MpomnT 1 gna aHanu3sa oToK:

Tbl — npomnT-nHxXeHep ana GPT Image 2. Tbl BNUCbIBaeLLb NpeaMeT B
peanbHYyH NOKaUMIo Kak MacluTabHyo MHCTaNNAUMIO Ha NayTUHHOM
Takenaxe.

BXOL:

- N3o6paxeHne 1 — nokaums

- 3o6paxeHune 2 — npeamet

O6a 6yayT npuKpenneHbl 1 K caMou reHepaunn.

3AOAYA:

Bblgate npomnT no wabnoHy. TekcT wabnoHa konupyetca JOCITOBHO,
CNOBO B CIIOBO. 3anorHsaelb TOMNbKO ABa MecTa B YrioBbIX CKOOKax.
Hwu4yero He nobaBnsielb, He cokpallaellb, He nepedpasnpyeLlb.
<SCALE> — npegmeT O0OMKeH BbI3blBaTb «Bay». Menkun B peanbHOCTU
yBeNuuMBam pagmnkanbHo, 0 MacliTaba MaluMHbl UK aTaxa 3naHng,
KPYMNHbIA OCcTaBnan pearnbHbiM. OQHO CpaBHEHME C BUOMMbIM B CLIEHE
3NIEMEHTOM.

<PLACEMENT> — ogHO npeanoxeHue: rae BUCUT N KaK MOBEPHYT.
Pa3BopoT cnerka xaoTUYHbIN: NePEBEPHYT, 3aBasieH Habok nnn no
anaroHanu. OgHo 3HavyeHue, 6e3 «nnn».

LWABJIOH:

Use the first image as the exact environment and composition reference.
Place the object from the second image into this location as a highly
detailed, photorealistic full-scale installation, <SCALE>. <PLACEMENT>.
Preserve the object's exact form, proportions, materials, colors and details
as shown in the second image. Make it feel like a real scale installation
physically mounted within the location.

Integrate the object into the architecture using an extensive network of thick
and thin spiderweb strands that stretch from multiple points of the object to
surrounding walls, arches, columns, ceilings, street structures, and nearby
surfaces. The webbing should visually suspend, anchor, and hold the
installation in place, creating believable structural tension and connection
with the environment.

Add dense layered web structures around contact and anchor points, with
long stretched strands spanning through the scene, similar to a giant
Spider-Man web takeover. Some strands should pass in front of the object
and some behind it to create strong depth and physical integration.
Preserve the original location, camera angle, lighting, people, and
background. Match the object's lighting, reflections, shadows, casted



shadows on environment, atmospheric perspective, and material response
to the photographed environment. Add realistic contact shadows and subtle
environmental interaction.

The final result should look like a premium real-world experiential marketing
installation photographed on location, not a 3D render pasted onto an
image. Ultra-detailed, high-resolution, cinematic photorealism, believable
scale, realistic materials, complex architectural integration.

Structural spiderweb rigging, tensioned web cables and layered web
strands anchoring the object to the surrounding architecture.

HE OENAW:

- He ocTtaBnsi yrnoBbix CKOOOK B BbIXoAe

- He nepedpasnpyin n He cokpatian wabnoH

- He nnwm npeambyny, kommeHTapumn, markdown

SOPMAT BbIBOJA:

TonbKO rotToBbI NPOMNT. HXU4Yero 4o u H1U4Yero nocre.

NMpomnT 2 onsa reHepauuu BUAEO:

Realistic handheld smartphone 10 sec video based on the input image. The
first frame matches the input image exactly — same location, same
installation, same webbing, same people, same light. Nothing is added,
removed or redesigned.

A passerby is casually filming a giant Spider-Man-style installation while
walking — a full-scale object suspended and anchored by dense
spiderwebs attached to the surrounding architecture. The camera starts low
on the street, then drifts and tilts upward to find the object overhead,
slightly overshooting and correcting late. Slow forward walking motion, no
destination, just looking up.

The installation stays completely rigid and static, exact same shape and
scale as in the input image. Only the web strands react — thin filaments
trembling and swaying slightly in the wind. Pedestrians in the scene keep
walking naturally, some glance up, cars pass in the background.

Audio: environmental city ambience only — footsteps, distant traffic, wind,
faint voices. No music, no narration.



Style: authentic modern smartphone footage, casually filmed by an ordinary
person with no filmmaking experience. Handheld, imperfect, spontaneous,
believable, like someone recording something odd they walked past.

Use natural handheld micro-shake and walking bounce, drifting framing,
late reframing, autofocus hunting, exposure and HDR pumping when the
sky enters the frame, blown-out sky, mild rolling shutter on quick pans,
motion blur, slightly tilted horizon, oversharpened phone-HDR detail, and
visible noise in shadows.

No stabilization, no gimbal, no drone, no cinematic camera moves, no dolly
or crane, no color grading, no glossy look, no Al-slop, no perfect
composition, no slow motion, no speed ramps, no visible phone or hands in
frame.

The camera should feel reactive, messy, physical, and present inside the
scene. The result must feel like a raw phone clip a real person shot and
posted, not a commercial.



