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SCENE CONTEXT

Character reference turnaround sheet of ONE young female knight in three full-body views
(front, profile, back) plus one close frontal portrait, created from the PROVIDED IMAGE(S)
OF THE GIRL.

The uploaded image(s) are the PRIMARY IDENTITY REFERENCE for the character.

The generated character must represent the SAME REAL GIRL shown in the uploaded
reference image(s), transformed into a realistic medieval female knight.



The reference image(s) control ONLY the girl's identity and natural appearance. Do not copy
the original background, clothing, pose, lighting, camera angle, environment, or image
composition unless explicitly requested.

IDENTITY LOCK — ABSOLUTE

Use the uploaded image(s) as the sole source of the girl's identity.

Preserve her recognizable facial identity with maximum accuracy across all four panels.
Preserve:

- natural face shape

- facial proportions

- eyes and eye shape

- eyebrow shape

- nose structure

- lips and mouth shape

- jawline

- chin shape

- cheek structure

- skin tone

- natural facial asymmetries

- distinctive facial marks, freckles, moles, scars or beauty marks if visible

- ear shape and visible piercings if present

- overall recognizable likeness

Do NOT redesign her face.

Do NOT replace her with a generic attractive female face.

Do NOT beautify or idealize her facial features.

Do NOT change her ethnicity or apparent identity.

Do NOT change her age appearance significantly.

Do NOT make her face thinner, sharper, fuller, younger, older, or more symmetrical than in
the reference.

Do NOT apply a beauty filter, plastic skin, excessive makeup, or artificial facial smoothing.
The same girl must appear in every panel.

If multiple uploaded images are provided, combine them intelligently to establish one
consistent identity. Use the clearest frontal image for front-facing facial proportions and the
clearest side-view image for profile anatomy.

If only ONE image is provided, use that image as the complete identity reference and infer
only the unseen facial/profile information necessary to construct the character while
maintaining maximum likeness to the reference.

CHARACTER ANCHORS

THE GIRL is a young adult woman with a light, slender build and natural realistic
proportions.

Her exact facial characteristics, skin tone, eye color, facial proportions, distinctive marks and
recognizable identity are determined by the uploaded reference image(s).

Do not invent distinctive facial features that contradict the reference.

Keep her natural appearance realistic and believable.

BODY AND PRESENTATION LOCK

Functional heroic female knight.
No sexualized framing.



No exaggerated bust, waist, hips, or body curvature.

Slender natural proportions.

Straight functional torso silhouette.

Realistic anatomy.

Modest, heroic and practical presentation in every view.

No glamour-model proportions.

HAIR SPECIFICATION

Create a practical medieval hairstyle suitable for a female knight.

Hair should remain visually compatible with the girl's natural appearance from the uploaded
reference.

Preserve her natural hair color unless the user explicitly requests a different color.
If the reference shows a short hairstyle, maintain a similar short length.

If the reference shows long hair, adapt it naturally into a practical medieval hairstyle while
preserving the girl's recognizable appearance.

Hair must remain consistent across all four panels.

Do not randomly change:

- hair color

- hair length

- hair texture

- parting

- hairstyle

unless required by the requested knight design.

ARMOR AND COSTUME

Functional medieval female knight armor.

High-polish mirror-chrome steel plate armor with a cool white-silver sheen.

NOT warm gold.

NOT matte pewter.

Breastplate and pauldrons carry fine hand-engraved fleur-de-lis filigree along the raised
edges.

Riveted blackened steel chainmail fills the hip-skirt gap and underarm/inner-elbow joints.
A brown leather sword belt with aged metal buckles crosses the waist diagonally.

A sheathed sword rests naturally at the hip.

Greaves, poleyns, vambraces and gauntlets are articulated silver plate armor with visible
rivet lines at each joint.

All armor pieces share the same cool white-silver mirror finish.

Armor must look physically manufactured and functional, with realistic joints, seams, rivets,
scratches and subtle wear.

CLOAK

Full-length ivory-white silk cloak.

Heavy satin sheen with visible woven fabric texture.

Structured drape with realistic fabric weight.

Subtle self-tone brocade near the hem.

Clasped naturally at the shoulders.

The cloak behaves like heavy real fabric rather than thin floating material.
It must remain consistent across all four panels.

CHARACTER CONSISTENCY



The uploaded girl remains the SAME PERSON in every panel.

Her identity does not change between:

- front view

- profile view

- back view

- close portrait

The armor, cloak, hairstyle, body proportions and overall character design remain consistent.
The profile view must represent the same face seen from the front.

Do not generate four different women.

Do not create a generic face for the portrait.

Do not alter facial identity between panels.

SHEET LAYOUT

Single professional character reference sheet.

Four panels arranged cleanly on a neutral seamless light-grey studio background.
Identical flat studio lighting across all panels.

No environmental background.

No decorative elements.

No additional characters.

PANEL 1 — FULL BODY FRONT

Full-body front view.

Neutral standing pose.

Arms relaxed naturally at the sides.

Feet positioned naturally.

Entire armor visible from head to boots.

Face clearly visible.

Neutral calm expression.

Accurate body proportions.

PANEL 2 — FULL BODY PROFILE

Full-body profile view.

Screen-left facing.

Same character, same body proportions, same armor and same hairstyle.

Profile anatomy must naturally correspond to the girl's face from the uploaded reference.
Nose bridge and tip, lips, chin, jawline and forehead transition must remain consistent with
the reference identity.

Ear shape and visible piercings must remain consistent with the reference if present.
Same neutral standing pose as Panel 1.

PANEL 3 — FULL BODY BACK

Full-body rear view.

Same character proportions.

Same armor construction.

Same hairstyle.

Cloak visible in its full length from behind.

Sword remains sheathed at the same hip position.

Armor seams, plates, belt and cloak construction remain physically consistent with the front
and profile views.

PANEL 4 — CLOSE PORTRAIT

Close frontal portrait.



Shoulders-up.

Directly facing camera.

Calm neutral expression.

Eyes looking toward camera.

Face fully visible and unobstructed.

Maximum facial identity accuracy.

Natural realistic skin texture.

No excessive makeup.

No beauty retouching.

All visible distinctive facial marks, freckles, moles and piercings from the reference must
remain in the correct positions.

LIGHTING

Soft even front-key studio lighting.

Low contrast.

No strong directional shadows.

No backlit silhouette.

Neutral daylight approximately 5600K.

Lighting must be identical across all four panels.

Priority is accurate reproduction of:

- skin tone

- facial features

- armor material

- armor color

- cloak color

- hair color

The lighting must not alter the perceived identity of the girl.
CAMERA AND IMAGE QUALITY

Professional cinematic character reference photography.
Full realism.

Photorealistic skin.

Visible natural skin texture.

Realistic pores and subtle imperfections.

Physically accurate armor reflections.

Realistic fabric texture.

Sharp facial details.

Clean neutral studio presentation.

No cinematic color grading.

No dramatic lighting.

No depth-of-field blur that hides important facial or costume details.
No distortion.

No fisheye effect.

POSITIVE CONSTRAINTS

ONE GIRL ONLY.

The same girl from the uploaded reference image(s) appears in all four panels.
100% identity consistency across the sheet.

Same face.

Same skin tone.



Same eye color.

Same facial proportions.

Same distinctive facial marks.

Same natural body proportions.

Same hairstyle and hair color.

Same armor.

Same cloak.

Same sword.

Same accessories and piercings when visible in the reference.
Armor finish is always cool white-silver mirror chrome.
Never gold.

Never bronze.

Never matte.

Hair must remain consistent.

No additional characters.

No extra weapons.

Sword remains sheathed.

No sexualized posing.

No exaggerated body curves.

No fantasy creature.

No helmet covering the face.

Panel 4 must show the face completely unobstructed.
NEGATIVE CONSTRAINTS

No identity drift.

No face swapping between panels.

No generic female face.

No facial beautification.

No altered ethnicity.

No age transformation.

No exaggerated facial symmetry.

No plastic skin.

No airbrushed skin.

No excessive makeup.

No random freckles or beauty marks.

No missing distinctive marks from the reference.
No changing eye color.

No changing skin tone.

No changing nose shape.

No changing lip shape.

No changing jawline.

No changing facial proportions.

No inconsistent hairstyle.

No inconsistent armor.

No different body proportions between panels.
No different character in any panel.

FINAL IDENTITY PRIORITY

The uploaded image(s) of the girl have the HIGHEST PRIORITY for character identity.



The generated knight design has the HIGHEST PRIORITY for armor, costume and
presentation.

The character must look like:

"THE SAME REAL GIRL FROM THE UPLOADED IMAGE, ACCURATELY TRANSFORMED
INTO A REALISTIC MEDIEVAL FEMALE KNIGHT."

Do not let the armor reference, hairstyle reference, generic fantasy aesthetics, or model's
default face override the girl's identity.

The final result must look like a professional character turnaround sheet created from the
uploaded girl's actual appearance.

3. lanee HaM HYXXHO co3aaTb U300paxxeHune nokKauum u
ApakoHa (Takxke ncnonb3syem Nano Banana 2)

Wﬁ gz Ww

MpoMnT Ans nokauum:
CooTHoweHwne cTopoH: 16:9

MpomnT:

Photorealistic epic fantasy location plate, horizontal 16:9 — rendered as a REAL
PHOTOGRAPH: as if captured on a full-frame cinema camera on location, with true
optics, true atmospherics and documentary-grade material fidelity. A VAST valley of
towering and floating rock formations under an enormous sky, crowned by a pale
Gothic castle grown into the peaks. No characters, no creatures except grazing
sheep — background/world plate. The scale must read HUGE, with generous open
air between every element.

REALISM LOCK — read first This frame must be indistinguishable from a live-action
location photograph with VFX-grade set extensions: natural muted color response
(no candy saturation), true photographic dynamic range, real sun behavior, imperfect
organic shapes, asymmetry and weathering everywhere. BANS: no cartoon look, no



stylization, no painterly strokes, no illustration, no concept-art rendering, no cel
shading, no oversaturated grass or sky, no perfect clean geometry, no CG sheen, no
video-game look. Every surface must carry photographic micro-detail and honest
wear.

WORLD OVERVIEW — a serene medieval European fantasy realm: colossal
green-clad stone spires rise from a lush valley floor and continue upward as
LEVITATING islands of rock, stacked and drifting at different altitudes, the tallest
chains piercing straight INTO the cloud layer and vanishing inside it. Far on the
horizon, a giant SEMI-TRANSPARENT cratered moon hangs low in the daytime sky,
pale and ghostly through the atmosphere.

THE CASTLE — dominant landmark, Gothic, built INTO the mountain High on the
main cluster of spires stands a massive GOTHIC CASTLE in pale tones —
ivory-white and light warm-grey stone — not placed ON the mountain but GROWN
INTO it: lower walls fusing with the living rock, foundations swallowed by the cliff,
towers continuing the spires' vertical thrust so architecture and geology read as one
body. The silhouette strains upward: tall slender TOWERS with steep conical and
openwork spires, rows of pointed LANCET windows, pointed-arch galleries, FLYING
BUTTRESSES leaping between towers and anchoring into the rock, pinnacles and
crocketed finials, a great ROSE WINDOW on the central hall's face. The tallest spire
reaches toward the cloud layer. With open air and drifting cloud BEHIND and
BELOW its walls, the castle reads almost weightless — as if hovering above the
valley. Real masonry: visible stone coursing, mortar joints, centuries of weathering
streaks, moss in the shaded joints. THE STAIR: from the castle's arched gate a long
stone STAIRCASE descends the mountainside — switchbacking down the cliff faces
in carved flights with slender balustrades and landing terraces, moss-softened,
thread-thin against the mountain's mass, reaching the green slopes far below. THE
WATERFALL: directly BESIDE the castle a tall WATERFALL bursts from the rock at
its flank — a bright white ribbon falling the cliff's full height alongside the walls,
breaking into veils of mist — gathering in a clear POOL directly BELOW the castle at
the mountain's foot: a cold, clear basin ringed with mossy boulders and old willows,
its surface stirred by the falling water, a soft mist bank drifting off it. A thin stream
links the pool to the meadow's brook.

COMPOSITION (16:9, air-rich) FOREGROUND, lower third: a rolling emerald
meadow dotted with wildflowers; a clear shallow stream winds through mossy stones
toward the camera. On the meadow: two or three small MEDIEVAL VILLAGE
HOUSES of the castle's own era — half-timbered walls with aged oak framing and
lime-washed clay infill, steep thatched and mossy slate roofs, small leaded windows,
stone chimney stacks, low fieldstone-and-wattle FENCES around small garden plots;
a narrow dirt footpath connects them. A handful of white SHEEP graze scattered
across the grass, a couple near the stream. A gnarled old willow leans over the
water.



MIDGROUND: the great stone spires — sheer cliffs streaked with mineral color,
hanging moss and hardy shrubs on the ledges, thin white waterfalls threading down
and dissolving into mist; the CASTLE crowning the tallest cluster with its stair and
flanking waterfall and the pool below. Between and above the spires, the first
FLOATING ISLANDS: rough rock undersides tapering to points, flat grassy tops
crowned with WILLOWS, wind-bent PINES and old crooked OAKS; soil and root
tendrils hanging from their edges; a faint drift of falling leaves and water droplets
sifting down. BACKGROUND: taller spire clusters and higher island chains recede in
layered aerial perspective; on several distant cliff-tops and larger islands, small
MEDIEVAL HAMLETS cling to the rock — clusters of steep-roofed stone-and-timber
houses, tiny lit windows, terraced plots — linked by slender wooden SUSPENSION
BRIDGES with rope railings, some arcing high over the void. The farthest levitating
rocks climb into a massive cloud bank and disappear within it. SKY, upper half
generous and open: natural blue with MASSIVE sculpted cumulus — towering white
masses with sunlit crowns and soft grey shadowed bellies, drifting slowly; smaller
clouds sliding between the floating islands and skimming the castle's highest spires.
Low on the horizon: the enormous pale translucent moon, craters faintly readable,
sky visible through its edges. A few tiny birds ride the thermals.
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Photorealistic epic fantasy location plate, horizontal 16:9 — rendered as a REAL
PHOTOGRAPH: as if captured on a full-frame cinema camera on location, with true optics,
true atmospherics and documentary-grade material fidelity. A VAST valley of towering and
floating rock formations under an enormous sky, crowned by a pale Gothic castle grown into
the peaks. No characters, no creatures except grazing sheep — background/world plate.
The scale must read HUGE, with generous open air between every element.

REALISM LOCK — read first This frame must be indistinguishable from a live-action location
photograph with VFX-grade set extensions: natural muted color response (no candy
saturation), true photographic dynamic range, real sun behavior, imperfect organic shapes,
asymmetry and weathering everywhere. BANS: no cartoon look, no stylization, no painterly
strokes, no illustration, no concept-art rendering, no cel shading, no oversaturated grass or
sky, no perfect clean geometry, no CG sheen, no video-game look. Every surface must carry
photographic micro-detail and honest wear.

WORLD OVERVIEW — a serene medieval European fantasy realm: colossal green-clad
stone spires rise from a lush valley floor and continue upward as LEVITATING islands of
rock, stacked and drifting at different altitudes, the tallest chains piercing straight INTO the
cloud layer and vanishing inside it. Far on the horizon, a giant SEMI-TRANSPARENT
cratered moon hangs low in the daytime sky, pale and ghostly through the atmosphere.

THE CASTLE — dominant landmark, Gothic, built INTO the mountain High on the main
cluster of spires stands a massive GOTHIC CASTLE in pale tones — ivory-white and light
warm-grey stone — not placed ON the mountain but GROWN INTO it: lower walls fusing
with the living rock, foundations swallowed by the cliff, towers continuing the spires' vertical
thrust so architecture and geology read as one body. The silhouette strains upward: tall
slender TOWERS with steep conical and openwork spires, rows of pointed LANCET
windows, pointed-arch galleries, FLYING BUTTRESSES leaping between towers and
anchoring into the rock, pinnacles and crocketed finials, a great ROSE WINDOW on the
central hall's face. The tallest spire reaches toward the cloud layer. With open air and drifting
cloud BEHIND and BELOW its walls, the castle reads almost weightless — as if hovering
above the valley. Real masonry: visible stone coursing, mortar joints, centuries of weathering
streaks, moss in the shaded joints. THE STAIR: from the castle's arched gate a long stone
STAIRCASE descends the mountainside — switchbacking down the cliff faces in carved
flights with slender balustrades and landing terraces, moss-softened, thread-thin against the
mountain's mass, reaching the green slopes far below. THE WATERFALL.: directly BESIDE
the castle a tall WATERFALL bursts from the rock at its flank — a bright white ribbon falling
the cliff's full height alongside the walls, breaking into veils of mist — gathering in a clear
POOL directly BELOW the castle at the mountain's foot: a cold, clear basin ringed with
mossy boulders and old willows, its surface stirred by the falling water, a soft mist bank
drifting off it. A thin stream links the pool to the meadow's brook.

COMPOSITION (16:9, air-rich) FOREGROUND, lower third: a rolling emerald meadow
dotted with wildflowers; a clear shallow stream winds through mossy stones toward the
camera. On the meadow: two or three small MEDIEVAL VILLAGE HOUSES of the castle's
own era — half-timbered walls with aged oak framing and lime-washed clay infill, steep
thatched and mossy slate roofs, small leaded windows, stone chimney stacks, low
fieldstone-and-wattle FENCES around small garden plots; a narrow dirt footpath connects
them. A handful of white SHEEP graze scattered across the grass, a couple near the
stream. A gnarled old willow leans over the water.



MIDGROUND: the great stone spires — sheer cliffs streaked with mineral color,
hanging moss and hardy shrubs on the ledges, thin white waterfalls threading down
and dissolving into mist; the CASTLE crowning the tallest cluster with its stair and
flanking waterfall and the pool below. Between and above the spires, the first
FLOATING ISLANDS: rough rock undersides tapering to points, flat grassy tops
crowned with WILLOWS, wind-bent PINES and old crooked OAKS; soil and root
tendrils hanging from their edges; a faint drift of falling leaves and water droplets
sifting down. BACKGROUND: taller spire clusters and higher island chains recede in
layered aerial perspective; on several distant cliff-tops and larger islands, small
MEDIEVAL HAMLETS cling to the rock — clusters of steep-roofed stone-and-timber
houses, tiny lit windows, terraced plots — linked by slender wooden SUSPENSION
BRIDGES with rope railings, some arcing high over the void. The farthest levitating
rocks climb into a massive cloud bank and disappear within it. SKY, upper half
generous and open: natural blue with MASSIVE sculpted cumulus — towering white
masses with sunlit crowns and soft grey shadowed bellies, drifting slowly; smaller
clouds sliding between the floating islands and skimming the castle's highest spires.
Low on the horizon: the enormous pale translucent moon, craters faintly readable,
sky visible through its edges. A few tiny birds ride the thermals.
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