prime, 100mm T2.8, f/1.8 aperture, Creamy bokeh,
Soft-focus fall-off.
o Lighting: Rembrandt lighting, 3-point setup, High-key fill,
Catchlight in pupils.
o Surface: Subsurface scattering (skin), Detailed pores,
Individual hair follicles.
The Example:
"Intense close-up of a weary detective, betrayal in his eyes as he stares into a
rain-slicked window. Composition: 85mm Prime at f/1.8, tight framing, ultra-shallow
DoF. Lighting: Rembrandt setup with cool blue rim light. Style: realistic cinema,
35mm film grain."

[Consistency Core]. Intense close-up of ELARA, determination in her eyes. 85mm Prime
lens, tight framing, ultra-shallow DoF. Lighting: Rembrandt setup with harsh side-light, soft
rim light. Style: detailed skin pores

3. Dialogue Two-Shot / OTS

Purpose: To establish a connection, eye-lines, and relationship between characters.

The Template:
"Over-the-shoulder two-shot of [Character A] and [Character B] at [Location], framed
from [A/B’s] shoulder. Composition: [Lens] lens, eye-line match, rule-of-thirds. Lighting:
[Motivated Light Source]."
Technical Keyword Bank:
o Optics: 35mm Summilux, 506mm Standard, T3.5 aperture, Medium shot.
o Composition: Dirty frame (foreground shoulder), Eye-line match,
Headroom balance.
o Lighting: Motivated softbox key, Negative fill, Naturalistic
shadows.
The Example:
"Over-the-shoulder two-shot of a rebel leader and a soldier in a shadowy bunker,
framed from the leader’s shoulder. Composition: 50mm Standard lens, dirty frame,
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eye -line match. Lighting: Warm light from a desk lamp as motivated key. Style:

grounded drama."

[Consistency Core]. Over-the-shoulder two-shot of ELARA and KAl in a dimly lit airlock,
framed from ELARA's shoulder. 50mm lens, eye-line match. Lighting: flickering red
emergency lights as motivated key.

4. The Action "Freeze"
Purpose: To capture a high-kinetic, energetic moment with maximum clarity.

e The Template:

"[Character] mid-action as they [Action] through [Environment]. Composition: [Lens]

lens, [Low/High] angle, strong perspective lines. Lighting: [Contrast Tech]."
e Technical Keyword Bank:

o Optics: 24mm Wide-angle, High shutter speed clarity, Low-angle

hero perspective.

o Visuals: Leading lines, Particle effects (debris/dust), Diagonal

composition.

o Color: High-dynamic range (HDR), Deep blacks, Crushed shadows.

e The Example:

"A samurai mid-action as he deflects an arrow in a snowy courtyard. Composition:

24mm wide-angle, extreme low-angle, strong diagonal leading lines. Lighting: Hard
directional sun creating high-contrast HDR. Style: gritty kinetic realism."

[Consistency Core]. Tracking shot following KAI as he sprints down a narrow concrete
corridor toward the reactor. 24mm wide-angle lens, strong perspective lines. Lighting:
Overhead industrial lights streaking in the dust.

5. Dramatic Reveal / Chiaroscuro

Purpose: To build tension or mystery by using extreme light and shadow.
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e The Template:
"Dramatic shot of [Subject] in [Location], background in deep shadow. Composition:
[Lens] lens, subject centered, negative space. Lighting: [Lighting Tech]."

e Technical Keyword Bank:

o Optics: 56mm Prime, T1.5 fast lens, Vignette.
o Lighting: Chiaroscuro, Low-key lighting, Single-source spotlight,
Hard shadows.

o Framing: Negative space, Silhouette, Obscured foreground.
e The Example:
"Dramatic reveal of an ornate golden key on a wooden table, background falling into
pitch black. Composition: 50mm T1.5 lens, key centered, heavy vignette. Lighting:
High-contrast chiaroscuro with single-source spotlight. Style: tense suspenseful
cinema."

6. Atmospheric Insert (B-Roll)

Purpose: To focus on texture and small details that represent a mood or theme.

e The Template:
"Atmospheric close-up of [Object/Detail] in [Location cues]. Composition: [Macro
Lens], extreme shallow DoF. Lighting: [Texture Lighting]."
e Technical Keyword Bank:
o Optics: 100mm T2.8 Macro, Extreme Close-up (ECU),Micro-texture.
o Vibe: Painterly bokeh, Dreamy halation, Specular highlights,
Refractions.
e The Example:
"Atmospheric ECU of heavy raindrops hitting a pool of oil on asphalt. Composition:
100mm Macro lens, extreme shallow DoF, tactile texture. Lighting: Flickering neon
reflections in the water. Style: poetic painterly realism."

Atmospheric close-up of orange sand grains grinding inside a rusted metal gear. 100mm
Macro lens, extreme shallow DoF. Lighting: Harsh 5000K sun hitting the rust. Style: tactile
texture, poetic realism

7. The Montage Beat
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Purpose To create a bold, stylized, and high-energy image for fast-paced sequences. B89 BIE— AR, RUSHISEBMNER, LUSRRESENRES.
e The Template: o 1EIR:
"[Description of Moment], showing [Character] in [Situation]. Composition: [Bold ‘BNzitEr” , BR(AG]E[RRID. WE: [KAi8
Angle], stylized lens. Color: [Palette/LUT]." AE], RigsRk, gt [FABR/LUT].
e Technical Keyword Bank: o REARXHIEEE:
o Optics: Dutch angle (15-degree tilt), Fish-eye lens, Wide-angle o NFE: A=AE (I5EMmMF) , &REX, I A
distortion. iR
o Grade: Cross-processed color, Aggressive LUT,High saturation, o FHR: RXAEEF, BHNLUT, SRHE,
Heavy film grain. EREFHL,
e The Example: o Tfil:
"A boxer throwing a final punch, sweat flying in the air. Composition: Dutch angle tilt, ‘—EELFEHRE—E, TKkETPE. HE: G=AEmR,
fish-eye lens distortion. Color: High-saturation technicolor palette with heavy 35mm BRGEAET, 6 SENENEAEEREEHR, HHEE35mm
grain. Style: music-video style montage." Tk, MA&: BRIMNEHNRRET. ~
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Goal: Define the "Genetic Code" of your character so they never "morph." Birn: EXMRAGHN “BRAERE , FHXTZFR “TR”
8. The Master Character Bible (From Scratch) 8. XKIMABELZ (MNEHIR)
e Template: "Create a detailed character reference sheet of one [Age, o 1RiR: “CIE—MFEHAMNABSER, 88— [ER,
Gender, Ethnicity, Style] character. Show 5 panels: front %51, ik, XigAE. BRSTER: [EE
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structure, eye shape, nose, lips, skin tone, and hairstyle in ABRHE], [E=M8], —EWLHl, Z2ARBHE. 7

every panel. Neutral pose, [Technical Lighting], [Background
Specs], consistent proportions, art-book layout."

e Technical Keyword Bank: Orthographic views, Anatomical symmetry, o RAXHIEE: ERXFAE, I,
Subsurface scattering (skin), Flat studio lighting (5500K), Neutral REREBS (RRBK) , FEI(E=ERREA (5500K) , H4
gray background, High-resolution textures, Identical facial RBER, BOWRNGE, HEEST
geometry. JLfal.
e The Example: "Character reference sheet: **45-year-old Scandinavian o Tffl: “MAEBSER: "ASTHUHENMNLET B R 51N ER: E@E/ME/SH/KE
male explorer**. 5 panels: front/side/back/headshots. **Identical o RNV BRSEEMFEF Y T oL ", JeiR: * 18
weathered skin texture and sharp jawline**. Lighting: **Flat
5500K studio lighting**. Background: **Neutral light gray*=*." S5500KIREAABAT I " BR: HRERKRE™
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Create a detailed character reference sheet of one 45-year-old female
lead, gaunt face, salt-and-pepper hair in a tight military braid. She
wears a heavy industrial exosuit and has a weathered mechanical
prosthetic right hand. Show 5 panels: front, side, back, and two
close-ups. Technical: Neutral pose, 5500K studio lighting, plain gray
background, identical bone structure in all panels, 8K

9. Master Character Bible (From Image)

e Purpose: To lock a character based on an existing generation.

e The Template: Create a 5-panel character reference sheet based on
the [Uploaded Image]. Maintain 1:1 facial bone structure and
outfit textures. Show front/side/back/headshots.

10. The Actor’s Multi-Emotion Grid

e Template: "4x4 grid of the same [Character Description]'s face, 16
distinct emotions: [Emotion List]. Consistent hairstyle and
lighting, neutral background, [Lens] close-up portraits, each
square clearly labeled with white text below the face."

e Technical Keyword Bank: Facial muscle deformation, Micro-expression
accuracy, 85mm Prime lens, Catchlight consistency, Grid topology,
Text labels.

e The Example: "4x4 grid of the **Scandinavian explorer#**. 16
emotions: joy, betrayal, fear, etc. **85mm Prime lens**,
**jdentical skin pores and beard density**. Each square labeled
with white text. 4K."

11. The "Consistency Core" Clause (CRITICAL)

e The Technical Block: "[Consistency Core]: Use the uploaded character
reference sheet as the primary identity source. Force-match the
facial bone structure, eye-to-nose ratio, skin melanin levels,

6
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and hair follicle pattern. Do not allow identity drift. Maintain

1:1 likeness to the reference image across all camera angles and
lighting setups.”

-y Phase 3: World Building (The Set)

Goal: Scout your "Virtual Location" before the actors arrive.

12. Modular Set Designer (World Bible)

e Template: "Design a production ‘world bible’ sheet for [Location
Name]. Create 8 panels on a single page: Panel 1: wide view.
Panel 2: reverse angle. Panels 3-4: corner details. Panel 5:
low-angle ceiling. Panel 6: top-down. Panel 7: texture detail.
Panel 8: hero angle. [Technical Perspective], identical style."

e Technical Keyword Bank: Architectural blueprints, Material shaders,
Global illumination, Orthographic projection, Texture mapping
(concrete/metal/wood), Symmetrical layout.

e The Example: "World bible: **Cyberpunk medical lab**. 8 panels
including **reverse angles and top-down floorplan**. **Brushed
steel and glass material shaders**. Shared **cool cyan global
illumination**. "

Design a production ‘world bible’ sheet for the Reactor Room. 8
panels: wide view, reverse angle, corner detail of rusted concrete,
top-down floorplan. Identical industrial aesthetic and 5000K global
illumination.

13. Time-of-Day Continuity Test

e Template: "Create a 4-panel ‘time of day’ sheet for [Location].
Panel 1: dawn (soft cool light). Panel 2: noon (hard overhead).
Panel 3: golden hour (warm directional). Panel 4: night
(artificial lighting). [Technical Geometry] must stay identical.”
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Technlcal Keyword Bank: Kelvin temperature (3200K - 7000K),

Volumetric fog, Long-shadow rendering, High-noon contrast,
Ray-traced reflections.

4-panel ‘time of day’ sheet for the Outpost Exterior. Panel 1: Dawn (7000K cool). Panel 2:
Noon (5000K harsh). Panel 3: Golden Hour (3200K warm). Panel 4: Night (Dark/Neon).
Architecture stays identical.

14. The Material Bible (Macro Texture Reference)

Purpose: To lock the "DNA" of your surfaces so the sand and metal look identical in
every shot.

The Template: "Create a 4-panel material texture reference sheet for [Material]. Panel 1:

Macro. Panel 2: Angled. Panel 3: Interaction with [Element]. Panel 4: Flat sample.
[Technical: PBR Shaders]."
The Example: "[Consistency Core Scene 1]. 4-panel material sheet for corroded

industrial iron and orange silica sand. Panel 1: Extreme macro of pitted rust. Panel 2:

Sand grains trapped in metal teeth. Panel 3: Scratched metal surface. 8K
hyper-realism."

. Phase 4: Storyboarding & Blocking (The Layout)

Goal: Test the "Edit" and the "Flow" of your scene.

15. Camera-Language Storyboard Grid

Template: "Create a 3x3 cinematic storyboard grid exploring
different camera framings of [Scene]. Row 1: wide. Row 2: medium.
Row 3: close-ups. Keep character identities and environment
consistent. [Technical Specs: 16:9 panels, white gutters]."
Technical Keyword Bank: 16:9 Aspect ratio, White gutters (spacing),
Rule of thirds framing, Sequential logic, Focal length variation.
The Example: "3x3 storyboard: **Character escaping a burning
building**. Row 1: **24mm wide shots**. Row 2: **50mm medium
shots**. Row 3: **100mm macro inserts**. "
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3x3 01nematlc storyboard grid of KAI sprinting to the generator. Row

1: 24mm Wide. Row 2: 50mm Mediums. Row 3: 100mm Macro of his boots.
Keep KAI's (Image 2) identity and jumpsuit consistent across all 9
panels

16. Shot-Sequence Contact Sheet

Purpose: To map a single continuous movement across multiple frames. This ensures that if
Elara jumps in Frame 1, she is landing in Frame 9 with the same physics.

e The Template: > "Create a cinematic contact sheet of 9 frames showing a single

continuous take of [Character] performing [Action]. Frame 1: start. Frame 5: mid-point.

Frame 9: conclusion. [Technical: Identical identity, consistent focal length,
high-shutter speed clarity]. 16:9 panels, white gutters."
e The Example (The Chasm Leap):

"[Consistency Core Image 1]. Create a cinematic contact sheet of 9 frames from
a continuous take of ELARA leaping over a collapsing floor. Frame 1: The
run-up. Frame 5: Mid-air extension. Frame 9: The heavy landing. Perfect
consistency of her mechanical hand and canvas cloak across all frames.
24mm wide-angle lens, gritty kinetic realism."

17. Blocking + Timing Animatic

Purpose: To define the "beats" and the specific timing (in seconds) for the final video render.
This is what you give to a Video Al to tell it how long a shot should last.

e The Template: > "Create a 6-panel horizontal storyboard strip with precise timing notes
for [Scene Description]. 0—1s: [Action A]. 1-3s: [Action B]. 3-5s: [Action C].
[Technical: Lighting continuity, eye-line match, 16:9 aspect ratio]."

e The Example (The Window Breach):

"[Consistency Core Image 2]. Create a 6-panel horizontal storyboard strip of the
airlock window breaching. 0—1s: Medium shot, Kai freezes. 1-3s: Close-up,
glass spider-webbing in his reflection. 3—-5s: Wide shot, the orange storm bursts
through. High-contrast lighting, 5000K sunlight. 16:9 panels."
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[ 1] Phase 5: Multi-Character Directing (The Staging)

Goal: Manage multiple actors without them "merging" or looking messy.

18. Known Characters in One Scene

e Template: "Cinematic [Shot Type] of [Location] featuring:
[Character A from Image 1] at [Position], [Character B from Image
2] at [Position]. Use images as exact identity references.
[Technical Staging: Eye-line match, Z-axis depth]."

e Technical Keyword Bank: Z-axis depth (foreground/background
separation), Eye-1line match, Spatial orientation, Shallow DoF on
Character A, Triangular blocking.

e The Example: "Medium shot: **The explorer (Image 1) arguing with
the pilot (Image 2)**. **Eye-line match: Explorer looks up-left,
Pilot looks down-right*#*. **50mm T2.8 lens**."

[Consistency Core]. Medium shot of the Reactor Room. ELARA (Image 1)
in the foreground, sharp focus. KAI (Image 2) in the background, out
of focus. Eye-line match: ELARA looks down-right at KAI. 35mm lens,

high-contrast lighting.

19. Triple-Reference Staging

e Purpose: Using two character bibles + one world reference.

e Template: [Consistency Core A + B + C]. Over-the-shoulder shot of
[A] and [B] in [Location]. Match style of Image C.

e Unified Example: "[Consistency Core A+B+C]. Over-the-shoulder of
ELARA and KAI in the airlock. Match the concrete texture and
5000K light from Scene 1."

20. Group Dialogue Blocking

e The Template: "Over-the-shoulder shot of five characters in
[Location]. Character A and B in foreground, C-D-E in background.
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Maintain clear eye lines and body orientation. Naturalistic
staging."

e Keywords: Triangular blocking, Shallow focus on speaker,
Symmetrical arrangement, Staged depth.

Medium two-shot of ELARA and KAI huddling by a flickering monitor.
ELARA (foreground-right) pointing at a screen, KAI (background-left)
looking on with panic. 35mm lens, eye-line match. Lighting: Cool blue
holographic glow on their faces

21. Multi-Character Interaction (Action Staging)

e Purpose: To define physical contact or close-proximity action
between two locked actors.

e The Template: "Cinematic action shot: [Character A] and
[Character B] performing [Shared Action]. [Technical: Tangential
contact, shared physics, lighting wrap]."

e The Example: "[Consistency Core Image 1 + Image 2]. ELARA
grabbing KAI by his jumpsuit to pull him away from the breach.
35mm lens, shallow DoF. Lighting: The orange storm light wraps
around both characters. Style: Gritty realistic action.”

21 Phase 6: Animation Prep (The Hand-off)
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Goal: Prepare keyframes for video models like Veo or Kling. Bir: AMSTER IIVeo SKIing /& 3 M,
22. Vertical Anchor Stack 22. EHHESME
e Template: "A vertically stacked diptych in a 1:1 square aspect o IEiR: “—NEEMEMNTEE, LHIALINELSR. tEmik (16:9) : [AElL
ratio. Top Panel (16:9): [Characters] in start pose. Bottom Panel FichEHE, TEEmik (16:9) : HENAEIMTFERES, [BARESN: 11898,
(16:9): Same [Characters] in end pose. [Technical Continuity: 1:1 HEZHE, LAZ16:9ME], ”
Identity Lock, shared lighting, matching 16:9 composition]."
® Technical Keyword Bank: Vertical diptych, 16:9 panels, Stacked o WAXMIFE. BEE_BE, 169k, HEHEIR, BHHER, 11825
storyboard, Identity Anchor, 1:1 container.
® The Example: > "Vertically stacked diptych, 1:1 ratio. Top Panel o Rffl: > “EEMENTEE, L1tkfl, L@@k (16:9) : (AEA: BAE, MHE
(16:9): (Character A: Tactical officer, matte black helmet) and &%) M (AEB: FRMEBA, 4&km) HEEE—RXHFMNI . 7
(Character B: Young scout, red bandana) stacked at a closed door.
Bottom Panel (16:9): The same two characters standing inside the JEREBEMR (16:9): MR NABILEEEIA, s, HENZERSEE, 1:1 AP
room with weapons raised. Identical armor textures, 1:1 facial FHIE, B TERYA 16:9 [REES,

features, 16:9 native frame for both panels.”

23. Image-to-Video Camera Direction (FOR VIDEO MODELS) 23. EgRIMEaAMA R (GERFMRTIEE)

e Template: "Use the character and style from the uploaded image. o 1RiR: “FALEEGTNABMXME, ”
Camera: [Dolly-in / Orbit / Crane-up] while the character A [ERIERSK [ 1612 HEY], RRNAE
[Action]. Maintain 1:1 style and lighting consistency." [ThEle RIFLIRIXARA SRR —EUE,

e Technical Keyword Bank: Dolly-in (Z-axis push), Lateral truck o RAXHHEE: IR (ZHHE) , &1 (Xih)
(X-axis), Orbit (circular path), Handheld-jitter, Parallax effect , i (BER) , FHHsn, ERR
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