PRODUCTION BIBLE

TIME TRAVELER IN
ANCIENT ROME

“Caught Stealing. Sentenced to the Arena.”

Format: Immersive Edutainment — Time Travel Vlog
Platform: TikTok / Instagram Reels / YouTube Shorts
Target Length: 90-120 seconds

CHARACTER DESIGN

Before generating any scenes, you need a locked character reference. This is the foundation of
visual consistency across every shot.

¢ MIDJOURNEY CHARACTER REFERENCE PROMPT

Young man, early-to-mid 20s, modern streetwear — white oversized t-shirt, tan cargo pants, white
Nike Air Force 1s, silver chain necklace, visible forearm tattoos (geometric sleeve on left arm), short
dark hair with fade, light stubble. Standing in a neutral gray studio backdrop. Full body shot,
front-facing, natural lighting. Hyper-realistic, 8K detail, photographic quality. --ar 3:4 --v 6.1 --style raw

« PRODUCTION TIP

L

Generate 4—6 angles of this character: front, 3/4 left, 3/4 right, profile, and over-shoulder. Save all as
your character reference (cref) library. In Midjourney, use --cref [image URL] on every subsequent
prompt. In Runway Gen-4, upload these as References. In Kling, use Elements to upload up to 4
reference images.

¢® MIDJOURNEY — CHARACTER SIDE ANGLE

Same young man from [cref], 3/4 angle from the left, same white oversized t-shirt, tan cargo pants,
Nike AF1s, geometric forearm tattoo sleeve, silver chain. Gray studio backdrop. Hyper-realistic, 8K.
--ar 3:4 --cref YOUR_REF_URL] --v 6.1 --style raw



¢® MIDJOURNEY — CHARACTER BACK/OVER-SHOULDER

Same young man from [cref], seen from behind / over-the-shoulder angle, same white t-shirt, tan
cargo pants, geometric tattoo visible on left forearm. Gray studio backdrop. Hyper-realistic. --ar 3:4
--cref [YOUR_REF_URL] --v 6.1 --style raw



SCENE 1 — THE ARRIVAL

Duration: 10—-15 sec | Mood: See notes below

CONCEPT: Our time traveler materializes in the middle of a bustling Roman street. Instant
sensory overload. The hook — modern person, ancient world. This must stop the scroll in under
2 seconds.

& TEXT-TO-IMAGE — Midjourney Keyframe A (Wide Establishing)

Hyper-realistic, cinematic still frame. A young modern man in a white oversized t-shirt and tan cargo
pants stands frozen in shock on a crowded ancient Roman street. He is holding up a phone as if
taking a selfie. Around him: merchants selling amphorae, toga-clad Romans, a donkey pulling a cart,
dust in the air. Background: multi-story Roman insulae (apartment buildings) with terracotta roofs,
hanging laundry, a distant view of the Colosseum. Golden hour Mediterranean sunlight. Handheld
camera feel, slight motion blur on background figures. Film grain, anamorphic lens flare. --ar 9:16
--cref [YOUR_REF_URL] --v 6.1 --style raw

¢¢ TEXT-TO-IMAGE — Midjourney Keyframe B (Selfie Close-Up)

Hyper-realistic handheld selfie shot. Young modern man with geometric forearm tattoos films himself
in ancient Rome. His expression is wide-eyed, jaw dropped, half-smiling. Behind him: blurred Roman
citizens staring at him curiously, market stalls with hanging meats and fruits, terracotta walls. Warm
golden light. Shallow depth of field. GoPro-style slight fisheye distortion. Film grain texture. --ar 9:16
--cref [YOUR_REF_URL] --v 6.1 --style raw

@ IMAGE-TO-VIDEO — Kling Al / Runway Gen-4

Animate from Keyframe A: Handheld selfie camera movement. The young man slowly turns 180
degrees, panning the camera to show the Roman street behind him. Background Roman citizens
walk past, some glancing at him with suspicion. A donkey cart passes in the mid-ground. Dust
particles float in golden sunlight. Subtle camera shake throughout. Cinematic, hyper-realistic. 5
seconds, 24fps.

i@ IMAGE-TO-VIDEO — Selfie Reaction Shot

Animate from Keyframe B: Close-up selfie angle. The young man’s eyes go wide, then he breaks into
a nervous laugh. He mouths words (will be lip-synced later). Slight handheld camera wobble.
Romans in background continue moving. Warm golden backlight creates a halo effect on dust
particles. 4 seconds, 24fps.

EX DIALOGUE / VOICEOVER
TRAVELER: (breathless, whispering) Bro. Bro. | just landed in ancient Rome. Like... actual ancient
Rome.

TRAVELER: (panning camera) Look at this. LOOK at this. That’s... is that the Colosseum? Oh my
god.



TRAVELER: (fo camera, nervous smile) Okay so | don’t know how I got here and | definitely don’t
speak Latin, but this is insane.

« PRODUCTION TIP

Record your voiceover first in a natural, viog-y cadence — slightly out of breath, genuine shock. Then
use LivePortrait or Hedra to lip-sync the character’s face to your audio. Add ambient foley: crowd
murmur, donkey braying, distant hammering, sandals on stone, a merchant yelling in Latin (use
ElevenLabs to generate a Latin voice clip).



SCENE 2 — EXPLORING THE MARKET

Duration: 15-20 sec | Mood: See notes below

CONCEPT: The traveler walks through a Roman market (macellum), geeking out and dropping
real historical facts in a casual way. This is the edutainment engine — the viewer learns without
realizing they’re learning. He sees something he wants and the temptation begins.

€% TEXT-TO-IMAGE — Walking Through the Market

Hyper-realistic, cinematic. A young modern man in white t-shirt and cargo pants walks through a
bustling Roman macellum (food market). Stalls overflow with grapes, figs, olives, hanging rabbits,
amphorae of wine and garum. Roman merchants in tunics gesture and barter. Overhead: cloth
awnings in faded red and ochre casting dappled shadows. Stone columns line the market. Steam
rises from a thermopolium (hot food counter) in the background. Handheld tracking shot from
behind/beside the traveler. Golden hour light filtering through awnings. Film grain. --ar 9:16 --cref
[YOUR_REF_URL] --v 6.1 --style raw

€2 TEXT-TO-IMAGE — Eyeing the Goods

Hyper-realistic close-up. The young modern man leans in toward a market stall examining a beautiful
bronze Roman dagger (pugio) displayed among jewelry and small bronze figurines. His eyes are
wide with desire. The merchant behind the stall — a weathered older Roman man in a brown tunic —
watches him carefully. Warm directional sunlight. Shallow depth of field, dagger in sharp focus. Dust
motes in light beam. --ar 9:16 --cref [YOUR_REF_URL] --v 6.1 --style raw

@ IMAGE-TO-VIDEO — Market Walking Shot

Animate: Tracking shot following the young man from a 3/4 angle as he walks through the Roman
market. He looks around in wonder, occasionally pointing at things. Background Romans jostle past.
A merchant thrusts a piece of fruit toward him. Dust, shadows, awning light. Natural handheld camera
movement. 6 seconds, 24fps.

@ IMAGE-TO-VIDEO — The Dagger Close-Up

Animate: Slow push-in on the bronze dagger on the market stall. The traveler’s hand reaches into
frame and gently picks it up, turning it in the light. The blade catches a glint of sunlight. In the soft
background, the merchant’s expression shifts from neutral to alarmed. 4 seconds, 24fps.

EX DIALOGUE / VOICEOVER
TRAVELER: (walking, vlogging) So fun fact — this market right here? Romans called it a macellum.
They had fast food spots called thermopolia, basically the original street food.

TRAVELER: (pointing at food counter) That’s basically ancient Chipotle. I'm not even joking. They
had set menus and everything.

TRAVELER: (spotting the dagger, voice drops) Oh. Oh wait. Is that... is that a pugio? That’s a
legionary dagger. Those are worth like... in my time those go for thousands.

TRAVELER: (whispering to camera) | don’t have any denarii. Obviously. But what if | just...



« PRODUCTION TIP

For the walking shot, generate 2—3 separate 5-second clips from different angles and cut between
them in CapCut for a dynamic vlog feel. Add foley: sandals scraping stone, crowd chatter, sizzling
food, clinking pottery. The thermopolium fact is real and highly shareable — it’s the kind of detail that

drives comments like “wait actually?!”



SCENE 3 — THE THEFT

Duration: 10—-15 sec | Mood: See notes below

CONCEPT: The traveler pockets the dagger. He thinks he got away with it. He didn’t. The
merchant screams. Roman soldiers appear. This is the dramatic pivot — the tone shifts from fun
vlog to “oh no.”

€2 TEXT-TO-IMAGE — The Grab

Hyper-realistic action shot. The young modern man quickly tucks a bronze Roman dagger into his
cargo pants pocket while glancing sideways. His body language is tense, guilty. The market stall is in
front of him, the merchant has turned away momentarily. Crowded market background. Motion blur
on his hand. Tight framing, almost surveillance-camera angle. Warm light, high contrast shadows.
Film grain, tension. --ar 9:16 --cref [YOUR_REF_URL] --v 6.1 --style raw

¢® TEXT-TO-IMAGE — CAUGHT

Hyper-realistic dramatic moment. The Roman merchant is pointing directly at the modern young man,
face twisted in rage, mouth open mid-shout. Two Roman soldiers (Vigiles) in leather armor and red
tunics are already approaching from the background, hands on their swords. The traveler’s face
shows pure panic — deer in headlights. Market crowd has parted to watch. Dramatic golden
backlight, long shadows. High tension composition. --ar 9:16 --cref  YOUR_REF_URL] --v 6.1 --style
raw

&* TEXT-TO-IMAGE — Tackled / Restrained

Hyper-realistic. Two Roman Vigiles soldiers forcefully grab the young modern man by his arms. His
white t-shirt is pulled and stretched. His face shows shock and fear. The dagger has fallen to the
ground between them. Onlookers crowd around. Dust kicked up from the scuffle. Low camera angle
looking up at the soldiers, making them look imposing. Dramatic chiaroscuro lighting. --ar 9:16 --cref
[YOUR_REF_URL] --v 6.1 --style raw

@ IMAGE-TO-VIDEO — The Snatch

Animate: Quick, nervous movement. The traveler’s hand darts out, grabs the dagger, slides it into his
cargo pocket. He takes two casual steps away. Handheld camera, shaky. 3 seconds, 24fps.
Fast-paced.

i@ IMAGE-TO-VIDEO — The Merchant Screams

Animate: The merchant whips around, eyes lock on the traveler, mouth opens in a shout. He lunges
forward pointing aggressively. Camera snaps to the traveler who freezes. Rapid zoom-in on traveler’s
panicked face. Chaotic handheld energy. 3 seconds, 24fps.

@ IMAGE-TO-VIDEO — Soldiers Grab Him



Animate: Two Roman soldiers rush in from either side and seize the traveler by the arms. He
struggles briefly. The camera drops low (as if the phone fell) then stabilizes looking up at the soldiers
holding him. Crowd gasps and murmurs. 4 seconds, 24fps.

E< DIALOGUE / VOICEOVER

TRAVELER: (whispering to camera, walking away) Okay. Got it. We’re good. Nobody saw—
SFX: [MERCHANT SCREAMING IN LATIN — “FUR! FUR!” (Thief! Thiefl)]

TRAVELER: (frozen, to camera) ...l think he saw.

SFX: [Soldiers shouting, armor clanking, crowd gasping]

TRAVELER: (being grabbed) WAIT WAIT WAIT— | can explain— | DON’T SPEAK LATIN— THIS IS
A MISUNDERSTANDING—

TRAVELER: (camera falling, muffled) ...this was a mistake.

« PRODUCTION TIP

The Latin shouting is key. Use ElevenLabs to generate a gruff male voice shouting “FUR! FUR!
PRAETORES!” (Thief! Thief! Guards!) — this is historically accurate. Romans had Vigiles
(watchmen) who policed markets. The “camera drop” moment is the viral beat — it simulates the
phone falling, breaking the fourth wall. Generate this as a separate image-to-video clip with extreme
motion blur and a low-angle composition.



SCENE 4 — THE SENTENCING

Duration: 15-20 sec | Mood: See notes below

CONCEPT: The traveler is dragged before a Roman magistrate in a basilica. He’s sentenced to
fight in the arena. This is where the stakes become real and the video shifts from comedy to
tension. Historical facts woven into the panic.

&2 TEXT-TO-IMAGE — The Basilica / Court

Hyper-realistic interior. A grand Roman basilica used as a courtroom. Massive stone columns, marble
floors, high clerestory windows casting dramatic shafts of dusty light. A Roman magistrate (praetor)
sits elevated on a stone tribunal, wearing a white toga praetexta with purple border. The young
modern man in his now-dirty white t-shirt stands below, flanked by two soldiers. His hands are bound
with rope. A small crowd of Roman citizens watches. The mood is somber and imposing. Cinematic
wide shot. --ar 9:16 --cref [YOUR_REF_URL] --v 6.1 --style raw

¢® TEXT-TO-IMAGE — Close-Up: The Verdict

Hyper-realistic close-up of the Roman magistrate’s face as he delivers the sentence. Stern,
weathered face, deep-set eyes, olive skin. He points downward with authority. Dramatic Rembrandt
lighting from a high window. Behind him: a carved stone eagle (aquila) and SPQR inscription. Dust
motes in the light beam. Painterly quality, like a Caravaggio scene. --ar 9:16 --v 6.1 --style raw

&® TEXT-TO-IMAGE — Reaction Shot: The Traveler

Hyper-realistic emotional close-up. The young modern man’s face as the verdict hits him. Eyes wide,
mouth slightly open, a mix of disbelief and terror. Sweat on his forehead. His white t-shirt is dirty and
torn at the collar. Rope bindings visible on his wrists. Dim, moody interior lighting with a single shaft
of light hitting his face. Shallow depth of field. --ar 9:16 --cref [YOUR_REF_URL] --v 6.1 --style raw

@ IMAGE-TO-VIDEO — Basilica Wide

Animate: Slow dolly forward through the basilica toward the magistrate on his tribunal. Romans in the
crowd shift and murmur. Dust floats in light shafts. The traveler stands small in the frame, dwarfed by
the architecture. Solemn, imposing. 5 seconds, 24fps.

@ IMAGE-TO-VIDEO — Magistrate Speaks

Animate: The magistrate raises his hand slowly, then brings it down in a decisive gesture. His mouth
moves as he delivers the verdict. Background courtroom reacts with murmurs. Camera slowly pushes
in on his face. Dramatic, authoritative. 4 seconds, 24fps.

i@ IMAGE-TO-VIDEO — Traveler’s Reaction



Animate: The traveler’s face drops. His shoulders slump. He looks down at his bound hands, then
back up at the magistrate. A single bead of sweat runs down his temple. Subtle camera drift. 3
seconds, 24fps.

E< DIALOGUE / VOICEOVER

TRAVELER: (voiceover, quiet) So apparently in ancient Rome, theft wasn’t just a fine. If you weren’t
a citizen? They could do... basically whatever they wanted to you.

TRAVELER: (voiceover) And I'm definitely not a citizen.

SFX: [Magistrate speaking in Latin, deep and authoritative. Echo in the basilica.]

TRAVELER: (voiceover, voice cracking) | don’t understand a single word. But when he pointed at
me, and then pointed toward the east... where the Colosseum is...

TRAVELER: (voiceover) | understood.
SFX: [LOW DRAMATIC DRUM HIT. Silence. Then: distant roar of a crowd.]

+« PRODUCTION TIP

The magistrate’s Latin should be subtitled in English for the audience: “THE FOREIGNER IS GUILTY.
HE WILL FACE THE ARENA.” Use ElevenLabs with a deep, commanding voice for the Latin. The
“distant crowd roar” at the end is the sonic bridge to the next scene — it tells the audience what's
coming before they see it. This is the moment viewers screenshot and share. The historical detail
about non-citizens having fewer legal protections is 100% accurate and will drive engagement.



SCENE 5 — BENEATH THE COLOSSEUM

Duration: 15-20 sec | Mood: See notes below

CONCEPT: The traveler is led through the hypogeum — the underground tunnel system
beneath the Colosseum. Dark, claustrophobic, terrifying. He sees other gladiators preparing.
He’s given a weapon. The reality sinks in.

€% TEXT-TO-IMAGE — The Hypogeum Tunnels

Hyper-realistic underground passage. Dark Roman stone tunnels beneath the Colosseum
(hypogeum). Flickering oil lamp light casting dancing shadows. The young modern man is being led
forward by a Roman guard holding a torch. His hands are still bound. Ahead: a wooden gate with
light streaming through the slats from the arena above. Other prisoners and gladiators sit along the
walls — scarred, muscular men in leather and linen. Rat scurrying in the corner. Claustrophobic
composition. Desaturated, cool tones with warm torch accents. --ar 9:16 --cref [YOUR_REF_URL] --v
6.1 --style raw

¢® TEXT-TO-IMAGE — Given a Sword

Hyper-realistic. A Roman guard thrusts a gladius (short sword) and a small round shield toward the
young modern man, whose rope bindings have just been cut. His wrists are raw and red. He holds
the gladius awkwardly, clearly has no idea what to do with it. His face is pale with fear. Behind him:
the wooden gate, now closer, roaring crowd audible. Torchlight. Gritty, visceral. --ar 9:16 --cref
[YOUR_REF_URL] --v 6.1 --style raw

& TEXT-TO-IMAGE — POV: Looking Up Through the Gate

First-person POV looking upward through wooden slats of a gate. Bright blinding Mediterranean
sunlight pours through. The silhouette of the Colosseum’s seating tiers filled with 50,000 roaring
spectators is visible through the gaps. Sand particles drift in the light. The gate is about to open.
Dramatic, cinematic composition. Anamorphic lens flare through the slats. --ar 9:16 --v 6.1 --style raw

@ IMAGE-TO-VIDEO — Tunnel Walk

Animate: Tracking shot behind the traveler as he’s marched through the dark tunnel. Torchlight
flickers, casting shifting shadows. He passes gladiators who stare at him. A distant roar grows louder
with each step. Camera follows at shoulder height. 5 seconds, 24fps.

@ IMAGE-TO-VIDEO — Taking the Sword

Animate: The guard extends the gladius. The traveler reaches out with shaking hands and takes it.
He grips the handle, looks at the blade, then looks toward the gate. Camera slowly pushes past him
toward the light streaming through the gate. 4 seconds, 24fps.

@ IMAGE-TO-VIDEO — POV Gate Rising



Animate from POV keyframe: First-person perspective. The wooden gate slowly begins to rise.
Blinding sunlight floods in. The roar of the crowd becomes deafening. Sand blows in from the arena.
The camera (viewer’s perspective) takes one hesitant step forward into the light. 5 seconds, 24fps.

E< DIALOGUE / VOICEOVER

TRAVELER: (voiceover, hushed) The tunnels under the Colosseum were called the hypogeum. They
had trap doors, elevators, cages for animals... it was basically the backstage of death.

TRAVELER: (voiceover) The guys in here with me... some of them were prisoners of war. Some
were slaves. Some actually volunteered. For glory. Or money. Or because they had nothing left.

TRAVELER: (voiceover, voice shaking) They gave me a sword. I've never held a sword in my life.
TRAVELER: (voiceover, barely audible) The gate is opening.

+« PRODUCTION TIP

The hypogeum detail is incredible viral material — most people don’t know the Colosseum had an
elaborate underground system. The POV gate shot is the money shot of the entire video. Consider
making this the LAST frame before a clifthanger cut to black with text: “Part 2?” This drives
comments begging for a sequel. Sound design is critical here: dripping water in the tunnels, chains
rattling, muffled crowd growing to a roar, the creak of the gate mechanism.



SCENE 6 — THE ARENA

Duration: 20-25 sec | Mood: See notes below

CONCEPT: The traveler steps into the arena of the Colosseum. 50,000 people screaming. Sand
beneath his sneakers. The climax. Whether you end the video here as a cliffhanger or show the
fight, this is the spectacle moment.

€% TEXT-TO-IMAGE — Entering the Arena (The Hero Shot)

Hyper-realistic, epic cinematic composition. The young modern man in his torn dirty white t-shirt,
cargo pants, and white sneakers steps out onto the sand floor of the Roman Colosseum. He squints
against blinding sunlight. He holds a gladius in one hand and a small wooden shield in the other.
Behind him: the dark tunnel entrance he just emerged from. Around him: the FULL Colosseum at its
peak — 50,000 spectators on tiered marble seating, colored awnings (velarium) stretched overhead,
Roman banners and eagle standards. The arena floor is golden sand. Opposite him across the
arena: a large opponent waiting. Wide angle, the traveler small against the massive arena.
Anamorphic cinematography, lens flare, film grain. --ar 9:16 --cref [YOUR_REF_URL] --v 6.1 --style
raw

€2 TEXT-TO-IMAGE — The Opponent

Hyper-realistic. A massive, battle-scarred gladiator (murmillo class) stands across the arena. He
wears a bronze helmet with a fish-crest (galea), one armored arm (manica), a wide leather belt, and
carries a large rectangular shield (scutum) and gladius. His body is covered in scars and oil. He is
calm, professional, staring directly at the camera. Behind him: the roaring crowd. Sand arena floor.
Dramatic low-angle composition making him look enormous and terrifying. --ar 9:16 --v 6.1 --style raw

¢3¢ TEXT-TO-IMAGE — Traveler Looks Up at the Crowd

Hyper-realistic, emotional. The young modern man looks up at the vast tiers of the Colosseum filled
with screaming Romans. Shot from below his chin looking up past him at the stands. His face shows
awe and terror. His white sneakers are half-buried in sand. The velarium (canvas shade) ripples
overhead. Seagulls circle. The scale is overwhelming. Vertigo-inducing composition. --ar 9:16 --cref
[YOUR_REF_URL] --v 6.1 --style raw

€2 TEXT-TO-IMAGE — The Emperor’s Box

Hyper-realistic. The imperial box (pulvinar) of the Colosseum. A Roman emperor or editor of the
games sits on a marble throne under a purple canopy, surrounded by senators in white togas. He
raises his hand to signal the fight to begin. Gold ornaments, laurel wreaths, silk cushions. Dramatic
uplighting. Shot from below, emphasizing power and authority. --ar 9:16 --v 6.1 --style raw

i@ IMAGE-TO-VIDEO — The Entrance (HERO SHOT)

Animate: The traveler takes his first steps onto the sand. Camera follows from behind, then slowly
orbits to reveal his face as he takes in the Colosseum. His jaw drops. The crowd noise swells. Sand



puffs up around his sneakers. The camera continues orbiting until we see the vast arena stretching
out before him. Epic, cinematic, slow motion feel. 6 seconds, 24fps.

@ IMAGE-TO-VIDEO — The Opponent Approaches

Animate: Across the arena, the gladiator begins walking forward. Each step is deliberate, confident.
He rolls his neck, adjusts his grip on his sword. Camera is low, tracking alongside at ground level.
Sand kicks up. The crowd noise builds to a fever pitch. 4 seconds, 24fps.

i@ IMAGE-TO-VIDEO — Emperor Drops His Hand

Animate: Close on the emperor’s raised hand. He pauses, then drops it decisively. The crowd erupts.
Quick cut to: the traveler’s face, eyes locked forward. Quick cut to: the gladiator breaking into a run. 3
seconds, 24fps. FAST CUTS.

E5 DIALOGUE / VOICEOVER
TRAVELER: (voiceover, awestruck) Fifty. Thousand. People.

TRAVELER: (voiceover) The Colosseum held more people than Yankee Stadium. And every single
one of them is screaming. For blood.

TRAVELER: (voiceover, quiet) The guy across from me... he’s a murmillo. Professional gladiator.
Trained since childhood. He’s killed people in this exact sand.

TRAVELER: (voiceover) And I'm wearing Nikes.
SFX: [CROWD ERUPTS. Horn blast. The fight begins.]
TRAVELER: (voiceover, final line before cut) ...l should not have taken that dagger.

« PRODUCTION TIP

CLIFFHANGER OPTION: Cut to black RIGHT as the gladiator starts running. Add text on screen:
“...to be continued” or “Part 2 if this gets 100K likes.” This is engagement bait that actually works
because the narrative tension is genuine. The “And I’'m wearing Nikes” line is your pull-quote — it's
the moment people will stitch and quote. Make sure it lands with a beat of silence before the crowd
erupts. FULL FIGHT OPTION: If you want to extend this into Part 1 of a series, end here. If you want
a standalone video, add 10-15 seconds of fight choreography and end with a thumbs-down /
thumbs-up from the crowd.



POST-PRODUCTION GUIDE

Sound Design Layers

Layer these in CapCut or Premiere Pro. Sound design is 50% of the immersion:

AMBIENT LAYERS (constant underneath)

Layer 1: Mediterranean wind — warm, gentle, always present

Layer 2: Distant city hum — crowd murmur, hammering, carts on stone
Layer 3: Birds — pigeons, seagulls (Rome is coastal)

Layer 4: Flies / insects — subtle but sells the era (ho modern sanitation)

SCENE-SPECIFIC FOLEY

Market: Sizzling food, clinking pottery, merchants shouting, donkey braying, sandals shuffling

Theft: Gasps, armor clanking, body scuffle, sword drawing

Basilica: Echo / reverb on all sounds, deep voice, stone footsteps

Hypogeum: Dripping water, chains rattling, distant muffled crowd, torch crackling, rat squeaks
Arena: 50K crowd roar (layer multiple crowd recordings), sand footsteps, horn blasts, metal clanging

MUSIC / SCORE

Use percussive, tribal drums that build throughout the video

Scenes 1-2: Light, curious — maybe plucked strings or a simple flute

Scene 3: Music cuts out completely when the merchant screams. Silence = tension.
Scene 4: Low, ominous drone. Single sustained note.

Scene 5: Drums begin, building slowly

Scene 6: Full percussion, horns, epic crescendo — then CUT to silence on the cliffhanger



Color Grading

LUT / GRADE SETTINGS

Overall: Warm, desaturated, golden. Think Gladiator (2000) meets vlog.

Push orange/amber tones, pull blues. Skin tones should look sun-kissed.

Add film grain: 15-25% intensity. This hides Al artifacts and sells the cinematic look.
Slight vignette on all shots to focus the eye.

Market scenes: Warmer, brighter, lively

Basilica: Cooler, darker, dramatic contrast

Hypogeum: Very dark, mostly silhouette, torchlight is the only warm source

Arena: Blow out the highlights slightly — the sun should feel blinding after the dark tunnel

Captions & Text

CAPTION STRATEGY
Use dynamic one-word-at-a-time captions (CapCut auto-captions) centered on screen
For Latin dialogue: Use a different font (serif, weathered) with English translation below

For historical facts: Flash a subtle text card — e.g., “ | The thermopolium was real — over 150 have
been found in Pompeii alone”

End screen: “Part 2?” or “Like for Part 2” in large, bold text over black

Posting Strategy

HOOKS & HASHTAGS

Hook options (first line / on-screen text):

“l accidentally stole something in ancient Rome and they sentenced me to the Colosseum”
“POV: You're a time traveler but you forgot ancient Rome has the death penalty”

“l traveled to 100 AD and made one mistake...”

Hashtags:

Primary: #rome #ancientrome #history #timetraveler #gladiator #colosseum

Niche: #historytok #immersive #edutainment #ancienthistory #romanempire

Trending: #aivideo #aiart #pov #whatif #storytime

Series Extension Ideas

SEQUEL CONCEPTS
Part 2: The fight itself — does he survive? Does the crowd give thumbs up?
Part 3: Escaping the Colosseum — running through Rome at night



Spin-offs: Same character visits different eras (Pompeii during eruption, Viking raid, medieval plague,
Aztec empire)

Prequel: How did he time travel? (sci-fi origin story)
Crossover: He meets other time travelers from different eras in the same place
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