For this paper, | decided to take the creative approach to the prompt. | wanted to make
a historical fiction script to explain the major points in the creation of Artificial
intelligence. | have documents that | am turning in. The other one is all the prompting |
used to get the chatbot into the right setting to create this script while using accurate
facts. For example, at first the chatbot would not cite sources, but | eventually got it to
be able to. It has accurate citations using the Chicago style as asked. | hope you like
this script. | know it is an unorthodox way of going about this paper but we were told to
be creative!
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Ok we are going to make a sample script of 3000 words. Let's start with an 1000 word
act 1 script

Great! Let’s set the stage for Act 1 of "Mind Games: A Comedic Time Odyssey". In this first
act, we’ll introduce the main characters, establish the setting, and kick off the time-travel
adventure. Here's a rough breakdown of what we might cover:

Introduction of Dr. Alex Turing and their quirky lab at the university.

Discovery of the time-traveling machine left behind by Alan Turing.

Initial test of the machine, leading to an unexpected first journey.

This setup will give us room to introduce humor, character dynamics, and the beginnings of
the time-travel plot.

Act 1: "The Discovery"
INT. UNIVERSITY Al LAB - DAY

(The lab is cluttered with old computers, robotic parts, and an overworked coffee machine.
DR. ALEX TURING, mid-30s, eccentric and brilliant, is tinkering with a bizarrely designed
computer. SAM LEE, the lab manager, enters with a stack of paperwork.)

SAM

(annoyed)

Alex, the grant committee called again. They want to see progress, or they’re pulling our
funding!

ALEX

(focused on the computer)

Just a second, Sam... This old machine is Alan Turing’s original design, or so the rumor
goes. Imagine if it actually works!

SAM
(sarcastically)
Great, we'll impress them with an antique.

(ALEX presses a button, and the machine whirs to life, emitting a strange glow. Both stare
in awe.)



ALEX
(Excited)
Oh, it’s more than just an antique!

INT. Al LAB - LATER

(The team, including JESS CARTER, a genius coder who speaks more fluently in code than
English, gathers around the machine. ALEX explains their accidental discovery.)

ALEX
This isn’t just any computer; it's a temporal computational device. In simple terms, a time
machine.

JESS
(interested)
Have you tried turning it on yet?

ALEX
That’s what we’re going to do now.

(They activate the machine. It begins a loud, rhythmic pulsing. Lights flash. Then, suddenly,
everything stops.)

SAM
(disappointed)
Another dud?

(Suddenly, the air shimmers and the room changes subtly. The calendar on the wall flips
back several pages.)

ALEX
(Excited)
No, it worked! We've gone back... about three months, judging by the calendar.

JESS
(checking their watch)
And just in time for lunch. Again.

INT. UNIVERSITY CAFETERIA - DAY (THREE MONTHS AGO)

(The team sits with their unchanged lunch trays, trying to grasp the situation. ALEX is
scribbling notes furiously.)



ALEX
Imagine what we could learn if we went back to the key moments in Al history! We could
actually meet Alan Turing, or watch the first Al beat a human at chess.

SAM

(concerned)

Or irreversibly mess up our timeline. You've seen those time travel movies. This could get
messy.

JESS
(enthusiastically)
But think about the debugging we could do on history!

INT. Al LAB - RETURNING TO PRESENT

(They return to the present to find the lab slightly altered. There's an additional computer
they don’t recognize, and the coffee machine now makes tea perfectly.)

ALEX
Okay, let's set some ground rules for time travel. No interacting with past selves, no
changing significant events...

SAM
And no bringing back souvenirs. We don’t need a T-Rex in the lab.

ALEX
Right. Our goal? To gather intelligence, understand the evolution of humor and Al, and save
our project.

INT. Al LAB - NIGHT

(The team prepares for their first major journey. ALEX sets the coordinates. Everyone is a
bit nervous but excited.)

ALEX

(to the team)

This is more than just saving our jobs. It's about understanding the roots of our field, and
maybe, just maybe, cracking the code on Al and humor.

JESS
(adjusting the settings)



Let’s make history... by visiting history.

SAM

(jokingly)
Just remember, if we meet Turing, let’s try not to make an infinite loop joke.

(They activate the machine, and with a flash of light, they disappear, leaving the lab empty.)

This setup for Act 1 not only introduces the main characters and the comedic tone but also
sets up the premise of their time-travel adventures to explore significant moments in Al
history. This act hints at upcoming historical interactions and the potential complications of
time travel, laying a foundation for both humor and dramatic tension.

Act 2 prompt to the chatbot: Alex wants to go meet his namesake at the height of his career.
The team decides to go to England during the Second World War when Alan Turing is
working on his enigma project. Jess is worried about messing with the space time
continuum though...

Continuing with this storyline, let's dive into a sequence where the team prepares to
meet Alan Turing during World War Il at Bletchley Park, grappling with the implications
of their actions on the space-time continuum. This scene will be infused with historical
intrigue, ethical dilemmas, and the characteristic humor that defines the film.

Act 2 Scene: "The Enigma Encounter”
INT. Al LAB - NIGHT

(The team is gathered around the time machine, which is now set with coordinates for
1940s England. A map of Bletchley Park is spread out on the table. ALEX is finalizing the
settings, while JESS looks on, clearly anxious.)

JESS

(worried)

Alex, are we sure about this? Bletchley Park, Alan Turing, the Enigma—this is big. We
could alter the course of the war. What if we mess up the timeline?



ALEX

(optimistic)

We're just observers, Jess. No interference. We learn from Turing, that’s it. This is a
reconnaissance mission, not a rescue operation.

SAM

(lighthearted)

And let’s avoid giving away any future tech, yeah? | don’t want to come back to a world
where the internet was invented in the ‘40s.

ALEX
(agreed)
Absolutely. No tech spills, no historical tips. We keep a low profile.

EXT. BLETCHLEY PARK - DAY (1940s)

(The team arrives, dressed in period-appropriate clothing. They blend in as much as
possible, observing the intense activity around them. ALEX leads them towards the main
building, trying to contain their excitement.)

ALEX
(whispering)
There he is. Alan Turing, in the flesh.

(They watch ALAN TURING from a distance, working on his papers, deep in thought. The
team is awestruck.)

JESS
(softly, to Alex)
He looks so... normal. | expected someone... different.

ALEX

(sage)
Genius often looks ordinary from the outside. It's the mind that holds the universe.

INT. BLETCHLEY PARK - CAFETERIA - DAY

(The team casually sits near Turing at lunch. They overhear snippets of his conversation
about cryptographic challenges.)



ALAN TURING

(pondering aloud to a colleague)

If only we had more computational power, the patterns would reveal themselves more
quickly.

ALEX
(tempted, muttering)
We could help him with algorithms from the future...

SAM
(sharp)
Alex, remember? Low profile. No altering history.

EXT. BLETCHLEY PARK - DAY
(The team steps aside to discuss their findings so far. JESS is visibly nervous.)

JESS

(urgently)
We've got what we came for, right? Observations, understanding his methods. Can we

go now? Every minute here increases the risk we'll change something.

ALEX
(reluctantly)
You're right. Let’'s head back. We have enough to analyze.

INT. TIME MACHINE - DAY
(The team prepares to return. ALEX looks back at Bletchley Park with a hint of regret.)

ALEX
(regretful)
Imagine the conversations we could have had...

JESS

(reassuring)

And imagine the world we could have messed up. We did good today, Alex. Turing’s
work here is what inspires generations. We keep that safe—we keep everything safe.



SAM
(cheerfully)
Let's get back to our own time. I've had enough of rationed coffee.

(They activate the time machine, bracing themselves for the return journey.)

This scene balances the thrill of meeting a historical figure with the responsibility of
time-travel, capturing the team's internal conflicts and their commitment to preserving
history while fulfilling their personal quest for knowledge. This setup not only propels
the story forward but also deepens the characters' development as they grapple with
the implications of their actions.

The team decides for its next travel experience it wants to go and see the start up of the World
Wide Web. Again, they do not want to mess with the timeline.

Continuing with the story of "Mind Games: A Comedic Time Odyssey", let's dive into the next
exciting chapter where the team sets their sights on witnessing the birth of the World Wide Web,

aiming to keep their non-interference pledge intact.

Act 2 Scene: "Web of Time"

INT. Al LAB - DAY

(The team is gathered around the time machine, which is buzzing with the residual energy of
their last trip. ALEX is at the console, typing in new coordinates. JESS tweaks a few dials while

SAM reviews historical notes on a tablet.)

ALEX
(excited)

Next stop, CERN, 1989. We’re going to see Tim Berners-Lee launch the World Wide Web.



SAM
(checking notes)

Right, we keep our distance. Observe, don't interact. We can't risk any disruptions.

JESS
(anxious)
Especially not here. The Web changes everything—communication, commerce, even culture.

It's too big a butterfly to disturb.

EXT. CERN - DAY (1989)

(The team arrives outside CERN in Switzerland. It’s a sunny day, and the campus is bustling
with scientists and researchers. They blend in, wearing late '80s attire, carrying old notebooks

and cameras.)

ALEX
(whispering)

There’s Berners-Lee, right over there, by that old NeXT computer.

(They watch from a distance as TIM BERNERS-LEE works on his computer, unaware of the

monumental impact his work will have.)

JESS
(whispering)

Think about it. He’s about to change the world and he doesn’t even know it.

SAM
(low)

Let’'s make sure he gets to do it without any... extra help from the future.



INT. CERN - CAFETERIA - DAY

(The team sits casually at a table, sipping coffee, pretending to discuss physics, but their eyes
are on Berners-Lee, who is explaining his idea to a group of skeptical colleagues at another

table.)

BERNERS-LEE
(enthusiastic)
Imagine a space where information could be accessed and shared globally, regardless of where

you are.

COLLEAGUE
(dubious)

It sounds like a pipe dream, Tim.

ALEX
(softly, to team)

If they only knew...

EXT. CERN - LATER

(The team reconvenes outside, away from any prying ears. They're all a bit more relaxed but

thoughtful about the significance of what they’re witnessing.)

JESS
(inspired)
It's amazing. He’s talking about hyperlinks, HTML, URIs... Simple concepts that will become the

backbone of the internet.



SAM
(sarcastic)

Too bad we can't tell him he’ll be successful... and spawn a billion cat videos.

ALEX
(smiling)
This is enough. Seeing the seeds of future reality. We’re witnesses to history—this is our

mission.

INT. TIME MACHINE - DAY

(The team prepares for the journey back. ALEX looks through the photos taken, ensuring none

are too revealing or intrusive.)

ALEX
(checking photos)
Documenting, not altering. These are going to be invaluable for understanding the ripple effects

of technology.

JESS
(relieved)
Glad we’re keeping our footprint light. The less we disturb, the more we preserve the original

path.

SAM
(joking as they prepare to leave)

Let’s head back before we accidentally inspire someone to create social media a decade early!

(They laugh and brace themselves as the machine starts up, the lights dim, and they are

whisked back to their own time.)



This scene captures the thrill and responsibility of time-traveling to significant moments in
technological history. It emphasizes the team's commitment to observing and learning while
respecting the integrity of the timeline, highlighting the delicate balance they must maintain. This
approach not only drives the plot forward but also deepens the exploration of themes such as

the impact of technology on society and the ethical considerations of time travel.

Act Three: Alex becomes greedy and wants to go into a future that has quantum computing and
AGI. He wants to bring the technology back to modern times because he will be famous and
rich. Jess tries to stop him... but it's too late, they end up in 2100.

In Act Three of "Mind Games: A Comedic Time Odyssey," tensions rise as Alex's ambitions clash
with the ethical boundaries of time travel, leading to unforeseen consequences. Here, we
explore the dramatic climax of the film, as the team recklessly ventures into the future, dealing

with the ramifications of their actions.

Act 3: "Future's Edge"

INT. Al LAB - NIGHT

(The lab is buzzing with tension. ALEX is feverishly setting up the time machine for a journey into

the future. JESS enters, noticing the new coordinates on the display.)

JESS
(alarmed)
Alex, what are you doing? 21007 That's not our mission! We agreed—observe and learn, not

interfere or exploit!

ALEX
(defiant)



Think about it, Jess! Quantum computing, AGl—actual thinking machines! We can bring back

just a bit of that knowledge and leapfrog decades of research. We'll be heroes!

SAM
(worried)
Heroes or pariahs? You're talking about stealing from the future. What if you disrupt...

everything?

ALEX
(determined)
I'm setting things right. We're always behind, always catching up. This is our chance to lead, to

be at the forefront!

(Without waiting for further objections, ALEX activates the machine. JESS and SAM are pulled into

the sequence as the lab blurs into streams of light.)

EXT. CITYSCAPE - DAY (2100)

(The team arrives in a future beyond their comprehension. Skyscrapers interlace with lush
greenery, drones buzz overhead, and people interact with seamless technology. ALEX is

captivated, while JESS looks on with concern.)

ALEX
(in awe)

Look at this! It's incredible. The progress... it's more than | imagined.

JESS
(cautious)

It's not ours to take, Alex. Remember the risks? This isn't a treasure hunt.



(As they walk, they observe a public demonstration of AGl interacting with humans—AI that shows

empathy, creativity, and autonomy.)

SAM
(whispering to Jess)

We shouldn't be here. This is too far. We've got to convince Alex to go back before it's too late.

INT. FUTURE LABORATORY - DAY

(The team sneaks into a lab where advanced technologies are on display. ALEX is like a kid in a

candy store, reaching out to touch a quantum computer. JESS grabs his arm to stop him.)

JESS
(stern)
Think about what you're doing! You could change our present in ways we can't even begin to

understand. We need to leave—now!

ALEX
(frustrated)

Just one piece of data, one tool, something tangible to take back!

(Suddenly, alarms blare. The lab's security system detects their unauthorized presence. They start

to panic.)

SAM
(urgent)

We've got to get out of here! This was a mistake!

EXT. CITYSCAPE - RUSHING BACK



(The team dashes through the futuristic city, dodging drones and automated security. They reach

their landing spot where the time machine awaits, pulsing quietly.)

ALEX
(breathless, regretful)

You were right, Jess. | got carried away. Let’s fix this.

JESS
(relieved but stern)

Let's make sure we leave no trace. No more playing with time.

INT. TIME MACHINE - DAY

(They activate the machine, the tension palpable. As they travel back, the future city fades,

replaced by the familiar clutter of their own lab. They arrive back, shaken but safe.)

SAM
(exhausted)

Let’s agree—no more future trips. Some things are better left unknown.

ALEX
(remorseful)
You're right. | let ambition cloud my judgment. It's our responsibility to protect time, not exploit

it.

INT. Al LAB - DAY



(The team, now more cautious and wiser, works together to secure the time machine, ensuring it
can't be misused again. They refocus on their original mission: learning from the past to better

understand the present.)

ALEX
(reflective)
We have enough to work with here, in our time. Let's use what we've learned to make a real

difference—responsibly.

JESS
(satisfied)

That's the spirit. Let’s be the kind of scientists who respect both the past and the future.

This act brings a resolution to the narrative, highlighting the moral and ethical lessons learned

about the power and dangers of

The finale: The team gets invited to Walter Issacson’s “Digital Revolution” class at Tulane
University to talk about their adventures. The team captivates Walter and the rest of the class.

In the finale of "Mind Games: A Comedic Time Odyssey," the team finds themselves invited to
share their extraordinary experiences with a wider audience, bringing their journey full circle.
This concluding act emphasizes their growth and frames their adventures as valuable lessons

for both themselves and the future generations of technologists.

Act 4: "Lessons Learned"

INT. TULANE UNIVERSITY - LECTURE HALL - DAY



(The lecture hall is packed with students eager to hear from the time-traveling Al researchers.
Walter Isaacson stands at the podium, introducing DR. ALEX TURING, SAM LEE, and JESS

CARTER. The mood is one of anticipation and excitement.)

WALTER ISAACSON
(welcoming)
Today, we have a very special session of our "Digital Revolution" class. Please welcome Dr.

Alex Turing and their team, who have pushed the boundaries of technology and time itself.

(Applause fills the room as ALEX, SAM, and JESS make their way to the front. ALEX begins the
presentation with a slide showing blurred images of their time-travel adventures, carefully edited

to maintain secrecy and safety.)

ALEX

(engaging)

Thank you, Mr. Isaacson. We’re here today not just to tell you about our journey through time,
but to discuss what we’ve learned about technology’s impact on humanity—past, future, and

present.

INT. TULANE UNIVERSITY - LECTURE HALL - CONTINUOUS

(JESS takes over, clicking to a slide showing diagrams of early computers juxtaposed with

futuristic Al interfaces.)

JESS

(sincere)

Each era we visited showed us how every technological leap was met with both awe and
apprehension. From Bletchley Park to a future that felt like science fiction, the constants were

human curiosity and fear.



SAM
(humorous)
And let's not forget the coffee. It seems no matter the era, everyone needs a good cup to make

history.

(The class laughs, easing the tension and grounding the presentation in relatability.)

INT. TULANE UNIVERSITY - LECTURE HALL - LATER

(The presentation winds down with a discussion on the ethical implications of Al and time travel.

The audience is captivated by the blend of historical insights and futuristic speculation.)

ALEX
(earnest)
We learned that with great power comes great responsibility. Whether it's Al or time machines,

how we use technology will define not just our own future, but the legacy we leave behind.

WALTER ISAACSON
(impressed)
Your experiences remind us that while we strive to innovate, we must also safeguard our moral

compass. The future, as you’ve shown, is not just something to be shaped but also respected.

INT. TULANE UNIVERSITY - LECTURE HALL - POST-LECTURE

(After the applause, students swarm around ALEX, SAM, and JESS, eager to ask questions and
share their thoughts. The team is invigorated by the interaction, realizing the impact of their

Journey beyond their own lab.)



STUDENT
(enthusiastic)

Dr. Turing, do you think we should fear the future of Al, or embrace it?

ALEX
(thoughtful)
Embrace it, but cautiously. Innovate with intention, understand the implications, and always,

always value the human element.

EXT. TULANE UNIVERSITY - CAMPUS - DAY

(The team walks out of the building, reflecting on the day.)

SAM
(relieved)

| think we did something good here today.

JESS
(agreeing)

Yeah, educating the next wave of tech leaders might just be our most important adventure yet.

ALEX
(optimistic)
Who knows? Maybe one of those students will figure out how to do all this responsibly. Maybe

they’ll even improve on our work, without needing a time machine.

(They share a laugh, walking off into the campus, their spirits high with the hope of a better
future crafted by those they've inspired today.)



This finale not only caps off the team's adventures but also positions them as mentors and
thought leaders in the evolving dialogue about technology and ethics. It highlights the impact of
their experiences on a new generation, setting a hopeful tone for the future of technology and

human interaction.



