« Sovetnik Wnapranka - coxpaHu ceée

ToT cambiy TpeHA.
TBOV repow.

Kak noBTOpUTb TPEHA0BbLIN PONMK CO CBOMMU repoamMmn B Sovetnik. Buaeo otsevaeTt
3a TO, YTO NPOUCXOAUT MU Kak CHATO. POTO OTBEYAIOT 3a TO, KTO B Kajgpe.

[aneo-peoloepeHc] + [cboro repoeB) + (npomn'rj = TBOW POJyIK

n Ckauali Bupeo-pecbepeHc
POﬂl/lK, KOTOprlZ NMOBTOPAEM. 3an|/|L|J|/|, CKOJTbKO repoeB U KTO NoAaBdeTCd NnepBbiM, KTO
BTOPbIM.

a NMonGepun POTO N HAZHAYDb METKU

OaHo GOTO Ha repos: NULUO BUAHO, oaexaa sugHa. Nepesomy ¢oto meTka (@Imagel’), BTOPOMY
@Image2), B Nopsake NosiBNeHUS B POSUKE.

B OTkpoii Wan 3.0 B Sovetnik
Buaeo B none ansg suaeo, oto no nopaaky. dopmat kagpa Kak y pedepeHca: 9:16 Tak 9:16.
PaspelweHune 720p nnu 1080p. Buaoeo-pedepeHc 00 15 cekyHAa: ANMHHEE PEXb Ha KYCKN U
ckneuBan Ha MoHTaxke. [pyrue BapunaHThl: Seedance 2.5 (Buaeo go 30 cekyHa, Angd
npuaymMaHHbix repoes) 1 Kling 4.0.

n BcTaBb YHUBEPCAMbHbIV NPOMMT

OH Ha cneaytoLlen cTpaHuue. MNoacTtaBb, KOro 3aMeHsielb ([KTo B ponuke nepsbii] , 1 OCTaBb
MeTKN ¢OTO Ha CBOUX MecTax. He cokpallan.

a MpoBepb pe3ynbTaT
JTnua noxoXu Ha ¢oTo, KaMmepa NOBTOPAET paKypcChl, HOMM Ha 3eMre. He BbILWMN0? 3anycTu ewwé
pa3 unm Bo3bMun GoTo YETYE. /IHOraa XopoLuni pe3ynbTaT Nofy4yaeTcsa He C NePBOW MOMbITKW.

Mpolle Bcero: KPeaTBHDbIN OreHT

OTtkpon sovetnik.ai/agent, Bbibepn moaenb GPT 6.1 Terra, ckuHb BUAEO 1 HOTO 1 OTNPaBb TEKCT HUXKE.
AreHT cam HapeXeT Buaeo, creHepupyeT yactn B Wan 3.0, cCKNeuT nx n BEPHET OPUrMHaNbHbIA 3BYK.

BoT Buaeo-pedepeHc n Goto Monx repoes. Xouy NOBTOPUTL POSIMK OAUH B OAUH: BMecTO Pobokona
noctaBb repos ¢ @Imagel, BMecTo TepMuHaTopa repos ¢ @Image2. [IBMXEHMS, Kamepa, NoKaums u
My3blka KaK B opurnHane. 3anyctun euaeo B Wan 3.0 B ToM e ¢popmaTe Kaapa, Yto y pedepeHca.
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«, Sovetnik YHMBEpPCAbHbIN NPOMMT

MpomMnT Ans 3aMeHbl repoeB

[KTo B ponuke nepBbii] 1 [KTO BTOpOM] onuwiu, KOro 3ameHselwb. Hanpumep: the man in the robot suit in the
close-up

@Imagel (@Image2’ meTku POTO repoes. [epoeB 6onble? [obaBb Person 3 ¢ @Image3. OanH repon? Yaanu Bcé
npo Person 2

Create a highly realistic video based directly on the attached reference video, in the same aspect ratio as the
reference.

The attached VIDEO REFERENCE is the primary source of truth for the entire generation.

Recreate the reference video as closely as possible, replacing only the people with the people from the attached
photos.

The reference video must control: choreography, body movements, gestures, actions, timing, sequence of events, camera
movement, camera angle, framing, transitions, location, environment, lighting, atmosphere, pacing, music and natural
sounds.

The attached photos must control only: identity, face, appearance, hairstyle, body proportions, clothing.

Do NOT reinterpret the reference video.
Do NOT create a similar scene.
Do NOT invent new choreography.
Do NOT simplify the movements.

CHARACTER REFERENCES:

Person 1 replaces QESTIENTUITCIIILEEID:
Person 2 replaces (ISTNEIINID: EIETD

IDENTITY:

Preserve the identity of each person from their own photo: facial structure, eyes, nose, lips, skin tone, hairstyle,
hair color, body proportions.

Each person must stay recognizable throughout the entire video.

Do not mix facial features between people. Do not beautify or stylize their faces.

CLOTHING:

Person 1 wears the clothing shown in (@LELFEED.

Person 2 wears the clothing shown in (@LELEED.

Do not copy the clothing of the original people. Clothing stays consistent and moves naturally with the body.

MOTION LOCK:

Each person performs exactly the same movements as the person they replace: order of movements, rhythm, timing, arm and
hand gestures, head and leg movements, pauses, changes of direction, interaction with the camera, facial expressions
and energy.

Do not generate a different dance that merely has a similar style.

CAMERA LOCK:

Take the camera directly from the reference: position, height, angle, distance, framing, trajectory, speed, shake and
every cut.

Do not smooth handheld movement. Do not add cinematic, gimbal or drone-like moves.

ENVIRONMENT LOCK:
Keep the exact location, background, lighting, shadows, weather and time of day from the reference.
Do not redesign the location. Do not add people.

PHYSICAL REALISM:

Feet stay grounded, bodies have realistic weight, hair and clothing react to movement, hands and fingers stay
anatomically correct.

Avoid floating feet, sliding, distorted hands, extra fingers and AI-looking skin.

AUDIO LOCK:
Use the music and natural sounds from the reference video, synchronized with the movements.

FINAL PRIORITY ORDER:
. Reference video motion and choreography
. Reference video camera movement
. Reference video timing and transitions
. Reference video environment
. Reference video audio
. Identity from the photos
7. Clothing from the photos
The reference video controls WHAT HAPPENS and HOW IT IS FILMED.
The photos control WHO IS IN THE VIDEO and WHAT THEY ARE WEARING.
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