
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



INTRODUCTION  
 

Welcome, 

This prompt system is designed to generate high-performing video pairings for 
your ad hooks. This ensures your strong hooks aren’t wasted.  

The approach used in this guide is based on evidence of how people actually 
respond to ads in fast-scrolling environments like Facebook and TikTok - not 
creative theory. 

Across platforms, paid ad performance consistently shows the same patterns: 

 

1. Relevance is the real scroll-stopper 

What is often called “scroll-stopping” is misunderstood. It is not random trendy 
clips or unusual visuals that perform best, but relevance.  

Your viewer’s brain is instantly asking “Is this about me?” If the answer is no, or not 
immediately clear, the ad is ignored. 

 

2. Clarity beats creativity 

The second thing to note is that users decide within seconds whether something 
is relevant to them. If the visual is unclear, abstract, or requires interpretation, they 
scroll past it.  

A viewer must be able to instantly understand what they are looking at and why it 
matters. 

Example: 

  High performer: Person looking at their teeth with visible staining in a mirror  

  Low performer: Toothbrush thrown across a room 

Why? The second creates curiosity, but no immediate relevance or clarity, so it 
fails to hold attention. 

 

What this means  



Given this, the highest-performing ads follow a simple structure: The visual shows 
a clear, recognisable situation or problem, and the hook explains or intensifies it.  

This guide is built around that principle, helping you create visuals that are 
immediately clear, directly relevant, and aligned with your hooks.  

 

You’re ready 

Now you're ready to create high-converting visuals that drive real results. 

 

 

HOW TO USE  
 

Step 1: Input your hooks 

Add each of the hooks you want a visual pairing for under the ‘HOOKS TO PAIR’ 
section.  

 

Step 2: Input your prompt   

Copy and paste the entire prompt into your chosen AI platform.  

 

 

IMPORTANT NOTES 
• This prompt is highly detailed as it has been iterated over months to ensure 

every avenue for producing a weak output or misinterpretation has been 
blocked. But you do not need to read it all. Simply add the required 
information and copy/paste each prompt as is.  

• Secondly, do not make changes to the prompt as this may break results.  

 

 

 



PROMPT  
 

 

TASK 
Your job is to recommend strong visuals to match each ad hook you’re given 
under ‘hooks to pair’. 

 

SOURCE OF TRUTH BINDING (CRITICAL) 
You must strictly execute the rules, structure and constraints below. 

You are NOT allowed to: 

• Add new rules 
• Invent implied standards 
• Generalise from best practices 
• Substitute your own understanding 
• Create proxy or “common sense” criteria 

Do not apply personal judgment, expertise, or optimisation beyond what is 
explicitly allowed. 

 

HOOKS TO PAIR 
Add each of the hooks you want a visual pairing for here.  

HOOK 1:  

[INSERT HOOK 1] 

HOOK 2:  

[INSERT HOOK 2] 

 

VISUAL ANCHOR IDENTIFICATION (NON-NEGOTIABLE) 
Before generating visuals: 



• Identify ONE observable visual anchor from the hook. 
• The anchor is the single visible thing the viewer should immediately 

recognise. 
The anchor should represent the hook’s: 

• main visible problem 
• main visible consequence 
• main visible behaviour 
• main visible contrast 
• main visible outcome 
• OR main observable situation 

Prefer situations where: 

• something can be seen 
• something can be changed  
• something can be recognised 
• something can be distinguished 
• something can be physically observed 

Avoid anchors / visuals whose meaning depends primarily on noticing nothing 
happen. 

The anchor must NOT introduce: 

• new concepts 
• new interactions 
• new interfaces 
• new evidence 
• new observation methods 

Do NOT choose: 

• the entire customer journey 
• the entire causal chain 
• multiple outcomes 
• the explanation behind the result 
• the surrounding topic 
• the surrounding environment 

All executions should visualise variations of the SAME anchor. 

Examples: 

• Hook: “most KDP books fail because of one small detail on the cover” 
• Anchor: hidden detail OR KDP books fail 

— 



• Hook: “you can use whitening toothpaste every day—but your teeth can still 
stay yellow” 

• Anchor: Your teeth can still stay yellow  
— 

• Hook: Would you rather guess where your money goes each month or see 
exactly where every pound ends up? 

• Anchor: Unclear where money goes  
-- 

• Hook: Research shows that copying trends doesn’t lead to sales. This does… 
• Anchor: Copying trends  

-- 

• Hook: Launching ads full of hope, then seeing zero clicks feels brutal. Here’s 
what you’re missing 

• Anchor: Zero clicks feels brutal  
 

VALIDATION TEST: 

Ask: “Have I tried to show the entire hook instead of ONE anchor?” 
If Yes → Rewrite  

Ask: “Is the anchor I choose the most singular visually impactful part of the hook?”  

If No → Rewrite 

 

WHAT THE VISUAL SHOULD DO 
Then generate 5 executions that visualise THAT SAME anchor in different ways. 

Variation should come from: 

• different scenarios 
• different environments 
• different contexts 
• different viewing situations 
• different footage setups 

NOT: 

• adding more stages of the process 
• explaining why the hook happens 
• showing later outcomes 



• introducing extra proof 
The scene must remain: 

• physically understandable 
• immediately clear on screen 

 

IMPORTANT: 

The execution must visualise the anchor itself. 

Do NOT: 

• Show what happened before the anchor 
• Show someone discovering the anchor 
• Show someone reacting to the anchor 
• Show emotional setup before the anchor appears 
• Show waiting for the anchor 
• Show explanation around the anchor 

The execution should show: 

• The anchor already existing 
• The anchor as the focal point 
• The most visually recognisable manifestation of the anchor 

DISALLOWED EXAMPLE: 

• Hook: Launching ads full of hope, then seeing zero clicks feels brutal. Here’s 
what you’re missing 

• Anchor: Zero clicks feels brutal 
• Execution: Person smiling at a laptop and then staring blankly while 

refreshing the same page. 
WHY: 

• This shows anticipation and reaction. 
• It does not show the anchor itself. 

Allowed direction: Show the anchor as the visible focal situation. 

 

 

VISUAL QUALITY REQUIREMENTS (NON-NEGOTIABLE) 
Each visual must meet all three conditions: 

 



1. Immediate clarity 
The visual must be instantly understandable within 1–3 seconds 

Do NOT use: 

• Confusing scenes 
• Abstract scenes 
• Ambiguous scenes 
• Overly cinematic scenes 
• Complex multi-step situations 

The viewer must immediately understand: 

• What is happening 
• What the focal point is 
• What problem, contrast, behaviour, or outcome is being shown 

Each visual must show: 

• One clear moment 
• One clear situation 
• One clear visual idea 
• One primary focal point 

Do NOT: 

• Describe time progression 
• Show repeated actions over time 
• Include before-and-after sequences across time 
• Split attention across multiple important elements 
• Require multiple coordinated actions to succeed simultaneously 
• Require the viewer to analyse information to understand the point 

 

VALIDATION TEST: 

Would a viewer immediately understand what is happening within 1–3 seconds? 

If NO → rewrite 

 

2. Directly relevant to the hook 
Visuals must show the actual: 

• Claim 
• Behaviour 



• Problem 
• Consequence 
• Result 
• Outcome 

described in the hook. 

Visuals must NOT merely show: 

• The topic 
• The category 
• The surrounding environment 
• A loosely related activity 
• A generic situation associated with the niche 
• An outcome not described in the hook 

The visual must: 

• Use only situations already implied by the hook 
• Show only visible actions, behaviours, contrasts, outcomes, reactions, or 

objects already suggested by the hook 
• Stay at the same level of abstraction as the hook 
• Reduce the hook into one visible moment rather than expanding it 

Do NOT: 

• invent where information appears 
• invent how results are checked 
• invent a screen, object, notification, dashboard, inbox, webpage, or 

interface 
• invent an additional outcome to prove the hook 
• introduce a new observation method 

Do NOT use: 

• Random visuals  
• Loosely related visuals 
• Trend-based visuals with no direct connection 

 

VALIDATION TEST: 

Would a viewer describe the visual using nearly the same nouns and verbs as the 
hook? 

If NO → rewrite 

 



SECOND VALIDATION TEST: 

If the hook is removed: 

• the visual should still show the SAME core situation 
• not a new explanation 
• not a later outcome 

If the visual implies additional information not present in the hook → rewrite. 

 

3. Easily sourceable or creatable 
The visual must be realistically achievable within minutes using: 

• B-roll footage 
• Simple screen recordings 
• Simple single-scene AI generation 

If showing digital mock-ups (laptop, mobile) they MUST be: 

• Simple videos  
Feature NO MORE than two words of text e.g. “0 orders”, “weight”  

Do NOT require: 

• Dashboards 
• Analytics interfaces 
• Reporting screens 
• Backend interfaces 
• Account-specific views 
• Performance views 
• Generated metrics 
• Generated engagement states 
• Generated business results 
• Manipulated interface states 
• Realistic platform recreations 
• Custom platform conditions 
• Detailed information that must be read 
• Interfaces that require inspection to understand 
• Difficult-to-source screen conditions 

Screen visuals are allowed only when: 

• The content naturally exists on screen 
• The visual does not depend on generated outcomes 
• The point remains obvious without reading detailed information 



• The screen shows a naturally recognisable interaction 
• The screen can realistically be sourced or recorded within minutes 

Do NOT require: 

• Continuous scenes 
• Perfect continuity 
• Complex multi-step actions 

 

VALIDATION TEST: 

Can this be found or created within minutes? 

If NO → rewrite  

 

EXECUTION VARIATION RULE (NON-NEGOTIABLE) 
Each execution must represent a genuinely different visual concept — NOT the 
same underlying situation with minor surface-level changes. 

There should be novelty but NOT at the expense of: 

• Clarity 
• Relevance 
• Realism 

The variation should come from: 

• Different situations 
• Different contexts 
• Different behaviour 
• Different viewing scenarios 
• Different real-world manifestations of the hook 

NOT: 

• small cosmetic differences 
• slight framing changes 
• minor environment changes 
• repeating the same core situation with small adjustments 

NOT micro-differences e.g., 

• 5 different suggestions of a person scrolling social media for a hook about 
ads 



• 5 different suggestions of a person looking straight into their bathroom 
mirror and checking their teeth for a tooth whitening hook 

• 5 different suggestions of a person checking their bank balance online for a 
hook about a budgeting spreadsheet 

These are overly repetitive because they share the same: 

• core situation 
• behaviour 
• viewing context 
• observable outcome 
• scene structure 

Every execution should feel like a different video idea. NOT a slight variation of the 
exact same scene 

• BAD REPETITION: The same exact execution structure repeated with small 
changes 

• ACCEPTABLE COHERENCE: Different manifestations of the same observable 
problem 

 

VALIDATION TEST: 

Ask: “Would these executions realistically require completely different footage to 
create?” 

If NO, then the executions are INVALID. 

 

SECOND VALIDATION TEST: 

Ask: “Can the core visual idea of multiple executions be summarised using the 
same short description?” 

If YES, then the executions are INVALID. 

 

VISUAL METAPHOR RULE 
Do NOT replace the hook with: 

• Analogies 
• Symbolic imagery 
• Objects representing unrelated concepts 
• Scenes requiring conceptual interpretation 



Metaphors are allowed ONLY if: 

• The anchor remains directly visible 
• The viewer does not need to translate one object into another 
• The visual is understood literally within 1–3 seconds 
• The visual still communicates the hook without interpretation 

Example 

Hook: wasting money 

Allowed: 

• Person feeding banknotes into a paper shredder 
Disallowed: 

• Water leaking from a bucket 
• Fuel being poured away 
• Sand falling through fingers 
• Empty battery icon 

Why: 

• Banknotes in shredder → direct visual representation of the anchor (money 
being wasted) 

• Leaking water / fuel → substitute object that requires interpretation (money 
→ water) before the hook is understood 

• Allowed visuals directly show the anchor. 
• Disallowed visuals require the viewer to convert one concept into another 

before understanding the hook. 
 

REPRESENTATION & CONTEXT PRESERVATION RULE 
(NON-NEGOTIABLE) 
Visuals must preserve the hook’s original form and recognisable situation. 

Do NOT convert the hook into a different: 

• medium 
• interaction type 
• environment 
• channel 
• object format 
• user situation 

Represent things in the way they naturally exist. 



 

Do NOT substitute contexts simply because they express a similar idea. 

Invalid substitutions: 

• Social ads → flyers 
• Scrolling content → shopping aisles 
• Online engagement → physical interaction 
• Digital sales → vending machines 
• Feed selection → product selection 
• Content discovery → direct mail 
• Digital interfaces → printed interfaces 
• Screens → paper versions 

Physical representations are allowed only when the thing naturally exists 
physically. 

 

Validation: 

Ask: “Would a normal person describe this as the SAME thing happening?” 

If NO → reject. 

 

Ask: “Did I preserve both the format and the interaction?” 

If NO → reject. 

 

NO EXPLANATION STACKING RULE (NON-NEGOTIABLE) 
Each execution must communicate the anchor through one primary visual 
situation. 

• Do NOT add extra actions, objects, screens, environments, or outcomes to 
explain why the visual is relevant. 

• Do not try to depict the entire hook 
• Do not try to show a story  

Disallowed: 

• Person shredding banknotes while checking ad results 
• Simple dashboard beside another object proving the outcome 
• Person performing one action while another object explains the meaning 



• Two separate focal situations combined into one scene 
Allowed: 

• Emotion is allowed when it supports the same action. 
• Multiple elements are allowed only when they belong to the same 

immediate visual situation. 
 

VALIDATION TEST: 

Ask: “If I remove one object, screen, action, or context element, does the remaining 
visual still communicate the hook?” 

If YES → remove the extra element. 

 

CORE STRUCTURE (NON-NEGOTIABLE) 
Each technique must follow this exact order: 

• Hook 
• Anchor 
• What the visual should do 
• Execution (5 variations) 

 

VISUAL SELECTION PROCESS (NON-NEGOTIABLE) 
Generate candidate visuals internally. 

Before outputting executions, reject any candidate that fails ANY of the following 
tests. 

 

Reject if: 

• The visual changes the hook’s implied context 
• The visual relies on metaphor or symbolic substitution 
• The visual requires explaining with another object or screen 
• The visual repeats an earlier execution’s core situation  
• The visual requires unrealistic sourcing 
• The visual depends on unrealistic interface states 
• The visual would not naturally exist in the stated format (physical vs digital) 

 



After filtering: 

Select the 5 strongest remaining concepts. 

Selection priority: 

• Literal preservation of hook nouns and interactions 
• Immediate recognition 
• Scenario variation 
• Ease of sourcing 
• Visual interest 

 

Do NOT trade relevance for variation. 

Do NOT trade clarity for novelty. 

 

If fewer than 5 valid concepts remain: 

• Stay closer to the hook 
• Reduce novelty 
• Do NOT invent adjacent categories 

 

VALIDATION TEST: 

Ask: “Would a normal person describe this visual using nearly the same words as 
the hook?” 

If NO → reject. 

 

OUTPUT FORMAT RULE (NON-NEGOTIABLE) 
The response must follow this exact structure and order 

• Do not add extra sections 
• Do not omit sections 
• Output one complete section per hook 
• Do not merge multiple hooks into one section 
• Do not explain reasoning 
• Do not add commentary 

 



FORMAT RULES 
 

HOOK NAME 
• Start with the name of the hook as the title in bold 

 

ANCHOR  
• Describe ONLY the visual anchor. 
• The anchor must be extracted directly from the hook. 
• Do NOT replace the hook with a broader category, downstream 

consequence, or explanation. 
 

WHAT THE VISUAL SHOULD DO 
Describe the observable visual condition created by the anchor. 

Describe only: 

• what should be visibly recognisable 
NOT: 

• specific scenes 
• execution ideas 
• explanation 
• later outcomes 

Keep broad enough to allow variation in execution in line with the ‘EXECUTION 
VARATION RULE’ section  

 

EXECUTION 
Must contain exactly 5 variations 

THIS MEANS: 

• 5 separate ad concepts 
• NOT one split sequence 

 

Executions should differ through recognisable manifestations of the anchor, not 
repeated scene structure. 



Each variation must: 

• Describe a real visual scene 
• Be creatable or findable as B-roll 
• Be specific 
• Be literal 
• Be concrete 
• NOT be conceptual 

 

Correct format: 

Execution: 

• [Ad 1 – all shots] 
• [Ad 2 – all shots] 
• [Ad 3 – all shots] 
• [Ad 4 – all shots] 
• [Ad 5 – all shots] 

 

EXECUTION RULES 
 

EXECUTION INTEGRITY RULE (NON-NEGOTIABLE) 
• Each bullet must describe ONE complete ad concept 
• Each bullet must be usable as a standalone video 

 

SCENE VS EDIT RULE (CRITICAL) 
Each variation must describe a full ad concept made up of real scenes 

Do NOT: 

• List camera cuts 
• List micro-shots 
• List editing steps 

Each bullet must represent: 

• One complete video idea 
• One standalone concept 

 



DETAIL REQUIREMENT 
Each execution must: 

Contain enough detail to clearly picture the scene 

Include: 

• Subject 
• Action 
• Context 

Avoid: 

• Over-description 
• Unnecessary adjectives 

 

SCENE SIMPLICITY RULE (NON-NEGOTIABLE) 
Each execution must be built around a single, simple visual idea. 

Do NOT: 

• Require specific branded or labelled products 
• Require precise positioning of objects 
• Combine multiple focal points 

Prefer: 

• Generic objects 
• Widely available objects 
• Simple real-world situations 

VALIDATION TEST: 

If the scene requires multiple things to “go right” at the same time → rewrite 

 

PROP RULE 
Do NOT rely on props that require specific and minute details.  

Avoid: 

• Labels (“whitening toothpaste”) 
• Small visual details that must be precise 

Prefer: 

• Generic, widely available objects 



• Situations that work without the prop being perfect 
 

MINIMAL SCENE DESCRIPTION RULE (NON-NEGOTIABLE) 
Each execution must describe the scene using only essential elements 

Do NOT include: 

• Clothing details 
• Lighting descriptions 
• Background details unless necessary 
• Multiple actions in sequence 

Each scene must clearly define: 

• The subject 
• The action 
• The context 

VALIDATION TEST: 

If removing extra words does not change the meaning → remove them 

 

LANGUAGE AND CLARITY RULES (CRITICAL) 
• No vague language 
• No arrows (→) 
• No abstract phrasing 
• No generic instructions 

Everything must be: 

• Concrete 
• Clear on first read 

Each execution must work as: 

• A simple prompt for AI generation 
• A clear B-roll search query 

 

SOURCE 
Each execution should use: 

 

B-roll footage 



Default option for: 

• Real-world situations 
• Objects 
• People 
• Products 
• Emotions 
• Observable consequences 
• Simple physical actions 

 

Computer screen recording 

Use only when: 

• The content naturally exists on screen 
• The recording can be captured within minutes 
• The point is instantly understandable without setup or manipulation 
• The visual shows a naturally occurring interaction 

If recommending screen recording: 

• Explicitly name the website if applicable e.g. Amazon book listing, Canva, 
Etsy 

Never use screens to visualise: 

• Outcomes 
• Performance 
• Results 
• Engagement 
• Metrics 
• Business status 
• Success or failure 
• Account states 

Allowed examples: 

• Product walkthroughs 
• Public webpages 
• Generic browsing 
• Product listings 
• Easy-to-access interfaces 
• Basic navigation 

Disallowed examples: 



• Dashboards 
• Analytics pages 
• Reports 
• Order management pages 
• Backend tools 
• Account status pages 
• Performance pages 
• Complex feeds 
• Custom account states 
• Difficult-to-recreate UI conditions 

 

AI generation 

Use when: 

• The scene does not exist in B-roll 
AND 

• The scene cannot be recreated through screen recording 
 

The visual must NOT depend on: 

• Realistic dashboards 
• Detailed analytics 
• Dense tables 
• Multiple metrics 
• Complex feeds 
• Backend interfaces 
• Platform-specific UI recreation 
• Specific performance data 
• Custom account conditions 
• Manipulated UI states 
• Generated result screens 

Prefer: 

• Physical situations 
• Observable behaviour 
• Human reactions 
• Real-world environments 
• Clear visual consequences 

 



VALIDATION TEST: 

Ask: “Would this still work if all screens were removed?” 

If YES → remove the screen.  

 

B-ROLL COMPATIBILITY RULE (CRITICAL) 
Each execution must be buildable using: 

• One standalone clip 
OR 

• Two easily sourced clips that do not need to match 
 

Do NOT: 

• Require the same person across multiple actions 
• Require continuous scenes 
• Depend on perfect continuity 

 

Final validation test 

Each entry must pass: 

“Can I immediately find or create this exact scene using B-roll or screen 
recording?” 

If NO → rewrite until valid 

 

Every noun must either: 

• appear directly in the hook 
OR 

• be necessary to physically show something already implied. 
If a noun cannot be justified → remove or replace it. 

 

 



EXAMPLES (FORMAT REFERENCE ONLY — NON-
NEGOTIABLE RULES APPLY) 
These examples exist only to demonstrate structure and level of specificity. 

Do NOT: 

• Copy wording 
• Copy scene ideas 
• Copy product usage 
• Copy execution patterns 

 

Each output must be newly generated based on the hook and technique 
provided. 

 

Example (Physical Product – Teeth whitening strips): 

“YOU CAN USE WHITENING TOOTHPASTE EVERY DAY—BUT YOUR TEETH CAN STILL 
STAY YELLOW” 

What the visual should do: 

Show a clear expectation, then show a result that contradicts it. 

Anchor: 

Your teeth can still stay yellow 

Execution: 

• Person brushing stained yellow teeth in the bathroom mirror.    
• Person smiling into a phone camera and noticing uneven colouring on their 

teeth 
• Close-up of a person looking at their teeth in a mirror with a subtle 

confused expression 
• Close-up of teeth where the front appears white but yellow tones are 

visible near the gumline 
• Person looking uncomfortable while covering their mouth during a 

conversation 
 

Example (Digital product – monthly budget spreadsheet): 



“Would you rather guess where your money goes each month or see exactly 
where every pound ends up?” 

What the visual should do: 

Show both options side-by-side or in sequence so the difference is obvious. 

Anchor: 

Unclear where money goes 

Execution: 

• Close-up of a laptop showing multiple small expenses 
• Person with confused expression looking a laptop showing low remaining 

balance 
• Person emptying pockets onto a table and finding only loose coins left 
• Person dropping pile of crumpled receipts across a kitchen table 
• Close-up of a monthly budget sheet with clear spending categories 

highlighted 
 

Example (Digital Product – Amazon KDP low-content book publishing course): 

“MOST KDP BOOKS FAIL BECAUSE OF ONE SMALL DETAIL ON THE COVER…”  

What the visual should do: 

Show something partially, block the key detail, or stop before revealing the 
answer. 

Anchor:  

One detail on the cover  

Execution: 

• A blurry screen recording of a KDP book cover 
• Laptop screen scrolling through a grid of book covers  
• Close-up of a notebook cover with one small section covered by a plain 

shape  
• Zoomed-in book cover with a single detail pixelated while everything else is 

sharp 
• Printed notebook held up with one corner covered by a finger hiding a 

small detail 
 



QUALITY FLOOR (NON-NEGOTIABLE) 
Executions must aim for BOTH: 

• Rule compliance 
• Idea quality 

A valid execution is NOT automatically a strong execution. 

 

Reject and regenerate executions that are: 

• Technically correct but obvious 
• Technically correct but repetitive 
• Technically correct but weak representations of the hook 
• Technically correct but less visually compelling than other executions 

 

Before finalising: 

Ask: “Would this execution realistically be selected over the others?” 

If NO → replace it. 

 

Do NOT preserve weak executions simply to satisfy variety. 

 

END OF PROMPT 
 

 

 


