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🌐 This report was written by Dylan AI, your partner for insightful script 
analysis. 

For inquiries, please contact us here or email hello@scenemind.ai.

💡 This report is an optional reference library for your screenplay. 
Consult specific sections when you need in-depth insights on 
particular aspects like dialogue or structure, instead of reading it 
cover-to-cover.

Marketability
Target Audience:

Demographics: Broad appeal, likely skewing slightly Male 2554, but 
with significant crossover potential due to strong emotional core and 
female protagonist elements Murph, Brand). Educated audiences 
drawn to scientific concepts. Families (older children/teens) due to 
parent-child themes.

Psychographics: Intellectually curious viewers interested in big ideas 
(time, gravity, humanityʼs place in the cosmos). Individuals valuing 
family, sacrifice, and exploration. Viewers seeking emotionally resonant 

Marketability
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Pacing
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Tone
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Themes
Writing
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stories alongside spectacle. Environmental awareness connects with 
themes of Earthʼs decline.

Genre/Comps Fans: Attracts fans of:

Hard Science Fiction (2001 A Space Odyssey, Contact). Grounded 
scientific concepts (relativity, wormholes, black holes) appeal to this 
group.

Space Opera/Adventure (Gravity, elements of Star Wars in scale). 
The journey through the wormhole, planetary exploration, and 
survival sequences offer adventure.

Family Drama: The central Cooper-Murph relationship provides a 
powerful emotional anchor (“STAYˮ message, the watches, time 
dilation impact).

Disaster/Environmental Thriller: The depiction of a dying Earth 
Blight, dust storms) resonates with eco-thriller audiences.

Christopher Nolan Fans: A significant built-in audience expecting 
large-scale, intelligent, and often non-linear or complex narratives.

Market Position:

Mainstream: Clearly designed for wide, global release. High concept, 
star potential (inherent in Cooperʼs role), and spectacular visuals target 
a mass audience.

Commercial/Genre Focus: Strong reliance on sci-fi spectacle 
(wormhole travel, black hole interaction, planetary environments, 
complex docking sequences) and thriller elements Mannʼs betrayal, 
survival challenges).

Prestige/Awards Potential: Ambitious scope, complex themes (love 
transcending dimensions, human fallibility, sacrifice), emotional depth, 
and potential for technical achievement position it strongly for awards 
consideration. Occupies the space of “intelligent blockbuster.ˮ

Balance: Successfully blends large-scale commercial appeal with 
intellectual and emotional substance, aiming for both box office 
success and critical acclaim – a rare combination for original IP at this 
scale.

Feasibility:
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Scale: Very large scale. The concept inherently requires significant 
production resources.

Locations: Multiple distinct environments – decaying Earth (farm, 
school), secret NASA base, Endurance spacecraft interiors, multiple 
alien planets (water world, ice world, desert world), the Tesseract, 
Cooper Station. Requires extensive set builds and diverse location 
work or digital environments.

VFX Extensive and complex visual effects are non-negotiable. 
Depicting wormholes, Gargantua (black hole), realistic space travel, 
planetary vistas (giant waves, ice clouds), robotic characters TARS, 
CASE, and the abstract Tesseract sequence demands a top-tier 
budget and effects team. Sequences like the spinning Endurance 
docking are technically demanding.

Cast: Moderate principal cast size for the Endurance crew, but 
expands significantly with Earth-bound characters across different 
time periods Murph young/old, Tom young/old, Donald, Professor 
Brand young/old, NASA personnel) and Dr. Mann. Implies need for 
strong lead actors.

Budget Range: Appears positioned at the highest end of studio 
filmmaking. The combination of practical ambition (complex sets, 
potentially challenging location simulation) and heavy VFX suggests a 
budget only feasible for major studios aiming for a tentpole release. Not 
suitable for independent or low-budget production.

Relevance/Timeliness:

Current Conversations: Directly taps into contemporary anxieties 
about:

Climate Change/Environmental Collapse: The scriptʼs premise of a 
dying Earth ravaged by Blight and dust storms (“We ran out of 
food,ˮ  “Your daughterʼs generation will be the last to survive on 
Earthˮ) is highly relevant to ongoing environmental discussions.

Resource Scarcity: The backdrop of societal decline due to lack of 
food and resources reflects real-world concerns.

Future of Humanity: Questions humanityʼs long-term survival and 
the necessity of exploration vs. fixing terrestrial problems (“We 
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used to look up… Now we just look down,ˮ  the caretaker generation 
debate).

Universal Human Experiences: Explores timeless themes ensuring 
enduring appeal:

Parent-Child Bond: The core emotional driver is Cooperʼs love for 
Murph, particularly the pain of separation amplified by time dilation. 
The watch becomes a powerful symbol.

Love and Sacrifice: Explores love as a powerful, perhaps even 
dimensional, force Brandʼs speech, Cooperʼs connection to Murph 
across time). Characters make immense sacrifices for family and/or 
species.

Hope vs. Despair: The narrative arc moves from Earthʼs bleak 
outlook through perilous exploration towards a potential future for 
humanity.

Human Flaw/Resilience: Contrasts profound bravery Lazarus 
missions, Cooperʼs piloting) with human weakness Dr. Mannʼs 
desperation and betrayal).

Time and Memory: Explores the subjective nature of time and the 
lasting impact of memory and connection (“Once weʼre parents, 
weʼre just the ghosts of our childrensʼ futuresˮ).

Characters
Focal Character Cooper):

Evaluation: Cooper serves as a compelling, active protagonist. His core 
motivation—saving his children and, by extension, humanity—is clear 
and relatable. His background as a former pilot/engineer forced into 
farming establishes immediate internal conflict (explorer vs. caretaker) 
and provides the necessary skills for the plot.

Strengths:

Strong emotional anchor through his relationship with Murph. His 
guilt and love for her fuel much of the narrativeʼs heart.

Proactive and skilled – he doesnʼt just react; he pilots, improvises 
(drone capture, docking sequence), and makes critical decisions.
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Possesses relatable flaws: impatience (“Whatʼre you waiting for? 
Go!ˮ), occasional arrogance (“I got thisˮ), deep grief, and the burden
of his choices.

Weaknesses/Refinements:

His transition from farmer resigned to Earthʼs decline to astronaut 
accepting a potentially one-way trip feels somewhat rapid. While 
justified by the stakes and his latent desire to explore (“Weʼve 
forgotten who we are… Explorers, pioneersˮ), more exploration of 
his internal debate before accepting could deepen this moment.

The final decision to leave the elderly Murph to find Brand, while 
thematically resonant with his “ghostˮ status and Murphʼs release 
(“No parent should have to watch their child dieˮ), can feel abrupt 
given the journeyʼs focus on returning to Murph. Strengthening the 
Cooper-Brand dynamic throughout could make this final pivot feel 
more earned.

Antagonist or Antagonistic Force:

Evaluation: The script utilizes multiple, effective antagonistic forces 
rather than a single villain for much of its runtime.

Strengths:

Nature/Physics The Primary Antagonist): Blight, dust storms, 
gravity, time dilation Millerʼs planet, Gargantuaʼs pull) are powerful, 
impersonal forces. They create immense stakes, drive plot 
complications, and ground the science fiction concepts in tangible 
threats. Time itself becomes a resource and an enemy (“Every hour 
we spend on that planet will be maybe… seven years back on 
Earthˮ). This is highly effective.

Dr. Mann: Serves as a potent human antagonist in the third act. 
Represents the failure of humanityʼs ideals under extreme pressure
—fear overriding duty (“Pray you never learn just how good it can 
be to see another faceˮ). His betrayal is motivated by desperation 
and rationalized self-preservation (“You were never tested like I 
wasˮ). His actions directly imperil the crew and create significant 
physical conflict.

Professor Brandʼs Lie: Functions as an ideological/emotional 
antagonistic force revealed late, recontextualizing the mission and 
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creating deep conflict for Brand and Cooper (“Did my father know? 
Dad…? Did you leave me here to die?ˮ).

Weaknesses/Refinements:

Dr. Mannʼs descent happens relatively quickly on screen, though his 
backstory provides justification. More subtle foreshadowing of his 
instability could enhance the reveal.

The “Bulk Beingsˮ / Future Humans are intentionally enigmatic, 
serving as a plot device (wormhole, Tesseract). While effective for 
the mystery, they lack direct antagonistic presence until the 
conceptual reveal (“theyʼre usˮ).

Supporting Characters:

Murph:

Evaluation: Crucial, well-developed supporting character who 
functions almost as a dual protagonist.

Strengths: Provides the primary emotional core via her bond with 
Cooper. Her journey from abandoned child (“STAYˮ) to world-saving 
scientist (“Eureka!ˮ) is central. Active and intelligent from the start 
(ghost investigation, Morse code). Her scientific curiosity mirrors 
Cooperʼs.

Weaknesses/Refinements: Adult Murph sometimes feels defined 
primarily by her mission to solve the equation and her relationship to
Cooperʼs absence. Exploring her personal life/relationships beyond 
Tom and Getty, even briefly, could add further dimension.

Brand Amelia):

Evaluation: Key supporting character representing science, duty, 
and underlying emotion.

Strengths: Serves as a capable scientist and foil to Cooper (logic 
vs. intuition/emotion). Possesses clear personal stakes (father, 
Edmunds, Plan B. Her monologue on love as a quantifiable force 
(“Love is the one thing weʼre capable of perceiving…ˮ) is a pivotal 
thematic statement. Undergoes significant disillusionment and 
ultimately accepts leadership for Plan B.
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Weaknesses/Refinements: Her relationship with Cooper, while 
developing, feels somewhat understated given the endingʼs 
implication. More consistent development of their bond beyond 
mission friction could strengthen the final scene. The transition to 
emphasizing loveʼs power could be seeded more gradually.

Romilly:

Evaluation: Represents the wonder and terror of space exploration.

Strengths: Effectively conveys scientific concepts (wormhole 
explanation) and the psychological toll of isolation/danger (“This tin 
can… everything wants us deadˮ). His visible aging due to time 
dilation is a powerful, poignant illustration of relativityʼs cost.

Weaknesses/Refinements: His character primarily serves thematic 
and expositional functions. His death is sudden and primarily serves 
to advance Mannʼs plotline.

Doyle:

Evaluation: Primarily functional crew member.

Strengths: Establishes the mission parameters early on.

Weaknesses/Refinements: Underdeveloped. His death serves 
mainly to raise stakes on Millerʼs planet and highlight the cost of 
error.

Tars/Case:

Evaluation: Effective non-human characters, providing utility, 
humor, and unique perspectives.

Strengths: Differentiated by their adjustable settings (humor, 
honesty, discretion). Tars, in particular, develops a semblance of 
personality and loyalty, becoming crucial in the Tesseract 
sequence. They are active participants in key sequences (docking, 
data gathering).

Weaknesses/Refinements: As AI, their emotional depth is 
inherently limited, though Tars pushes these boundaries effectively.

Tom:

Evaluation: Represents the segment of humanity tied to Earth and 
the past.
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Strengths: Provides a clear contrast to Murphʼs drive and Cooperʼs 
mission. His motivations for staying (loyalty to land, family graves, 
distrust of the mission) are understandable (“Iʼm a farmer, Murph! 
You donʼt give up on the Earthˮ). Highlights the personal cost for 
those left behind.

Weaknesses/Refinements: Can feel somewhat one-note in his 
opposition; exploring his internal conflict or fears more deeply could 
add nuance.

Donald:

Evaluation: Grounded grandfather figure providing early exposition 
and thematic weight.

Strengths: Offers pragmatic wisdom and acts as Cooperʼs initial 
sounding board (“Donʼt trust the right thing done for the wrong 
reasonˮ). Establishes the generational conflict (“Weʼre a caretaker 
generationˮ). Effective presence in the first act.

Weaknesses/Refinements: Disappears after the first act, fulfilling 
his narrative function early.

Professor Brand:

Evaluation: Complex, pivotal figure.

Strengths: His arc is one of tragic depth – a brilliant scientist 
resorting to a “monstrous lieˮ for what he believes is humanityʼs only 
hope. His relationships with Amelia and Murph are central drivers. 
The reveal of his deception significantly raises the stakes and fuels 
character conflict.

Weaknesses/Refinements: His motivations are largely revealed 
through exposition (by Mann, or in his dying moments), though his 
actions (building the station) provide visual evidence of the lie.

Dimensionality:

Evaluation: The main characters exhibit strong dimensionality.

Strengths: Key characters Cooper, Murph, Brand, Prof. Brand, Mann) 
demonstrate internal conflicts, contradictions, and depth beyond simple 
archetypes.

Cooper wrestles with being a father vs. an explorer.
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Brand balances scientific objectivity with powerful emotions.

Murph channels her abandonment into scientific determination.

Prof. Brand carries the immense weight of his deception.

Mann showcases the fragility of heroism.

Inner lives are effectively conveyed through subtext, choices under 
pressure, and emotional reactions (e.g., Cooperʼs video messages, 
Brandʼs reaction to her fatherʼs death/lie, Murphʼs enduring connection 
to her “ghostˮ).

Weaknesses/Refinements: Some supporting characters like Doyle and, 
to a lesser extent, Romilly and Tom, feel less fully dimensional, serving 
more specific plot or thematic roles.

Arcs:

Evaluation: Key characters undergo significant and generally well-
earned arcs.

Strengths:

Cooper: Experiences a profound transformation from grounded 
farmer to transcendent savior figure, learning the power of love 
across dimensions and ultimately embracing his explorer identity. 
His arc is driven by external trials and internal motivations, feeling 
earned despite the fantastical elements Tesseract).

Murph: Arc from hurt, dependent child to the mature scientist who 
saves humanity, driven by love for and faith in her father, 
culminating in understanding and forgiveness. Believable 
progression over decades.

Brand: Arc involves loss, disillusionment, and the acceptance of 
responsibility for Plan B, reconciling her scientific training with her 
emotional insights (love). Earned through trauma and survival.

Negative Arcs: Mannʼs fall from grace and Prof. Brandʼs revealed 
tragedy provide compelling counterpoints.

Meaningful Refusal: Tomʼs refusal to leave Earth is a meaningful 
character choice, representing a valid, albeit doomed, perspective.

Weaknesses/Refinements: Cooperʼs final pivot to Brand, while 
supportable, could feel more integrated into his primary arc concerning 
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Murph with slightly more development of the Cooper-Brand dynamic.

Differentiation:

Evaluation: Characters are generally well-differentiated.

Strengths: Distinct voices, perspectives, and skill sets make characters 
easily distinguishable.

Voice: Cooperʼs pragmatic, action-oriented dialogue contrasts with 
Brandʼs more theoretical/emotional language, Prof. Brandʼs 
academic tone, Donaldʼs earthy wisdom, and the distinct AI 
personalities of Tars (sarcastic/logical) and Case (laconic/efficient).

Actions/Perspectives: Choices clearly define characters Cooper 
pilots, Murph solves, Tom farms, Mann betrays, Brand defends 
loveʼs role). Their differing views on the mission, Earth, and survival 
create natural conflict.

Weaknesses/Refinements: Minor characters like Doyle primarily speak 
in functional, mission-oriented dialogue.

Dynamics:

Evaluation: Relationships are clear, engaging, and evolve effectively.

Strengths:

Cooper-Murph: The central dynamic; powerful, resonant, and 
drives the filmʼs emotional core across time and space. Evolves 
from loving father-daughter bond through abandonment and guilt to 
ultimate reconciliation and understanding. Exceptionally strong.

Cooper-Brand: Evolves from professional friction (“Maybe you 
donʼt need to be that honestˮ) and ideological disagreement (logic 
vs. love) to deep respect, reliance, and implied connection. Provides 
a key secondary relationship.

Brand-Prof. Brand: Adds tragic weight through love and 
subsequent betrayal.

Murph-Prof. Brand: Mentor-protégé dynamic complicated by the 
underlying lie.

Crew Dynamics: Initial professionalism gives way to tension under 
pressure Millerʼs planet), is shattered by Mannʼs betrayal, and 
finally coalesces into survival focus Cooper/Brand/Tars/Case).
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Weaknesses/Refinements: While functional, the evolution of the 
Cooper-Brand dynamic feels slightly less explored on the page than the 
Cooper-Murph dynamic, making the ending rely more heavily on 
implication. The dynamics among the secondary crew Doyle, Romilly) 
are less developed beyond their immediate plot functions.

Structure
Foundation:

The script clearly adheres to a recognizable, albeit complex, 3Act 
structure.

Act 1 Earth-bound setup, establishing the dying world, Cooperʼs 
family dynamics, the “ghostˮ mystery, discovery of NASA, and the 
decision to undertake the mission. Ends with Cooper leaving Earth. 
Approx. “IGNITIONˮ)

Act 2 The journey through space. Includes travel to Saturn, 
wormhole transit, exploration of Millerʼs and Mannʼs planets, 
escalating dangers, time dilation consequences, betrayals Mann, 
Prof. Brandʼs lie), and culminates in the flight towards/into 
Gargantua. Ends approx. Cooperʼs “Detachˮ entering Gargantua)

Act 3 The Tesseract sequence (solving the gravity equation via 
Murph), Cooperʼs rescue, the resolution on Cooper Station (reunion 
with Murph, learning humanityʼs fate), and the final departure to find 
Brand.

The structure effectively supports the epic scope and thematic weight 
of the story. It integrates high-concept science fiction (wormholes, 
black holes, relativity, higher dimensions) with a deeply personal family 
drama Cooper/Murph).

While fundamentally 3Act, it cleverly uses relativity/time dilation as a 
structural element itself, creating significant shifts and consequences 
(e.g., the massive time jump after Millerʼs planet functions almost like a 
mid-act reset).

The framing device of the elderly interviewees provides thematic 
context but feels slightly dropped after the opening sections. 
Suggestion: Consider integrating these V.O. elements more consistently 
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or finding a different framing approach if needed for focus, though they 
serve their initial world-building purpose well.

Progression & Pacing:

Beginning Act 1

Setup: Effectively establishes the blighted Earth, the dust bowl 
atmosphere, the stakes for humanity, Cooperʼs past as a pilot, and 
his core relationships Murph, Tom, Donald). The initial dream 
sequence immediately establishes Cooperʼs background and 
longing. The parent-teacher conference efficiently reveals societal 
shifts and stakes.

Hook: The “ghostˮ phenomena (books falling, dust patterns) 
provides immediate mystery, leading directly to the inciting incident 
(finding NASA. The hook is strong, blending personal mystery with 
larger implications.

Pacing: Pacing is generally deliberate, establishing character and 
world. The drone chase provides an early action beat. Some 
readers might find the Earth setup slightly prolonged before the 
space element begins, but itʼs crucial for emotional investment. The 
pace quickens effectively once NASA is discovered and the mission 
parameters are laid out.

Middle Act 2

Escalation & Development: Narrative progresses effectively 
through a series of escalating challenges and reveals.

Wormhole transit offers awe and introduces the “handshakeˮ 
mystery.

Millerʼs planet provides a major setback, introduces extreme 
time dilation consequences, results in Doyleʼs death, and 
significantly raises personal stakes for Cooper due to lost time. 
This sequence is brutally efficient and impactful.

The 23-year message sequence is emotionally devastating and 
powerfully develops Cooperʼs arc and the theme of time/loss.

Mannʼs planet introduces new hope, then betrayal, the reveal of 
Plan Aʼs failure, and the deaths of Romilly and Mann. This builds 
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tension and thematic complexity regarding survival 
vs. humanity.

The escape from Mannʼs planet and the desperate docking 
sequence provide high-stakes action and showcase Cooperʼs 
piloting skills.

The decision to use Gargantua for a slingshot sets up the final 
push.

Pacing: Act 2 maintains strong momentum through varied 
sequences – exploration, character interaction, action, and 
suspense. The time jump after Millerʼs planet drastically re-
contextualizes the mission and accelerates the emotional stakes. 
The Mann sequence builds suspense effectively towards the 
betrayal. The escape/docking sequence is a tour-de-force of action 
pacing. Pacing remains engaging throughout this long act.

End Act 3

Climax: The climax operates on multiple levels simultaneously: 
Cooper navigating the Tesseract to communicate the crucial data to 
Murph across time via gravity, and the physical survival/escape of 
the Endurance (piloted by Case, carrying Brand and Plan B from 
Gargantua. This dual climax effectively resolves both the plot 
mechanism (gravity equation) and the missionʼs immediate survival. 
The Tesseract sequence is conceptually bold and visually 
imaginative on the page.

Resolution: Cooperʼs ejection, rescue near Saturn, awakening on 
Cooper Station, learning humanity survived thanks to Murph, the 
poignant reunion with elderly Murph, and his final decision to leave 
again to find Brand. The resolution ties up the main plot threads 
(humanityʼs survival, Cooper/Murph relationship) while leaving the 
Brand relationship open-ended.

Pacing: The Tesseract sequence is intellectually dense and relies 
on montage/intercutting; its effectiveness depends heavily on 
execution. The resolution on Cooper Station provides necessary 
emotional payoff but feels somewhat swift, especially Cooperʼs final 
departure. Suggestion: Slightly expanding the time on Cooper 
Station or the emotional processing before the final departure could 
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strengthen the landing, though the current pacing emphasizes 
Cooperʼs inherent nature as an explorer.

Key Turning Points:

Inciting Incident: The gravitational anomaly/dust pattern providing 
coordinates to NASA. Clearly defined, driven by mystery, and propels 
Cooper from his passive farming life back towards his true calling/the 
larger conflict. Impactful.

Act 1 Break Leaving Earth): Cooper lifting off in the Ranger 
(“IGNITIONˮ). A powerful emotional and narrative threshold, leaving the 
old world and venturing into the unknown. Clearly defined and 
impactful.

Midpoint: The disastrous Millerʼs planet mission and the subsequent 
23-year time jump. This is a major structural pivot. It drastically alters 
the stakes, ages Cooperʼs children significantly on Earth, eliminates one 
potential haven, costs a crew member, and forces a re-evaluation of the 
missionʼs timeline and resources. Highly impactful and clearly defined.

Act 2 Break Entering Gargantua): Cooper detaching his Ranger 
(“Detachˮ) to fall into Gargantua, sacrificing himself (and Tars) to save 
Brand and ensure Plan Bʼs continuation/gather data. This marks the 
point of no return, Cooper fully committing to a potentially one-way trip 
into the ultimate unknown to fulfill a larger purpose. Clearly defined and 
carries immense weight.

Climax: The interwoven sequences of Cooper manipulating spacetime 
within the Tesseract to send the quantum data via the watchʼs second 
hand, and the Endurance escaping Gargantuaʼs pull. These represent 
the resolution of the central scientific problem and the immediate 
physical peril. Both are clearly defined and serve as the peak of tension 
and narrative resolution.

Resolution: Cooperʼs reunion with the elderly Murph on Cooper Station. 
This provides the emotional catharsis and confirms the missionʼs 
ultimate success (humanity saved). His subsequent departure for Brand 
provides the final thematic beat about his nature. Clearly defined, 
impactful, though the final beat feels slightly quick.

Pacing
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Overall Flow

The script establishes a deliberate, almost languid pace in the opening 
act on Earth, effectively grounding the audience in the dying world and 
Cooperʼs family dynamic before the narrative accelerates significantly.

The initial scenes Nightmare wake-up, Breakfast, Drive to school) 
take time to establish the setting (dust, blight, failing crops), 
character relationships Cooper/Murph, Cooper/Tom, 
Cooper/Donald), and the prevailing societal mindset (anti-science, 
focus on farming). This slower burn is crucial for emotional 
investment.

Thereʼs a risk this early pacing might feel slightly slow for some 
readers accustomed to quicker inciting incidents, but it serves the 
storyʼs thematic and emotional weight.

Pacing ramps up considerably following the discovery of the NASA 
coordinates (“Gravityˮ pattern in dust). The transition from farmer to 
astronaut feels somewhat abrupt, compressed into relatively few 
scenes Discovery  NASA facility  Mission Briefing  Decision to 
Leave).

While efficient, the speed of Cooperʼs recruitment and acceptance 
of the mission might slightly undercut the monumental nature of the 
decision. Suggestion: Slightly expanding the beats around his 
internal conflict or the familyʼs reaction before the final departure 
could enhance this, though the existing structure prioritizes forward 
momentum.

Once in space, the pacing varies effectively between periods of travel 
(often handled via montage or time jumps like the cryo-sleep to Saturn) 
and intense, high-stakes sequences Wormhole transit, Millerʼs Planet, 
Mannʼs Planet docking crisis, Gargantua slingshot).

The use of time dilation as a pacing mechanism (“Every hour we 
spend on that planet will be maybe … seven years back on Earthˮ) is 
a core strength, creating narrative tension and emotional 
consequences that unfold later Murphʼs messages).

The third act, particularly from the Mann betrayal through the Tesseract 
sequence and resolution, moves at a breakneck speed. While thrilling, 
the density of events and conceptual leaps Mannʼs fight, escape, 
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docking disaster, Gargantua maneuver, Tesseract physics) can feel 
overwhelming.

Individual sequences are potent, but the rapid succession allows 
little breathing room between major crises and revelations.

The Tesseract sequence itself, while visually imaginative on screen, 
reads as conceptually dense and potentially confusing, slowing 
comprehension even as the plot resolution barrels forward.

The resolution on Cooper Station and the final scene provide a 
necessary emotional cooldown, though Cooperʼs rapid decision to leave 
again for Brand feels somewhat rushed after the significant reunion with 
elderly Murph.

Scene-Level

Most scenes effectively serve multiple functions: advancing plot, 
revealing character, or developing theme.

Example: The parent-teacher conference scene advances the plot 
(reveals societal state, conflict over education), reveals character 
Cooperʼs frustration and values, Ms. Hanleyʼs conformity), and 
develops themes (humanityʼs lost ambition, denial about the planetʼs 
state).

Example: The drone chase (“Indian air force surveillance drone…ˮ) 
injects early action, showcases Cooperʼs piloting skills and 
resourcefulness (foreshadowing), and contrasts past tech with the 
present decline.

Scene length and intensity vary appropriately throughout.

Quiet, character-focused scenes Cooper and Donald on the porch, 
Cooper watching Murphʼs messages) provide contrast and 
emotional weight against high-intensity action/suspense sequences 
Millerʼs Planet wave, Endurance docking attempt).

The Millerʼs Planet sequence is a strong example of escalating 
intensity within a contained section – from arrival, discovery of 
wreckage, realization of the wave, frantic escape attempt, to the 
devastating time cost reveal.

Some exposition-heavy scenes, particularly within the NASA facility 
briefing, rely heavily on dialogue to convey complex information 
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Wormhole physics, Lazarus missions, Plan A/B. While necessary, 
these scenes occasionally border on slowing the momentum 
established by the initial discovery.

Suggestion: Breaking up some of the longer exposition dumps or 
finding more visual/active ways to convey this information could 
slightly improve flow, though the script generally handles this well 
given the conceptual density. For instance, the wormhole 
explanation uses the paper demonstration effectively (“Folds the 
paper over and jams the pen through…ˮ).

The fight sequence between Cooper and Mann (“SOMEONEʼS  GLASS 
- WILL  GIVE  WAY  FIRST !ˮ) is visceral and propulsive, effectively 
paying off Mannʼs character setup while driving the immediate plot 
forward under extreme pressure.

Information Flow

Exposition regarding the worldʼs state Blight, dust, societal priorities) is 
integrated organically into early scenes and dialogue (“Nelsonʼs 
torching his whole crop,ˮ  “We didnʼt run out of planes… We ran out of 
foodˮ).

The introduction of NASA and the mission specifics Wormhole, 
Gargantua, Plan A/B is concentrated in the middle of the first act. The 
pacing here is rapid, delivering a large volume of crucial information 
quickly to propel Cooper into space.

The core mystery (“Theyˮ) is established early and revisited 
effectively, maintaining intrigue.

The concept of Plan B Population Bomb) is introduced efficiently, 
setting up future stakes and moral dilemmas.

The reveal of the time dilation effect near Gargantua (“Every hour… 
seven years back on Earthˮ) is placed effectively just before the Millerʼs 
planet mission, maximizing the impact of the subsequent disaster.

The staggered reveal of messages from Earth Tomʼs updates, 
Grandpaʼs death, Murphʼs birthday message) is powerfully paced, 
landing emotional blows on Cooper (and the audience) after the 
significant time jump caused by Millerʼs planet. This delayed information 
flow is a key strength.
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The major reveal of Professor Brandʼs lie about Plan A “Your father 
solved his equation before I even leftˮ) occurs deep into the second act, 
significantly raising the stakes and recontextualizing the missionʼs 
purpose and Cooperʼs motivations. This twist lands effectively after the 
crew has faced multiple setbacks.

Information within the Tesseract sequence Cooper influencing the past 
via gravity, “Theyˮ are future humans, transmitting the data via the 
watch) is delivered rapidly amidst complex conceptual territory. While 
necessary for resolution, the density and abstract nature of the 
information can be challenging to process at script level. The reliance 
on TARSʼ explanations helps but doesnʼt fully mitigate the complexity.

Backstory elements Cooperʼs past as a pilot, death of his wife) are 
woven in efficiently through dialogue and brief flashbacks/mentions 
(“Were you dreaming about the crash?,ˮ  “cyst in my wifeʼs brainˮ).

Worldbuilding
Mythology/World-building  Initial Earth Setting:

The depiction of a near-future Earth grappling with ecological collapse 
is established effectively through cumulative detail.

The “Blightˮ is introduced organically: first as a reason for a 
neighbor burning crops (“Nelsonʼs torching his whole cropˮ), then 
specified (“last harvest for okraˮ), establishing corn as the last 
viable crop. This gradual reveal feels natural.

Dust Bowl conditions are vividly portrayed through sensory details 
(“dust fallsˮ from books, sweeping dust off the porch, dust storms 
“ENORMOUS BLACK DUST STORMˮ) and character experience 
(masks, coughing, dialogue from old-timers). Creates a strong, 
tangible sense of environmental decay.

The societal shift towards agrarianism and anti-intellectualism is 
clearly communicated, though sometimes heavy-handed.

The Principalʼs dialogue (“world doesnʼt need more engineers… 
We ran out of food,ˮ  “Weʼre a caretaker generationˮ) directly 
states the new paradigm.

The “correctedˮ textbooks faking the Apollo missions serve as a 
potent, albeit slightly blunt, symbol of this regression. 
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Consideration could be given to slightly subtler integration, 
though its shock value works.

Cooperʼs lament (“We used to look up… Now we just look 
down…ˮ) effectively summarizes the thematic core of this 
changed world.

Technological level is depicted with a degree of inconsistency that 
largely works thematically but warrants scrutiny.

Juxtaposition of old tech (pickup trucks, CB radios) with advanced 
tech (automated harvesters, sophisticated drones, Tars/Case) 
establishes a world that had advanced technology but lost the 
infrastructure or will to maintain much of it beyond immediate 
survival needs (farming).

The specific lack of MRI machines is a poignant, character-driven 
detail grounding the technological decline.

The drone chase sequence effectively showcases residual 
advanced tech being repurposed (“Solar cells could power an entire 
farm,ˮ  “Give it something socially responsible to do, like drive a 
combineˮ).

Mythology/World-building  NASA & Space Exploration:

The concept of a secret, underfunded NASA operating out of NORAD 
provides a plausible rationale for humanityʼs last hope existing outside 
public knowledge, given the depicted societal priorities. The reveal is 
handled efficiently post-capture.

The Lazarus Missions are introduced effectively, establishing the high 
stakes and defining the bravery/desperation involved (“Wait to be 
rescued… And if their world didnʼt show promise? / Hence the 
braveryˮ). The name itself carries thematic weight.

Plan A (saving Earthʼs population via gravity equation/station) vs. Plan B 
(colonization via population bomb) forms the central ethical and 
practical conflict of the mission.

The initial explanation by Professor Brand is clear, establishing the 
stakes and the supposed hope of Plan A.

The later reveal of Plan A being a lie, known by Professor Brand and 
Dr. Mann, drastically recontextualizes the world-building and 
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character motivations. This twist is well-seeded Professor Brandʼs 
evasiveness, the need for singularity data).

The mysterious “Theyˮ Bulk Beings) responsible for the wormhole and 
gravitational anomalies serve as a key mythological element.

Their nature is kept ambiguous for much of the script, driving 
mystery. Introduced via Romilly (“Someone placed it thereˮ) and 
Brand (“appear to be looking out for usˮ).

The gravitational anomalies (dust patterns, Cooperʼs crash) are 
effectively shown as their method of communication before being 
explicitly stated.

The final reveal (“‘Theyʼ arenʼt ‘beingsʼ … theyʼre usˮ) provides a 
satisfying, if complex, resolution to this mystery, tying into the 
themes of humanity saving itself.

Atmosphere:

Earth sections evoke a powerful atmosphere of weariness, nostalgia, 
and quiet desperation.

Achieved through descriptions: “ENDLESS SEA OF CORN,ˮ  
“ENORMOUS BLACK DUST STORM,ˮ  dust “forcing jets… up through 
cracks.ˮ

Dialogue contributes: Donaldʼs reflections (“This world isnʼt so bad…
youʼre the one who doesnʼt belongˮ), Cooperʼs frustrations (“Weʼve 
forgotten who we areˮ).

The baseball scene (“trickle of applause,ˮ  “Whoʼre these bums? ,ˮ 
“popcorn… is unnaturalˮ) effectively contrasts past normalcy with 
the diminished present.

Space sections effectively create moods of awe, profound isolation, 
terror, and fragile hope.

Descriptions of space phenomena: Gargantua (“black sphere 
sucking light,ˮ  “GLOWING, CURVED HORIZONˮ), the wormhole 
(“SPHERICAL blur of stars,ˮ  “TUNNEL OF DISTORTED 
REFLECTIONSˮ), Millerʼs planet (“ENDLESS OCEAN,ˮ  “MOUNTAIN 
WAVE THOUSANDS OF FEET HIGHˮ).
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Ship interiors contribute: “cramped cabins,ˮ  Romillyʼs fear (“This tin 
can… everything wants us deadˮ), Cooper looking at “diminishing 
Earth.ˮ

The silence of space contrasted with violent action (docking 
sequences, wave impact) heightens tension.

The script successfully modulates atmosphere according to plot needs, 
shifting from the grounded dustiness of Earth to the vast, dangerous 
beauty and emptiness of space, and finally the abstract, theoretical 
space of the Tesseract.

World Rules / Mythology Genre  Sci-Fi):

Clarity and Consistency:

The rules of the Blight (progressive crop failure) are clear and drive 
the central Earth-bound conflict.

Relativity/Time Dilation is introduced via dialogue Brand, Romilly: 
“Every hour… seven yearsˮ) and its consequences are 
demonstrated dramatically Millerʼs planet costing 23 years, the 
slingshot costing 51. The rules feel consistent once established.

Wormhole physics explanation Romillyʼs paper/pen demonstration) 
provides a clear, visualizable analogy for a complex concept (“Itʼs a 
spherical holeˮ). Its function as a gateway is consistent.

Gargantuaʼs properties (massive gravity, event horizon, singularity, 
time effects) are explained and consistently impact the missionʼs 
options and risks.

The Tesseract introduces complex rules about time as a physical 
dimension and communication via gravity.

Cooperʼs interaction (pushing books, manipulating watch hand 
via world lines) demonstrates these rules in action.

While abstract, the internal logic feels consistent within the 
scene, explained largely through Cooperʼs realizations and Tarsʼ 
dialogue (“time is represented here as a physical dimension,ˮ  
“exert a force across spacetime  Gravityˮ). Clarity relies heavily 
on Cooperʼs intuitive leaps.
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The Bulk Beingsʼ abilities (creating wormhole/Tesseract, 
communicating via gravity, existing beyond 4 dimensions) are 
consistently hinted at and ultimately resolved as future humanity.

Integration and Exposition:

Exposition is generally handled well, often integrated into dialogue 
arising from necessity or character interaction.

Show: Dust storms, failing crops, Cooperʼs piloting skills, the 
dangers of Millerʼs planet are shown through action and 
consequence.

Tell: NASAʼs backstory, Plan A/B details, wormhole physics, 
Tesseract function rely more on dialogue exposition, but often 
delivered under pressure or during crucial decision points, 
making it feel less like an info-dump. Examples: Professor Brand 
explaining NASAʼs mission; Romilly explaining the wormhole 
before entry; Brand/Cooper debating Mann vs. Edmunds; Tars 
explaining Tesseract mechanics while Cooper is inside it.

The reveal of Professor Brandʼs deception regarding Plan A is 
handled through dialogue Dr. Mannʼs explanation, Murphʼs 
confrontation with the dying Professor), effectively 
recontextualizing prior world-building.

The science, while complex, is mostly tethered to plot requirements 
(e.g., time dilation dictates mission choices; gravity manipulation is 
needed for rescue).

Some scientific explanations border on lecture Romilly on 
wormholes, Brand on love transcending dimensions), but usually 
serve character or thematic points. The “love as a dimensionˮ 
speech feels slightly less integrated than the hard science 
explanations.

The Tesseract sequence relies heavily on Cooper figuring things out 
aloud, combined with Tarsʼ radio exposition, which is necessary 
given the abstract nature but pushes the limits of “show, donʼt tell.ˮ  
Consider if any visual cues within the Tesseract description could 
convey function more intuitively before dialogue confirms it.

Tone
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First Ten Pages  Tone Setting:

The initial pages effectively establish a dominant tone of grounded 
realism, elegiac nostalgia, and environmental decay.

This is achieved through:

Sensory details: “GENTLE SOUND OF WIND IN CORN,ˮ  dust 
falling from books, descriptions of dust “everywhere.ˮ

Voiceover: The elderly female voice Murph) and Old-Timer 
interviews immediately frame the story as a reflection on a 
difficult past, lending a documentary-like, mournful quality. “Dad 
was a farmer. Like everybody else back then.ˮ

Visuals: Endless cornfields contrasted with pervasive dust, 
aging farmhouse, old pickup truck, smoke from Nelsonʼs 
burning crop signaling blight.

Dialogue: Focus on practical concerns (grits, fixing lander, 
parent-teacher conference, crop blight), grounding the world 
despite hints of the extraordinary.

Elements of familial warmth and tension are interwoven, adding 
emotional depth.

Cooperʼs interactions with Murph (nightmare, ghost discussion) 
show affection mixed with weariness.

Banter between Tom and Murph (“dumb-assˮ) feels authentic to 
sibling dynamics.

Donaldʼs presence adds generational perspective and gentle 
conflict (“Repopulating the Earth,ˮ  “Start minding your businessˮ).

A tone of fading grandeur and lost potential is introduced through 
Cooperʼs character.

His past as a pilot/engineer contrasts sharply with his present as a 
farmer. The nightmare flashforward and the subsequent reveal 
establish this loss early. “Course, he didnʼt start that way…ˮ

His handling of the drone chase sequence (“Solar cells could power 
an entire farm,ˮ  “Give it something socially responsible to doˮ) 
shows lingering expertise repurposed for a diminished world. This 
sequence provides a crucial, early glimpse of action and Cooperʼs 
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capabilities, hinting at the larger scale to come but framed within 
the grounded reality.

Mystery and the uncanny are subtly introduced.

Murphʼs “ghostˮ and the discussion of poltergeists.

The unusual behavior of the drone (“Sun finally cooked its brain. Or 
it came down looking for something.ˮ ).

Critique: While establishing the emotional core and stakes effectively, 
the first ten pages lean heavily on the grounded and elegiac. The epic 
sci-fi adventure aspect, while hinted at (nightmare, drone), isnʼt the 
dominant feeling initially. This deliberate choice prioritizes character 
and world-building, ensuring the subsequent space journey feels 
motivated by desperation rather than pure adventure. It successfully 
sets the foundational tone, but the full scope unfolds later.

Consistency & Shifts:

The script maintains a core tonal anchor in its seriousness, emotional 
weight, and focus on human stakes (survival, love, loss) throughout its 
considerable length and genre shifts.

Intentional Shifts: The script navigates significant, purposeful tonal 
shifts required by its epic scope.

Earth vs. Space: A primary shift occurs between the dusty, 
grounded realism of Earth and the awe, wonder, terror, and 
intellectual coldness of space. This contrast is fundamental to the 
narrative (leaving home, the unknown).

Example: The transition from the emotionally charged departure 
from Murph to the mechanical precision and scale of the rocket 
launch and Endurance docking sequence.

Wonder vs. Peril: Shifts occur frequently in the space sequences 
between moments of profound beauty/discovery and intense, life-
threatening danger.

Example: The awe-inspiring approach to the wormhole (“Itʼs a 
sphere.ˮ ) followed shortly by the extreme danger and temporal 
consequences of Millerʼs planet.
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Example: The intellectual curiosity surrounding Gargantua (“If 
we could see the collapsed star inside… weʼd solve gravityˮ) 
juxtaposed with the deadly gravitational forces and time dilation 
effects.

Intimate Drama vs. Sci-Fi Exposition: Shifts between deeply 
personal character moments and necessary scientific explanation.

Example: Brandʼs highly emotional speech about love 
transcending dimensions occurs amidst a pragmatic debate 
about fuel and mission objectives.

Example: Cooperʼs viewing of decades of missed messages 
from his children provides intense emotional weight following 
complex discussions of relativity and mission planning.

Hope vs. Despair: Major tonal shifts are tied to plot revelations.

Example: The reveal of Plan Aʼs impossibility and Professor 
Brandʼs deception injects a profound sense of betrayal and 
despair, darkening the missionʼs tone significantly.

Example: Dr. Mannʼs sequence shifts the tone towards 
suspense and survival horror, culminating in betrayal and a 
desperate fight.

Effectiveness of Shifts: Generally, the shifts feel earned and effective, 
driven by plot progression and thematic exploration.

The contrast between Earth and space reinforces the stakes.

The shifts between wonder and peril create narrative tension and 
highlight the unforgiving nature of space exploration.

The blend of intimacy and exposition grounds the high-concept 
science in relatable human emotion.

The darker turns Plan B reveal, Mannʼs betrayal) feel like logical, 
though harsh, consequences within the established world and 
character motivations, exploring the darker aspects of survival 
instinct.

Potential Jarring Points:

The pacing required to cover vast plot points means transitions can 
sometimes feel abrupt without strong directorial/editorial execution 
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(e.g., cutting between concurrent high-stakes action in space and 
character drama on Earth).

The sheer density of scientific concepts requires shifts into 
exposition that could potentially slow momentum if not handled 
dynamically. However, the script often ties these explanations 
directly to immediate plot stakes (e.g., explaining relativity right 
before the Millerʼs planet decision).

The shift into the highly abstract Tesseract sequence represents the 
most significant departure in tone and style, moving towards the 
surreal and metaphysical. While thematically crucial, it requires a 
substantial leap from the established realism.

Establishment:

The intended overarching tone – a blend of serious, emotionally-
driven science fiction drama with philosophical underpinnings – is 
successfully established from the beginning, albeit gradually.

Clarity: The script does not immediately present itself as a light-hearted
space adventure. The opening establishes:

Seriousness: Through the depiction of a dying Earth, the elegiac 
voiceovers, and the weight of Cooperʼs past trauma (the crash 
dream).

Emotional Stakes: Primarily through the Cooper-Murph relationship 
and the theme of parental responsibility/legacy.

Intellectual Curiosity: Via Cooperʼs scientific explanations to Murph 
and his repurposing of the drone.

Grounded Sci-Fi: Technology exists (drones, automated combines) 
but is weathered, repurposed, or failing, rooting the science fiction 
in a believable decline.

Foundation Building: The initial focus on Earthʼs plight and family 
dynamics serves as a crucial foundation. It ensures the subsequent 
journey into space is understood as a desperate necessity driven by 
love and survival, rather than just exploration for its own sake. The tone 
established is one of necessity and consequence, which permeates 
the entire narrative.
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Gradual Revelation: The full scale and nature of the sci-fi elements 
(wormholes, relativity, other galaxies) are revealed later. The opening 
establishes the why (dying Earth, save humanity/family) and the 
emotional core before fully unveiling the how and what of the 
interstellar journey. This layered approach makes the later, grander 
elements feel earned and impactful rather than arbitrary spectacle.

Dialogue
Naturalism/Style

The dialogue generally achieves a functional naturalism appropriate for 
the characters and world, particularly in the early Earth-bound scenes.

Family interactions feel grounded (e.g., breakfast table banter about 
the “ghost,ˮ  Cooper and Donaldʼs porch conversations). The sibling 
dynamic between Tom and Murph (“dumb-assˮ) reads as authentic 
adolescent friction.

Donaldʼs folksy wisdom (“Born forty years too late, or forty years 
too earlyˮ) contrasts well with Cooperʼs pragmatic frustration.

Stylized dialogue exists, primarily with the AI characters TARS/CASE 
and philosophical pronouncements.

TARSʼs humor setting provides a distinct, albeit sometimes overly 
quippy, voice. Lines like “Plenty of slaves for my robot colonyˮ or 
the cue light joke offer levity but occasionally feel manufactured for 
effect rather than organic AI personality.

Suggestion: Slightly temper TARSʼs sarcasm frequency to 
maintain believability, ensuring jokes land effectively without 
feeling forced.

Professor Brandʼs dialogue, especially the Dylan Thomas quote (“Do 
not go gentle…ˮ), serves a thematic purpose but leans heavily into 
inspirational archetype territory. This is largely effective given his 
role, but borders on cliché.

Dr. Mannʼs dialogue effectively shifts from relieved survivor (“Pray 
you never learn just how good it can be to see another faceˮ) to 
philosophical justification for his betrayal (“The survival instinct is 
our single greatest source of inspirationˮ), marking his character arc 
stylistically.
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Scientific and technical dialogue (“disturbance of spacetime,ˮ  
“gravitational anomalies,ˮ  relativity discussion) sounds credible within 
the sci-fi context, balancing accessibility with necessary jargon.

The wormhole explanation using paper is a classic, functional visual 
aid translated adequately into dialogue (“A wormhole bends space 
like this…ˮ).

Some dialogue feels slightly less natural and more purely functional or 
thematic.

Brandʼs speech on love transcending dimensions (“Love is the one 
thing weʼre capable of perceiving…ˮ) feels more like a thesis 
statement than natural character expression in that moment, though 
it serves a key thematic purpose later revealed.

Cooperʼs lines like “Mankind was born on Earth. It was never meant 
to die hereˮ are powerful thematically but lean towards grand 
pronouncements rather than purely naturalistic conversation.

Function

Dialogue effectively reveals character:

Cooperʼs pragmatism, engineering background, and core love for 
his children shine through (“Figure it out. Iʼm not always going to be 
here to help you,ˮ  his interactions with Murph, his MRI story to 
Ms. Hanley).

Murphʼs intelligence and emotional connection to Cooper are clear 
(“You say science is about admitting what we donʼt know,ˮ  her 
interpretation of the Morse code as ‘STAYʼ).

Brand Amelia)ʼs scientific dedication mixed with emotional 
vulnerability is conveyed (“We have to think of time as a resource,ˮ  
her defense of Edmunds).

Professor Brandʼs paternalistic authority and hidden desperation are 
palpable (“Iʼm asking you to trust me,ˮ  the later reveal of his lie).

Dr. Mannʼs arc from hopeful savior to desperate survivor is primarily 
driven by his dialogue shifts.

Dialogue advances the plot consistently:

Interstellar  Reference  Dylan AI 28



Exposition about the blight and Earthʼs decline sets the stakes (“We 
ran out of food,ˮ  “Your daughterʼs generation will be the last to 
survive on Earthˮ).

The parent-teacher conference reveals societal shifts and 
introduces conflict regarding Cooperʼs past and Murphʼs beliefs.

The discovery of NASA and the explanation of the mission 
(wormhole, Lazarus, Plan A/B are handled through necessary 
dialogue exchanges.

Conflicts regarding mission choices Millerʼs planet 
vs. Mannʼs/Edmundsʼ) are debated through dialogue, driving plot 
decisions (“We donʼt have the fuel to visit both prospectsˮ).

The reveal of Plan Aʼs failure and Mannʼs deception are crucial plot 
turns delivered via dialogue.

Exposition is generally well-managed, often integrated into conflict or 
character moments, but sometimes leans towards being overt.

The Principal/Ms. Hanley scene effectively delivers world-building 
exposition through conflict over textbooks and Tomʼs future.

Professor Brand explaining the mission details to Cooper functions 
well, given Cooper needs catching up.

Romillyʼs explanation of the wormhole is functional but feels slightly 
like a lecture (“In the illustrations theyʼre trying to show you how it 
works…ˮ).

The explanation of time dilation near Gargantua is clear and vital 
(“Every hour we spend on that planet will be maybe … seven years 
back on Earthˮ) but delivered somewhat clinically.

Suggestion: Look for opportunities to break up longer expository 
chunks (like the initial NASA briefing) with more action or 
interjection, though its current state is largely acceptable for the 
genreʼs needs.

Subtext

The script utilizes subtext effectively in key character relationships and 
moments.
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Cooperʼs conversation with Ms. Hanley about the MRI contains 
significant subtext about his grief, frustration with the worldʼs 
priorities, and his protective nature towards Murph.

Brandʼs defense of choosing Edmundsʼ planet clearly operates on a 
layer of personal feeling beneath the scientific reasoning (“Iʼm 
drawn across the universe to someone I havenʼt seen for a 
decade…ˮ). Cooper calls this out directly (“Sheʼs in love with Wolf 
Edmundsˮ).

Cooper leaving Murph is laden with subtext – his promise to return 
versus the unspoken uncertainty and Murphʼs understanding (“You 
have no idea when youʼre coming backˮ). The ‘STAYʼ message is 
potent dramatic irony/subtext realized later.

Donaldʼs advice often carries subtextual weight about Cooperʼs 
nature and responsibilities (“Donʼt trust the right thing done for the 
wrong reasonˮ).

The discussion about TARSʼs honesty parameter (“Absolute honesty 
isnʼt always the most diplomatic…ˮ) directly addresses the concept 
of subtext and its necessity in human (and human-AI interaction.

However, certain thematic points are stated quite directly, reducing 
potential subtext.

Brandʼs speech on love feels overly explicit in its thematic 
declaration.

Dr. Mannʼs philosophical justifications for his actions sometimes feel 
like direct authorial commentary rather than nuanced character 
psychology expressed through subtext.

The conflict between exploration and caretaking is often stated 
overtly Cooper vs. Principal, Cooper vs. Donald).

Suggestion: Explore moments where characters might express complex 
emotions or motivations indirectly, particularly during high-stakes 
scientific discussions or justifications, allowing the audience to infer 
more. Could Mannʼs justifications feel more self-deceptive through 
subtext rather than direct pronouncements?

Differentiation

Key characters generally possess distinct voices.
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Cooper: Pragmatic, capable, slightly gruff, emotionally grounded in 
family. Vocabulary reflects his engineering/pilot background. 
(“Figure it out,ˮ  “Ninety percent honesty it is, thenˮ).

Murph Young): Intelligent, curious, emotionally direct, slightly 
stubborn (“Itʼs called a poltergeist,ˮ  “It says ‘STAY ,̓ Dadˮ).

Murph Adult): Retains intelligence, carries the weight of 
abandonment and responsibility, capable of both anger (“You 
sonofabitchˮ) and profound insight (“You were my ghostˮ). Voice 
matures significantly.

Donald: Older, slightly cynical, delivers folksy wisdom and 
pragmatic observations (“Popcorn at a ball game is unnatural,ˮ  
“Next year ainʼt gonna save usˮ).

Brand Amelia): Educated, scientifically focused, idealistic, 
sometimes emotionally driven (“Love is the one thing weʼre capable 
of perceiving…ˮ). Language is precise but can become passionate.

Professor Brand: Authoritative, paternalistic, uses elevated 
language, prone to inspirational quotes/speeches (“Weʼre not meant 
to save the world … weʼre meant to leave itˮ). Voice later reveals 
fragility and desperation.

Dr. Mann: Initially noble and eloquent (“raised me from the deadˮ), 
shifts to desperate, self-justifying, philosophical (“survival instinct,ˮ  
“Please donʼt judge me, Cooperˮ).

TARS/CASE Distinct AI voices. TARS is characterized by adjustable 
humor/honesty settings, leading to sarcasm and dry wit. CASE is 
more taciturn and purely functional (“Tars talks plenty for both of 
usˮ).

Secondary characters like Romilly and Doyle are less distinct.

Romilly serves primarily as an explainer of scientific concepts 
(wormhole, relativity, black holes). His voice is largely defined by 
intellectual curiosity and occasional anxiety (“It gets to me, Coop. 
This tin canˮ).

Doyle is functional, often mission-focused or serving as a point of 
moderate opposition/caution (“Cooper! Too damn fast!ˮ). His voice 
lacks strong unique markers.
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Tomʼs dialogue feels appropriate for his age and role, but less 
uniquely defined than Murphʼs or Cooperʼs. His later dialogue shows 
bitterness (“Where weʼd have buried you, if youʼd ever come backˮ).

Suggestion: While acceptable for their roles, consider minor tweaks to 
Romillyʼs or Doyleʼs dialogue patterns or vocabulary to add subtle 
distinctiveness, perhaps reflecting different scientific specializations or 
temperaments more sharply.

Themes
Clarity:

The script presents multiple intertwined themes, but the central 
discernible theme is humanityʼs tenacious drive for survival, 
fundamentally powered by love, explored across the vast scales of 
space and time.

Sub-themes include: The tension between exploration/progress and 
earthly responsibility (“caretakersˮ vs. “pioneersˮ), the profound 
impact of relativistic time on human relationships, love as a tangible 
force transcending physical dimensions, sacrifice (personal 
vs. species), and the nature of human connection against cosmic 
isolation.

On a deeper level, the story investigates what defines humanity in the 
face of extinction. It posits that love—specifically the powerful bond 
between parent and child—is not merely an emotion but a 
fundamental, perhaps physical, force guiding action, enabling 
communication across dimensions (gravity), and ultimately ensuring 
the survival of the species. (“Love is the one thing weʼre capable of 
perceiving that transcends dimensions of time and space.ˮ )

Exploration:

Themes are explored through multiple avenues:

Character Arcs:

Cooper: His journey from disillusioned farmer dreaming of stars, 
to astronaut driven by love for his children, to a literal “ghostˮ 
interacting with the past, embodies the core tension between 
exploration and family, ultimately resolved by love facilitating 
survival. His sacrifice near Gargantua is motivated by ensuring 
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Brandʼs (and Plan Bʼs) survival, mirroring a parental protective 
instinct extended to the species.

Murph: Her arc is fueled by perceived abandonment but also an 
unwavering connection to her father (the “ghostˮ). Her scientific 
pursuit is driven by this bond, culminating in her ability to 
receive and interpret the data Cooper sends via gravity/love 
through the watch. (“Because my dad promised me.ˮ )

Brand: Serves as the voice for the “love as a forceˮ theory. Her 
personal feelings for Edmunds influence her judgment, 
providing a counterpoint to Cooperʼs initial pragmatism. Her 
eventual solitary mission fulfills Plan B, representing humanityʼs 
future dependent on the ‘population bomb .̓

Dr. Mann: Represents the corruption of the survival instinct 
when isolated and faced with despair. His betrayal highlights the 
theme that fear and self-preservation can override altruism and 
duty. (“You canʼt program a fear of death.ˮ )

Plot Events:

The Blight and dust storms establish the necessity of survival 
and leaving Earth. (“We ran out of food.ˮ )

The discovery of the wormhole (“They chose youˮ) introduces 
the element of intervention (later revealed as future humanity) 
and enables the interstellar plot.

Experiences on Millerʼs and Mannʼs planets explore the dangers 
of the unknown, the cost of relativity (“That little maneuver cost 
us fifty-one years…!ˮ), and human fallibility under pressure.

The Tesseract sequence provides a literal visualization of 
abstract themes, showing Cooper interacting with past 
moments in Murphʼs room via gravity, guided by his love for her, 
to transmit vital data. (“We brought ourselves here…ˮ)

Relationships:

Cooper-Murph: The emotional spine of the script. Their 
separation across time and space powerfully illustrates 
relativityʼs human cost and the enduring strength of their bond, 
ultimately bridged by the Tesseract/gravity.
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Motifs & Symbolism:

Dust/Blight: Represents decay, Earthʼs limits, and the forces 
driving humanity away.

Books/Bookshelf: Initially a source of mystery (“ghostˮ), later 
revealed as the conduit for Cooperʼs gravitational messages 
from the Tesseract. Symbolizes knowledge and communication 
across time.

Watches: Concrete symbols of time dilation and the connection 
between Cooper and Murph, becoming the final instrument for 
transmitting the quantum data.

Gravity: Portrayed not just as a physical law but as a medium for 
communication across dimensions, intrinsically linked to love 
and Cooperʼs ability to influence the past. (“It wasnʼt gravity… it 
was me.ˮ )  Revision shows Cooper identifies it as Gravity (“Itʼs 
gravity.ˮ ) which Murph picks up on (“It was gravity.ˮ ), and 
Cooper later uses via gravity.

“Do not go gentle into that good night :ˮ A recurring motif 
representing the fight against death/extinction, used for 
inspiration Prof. Brand) and ironically Mann).

Murphyʼs Law: Reinterpreted positively (“whatever can happen, 
will happenˮ), reflecting a theme of hope and possibility against 
overwhelming odds.

Organic vs. Heavy-Handed:

The exploration largely feels organic, deeply woven into the plot 
and character motivations, especially the Cooper/Murph 
relationship and the visual depiction of scientific concepts and their 
consequences (time slippage on Millerʼs planet).

However, certain moments risk feeling heavy-handed or overly 
explicit:

Brandʼs monologue defining love as a trans-dimensional force 
(“Maybe itʼs some evidence, some artifact of higher 
dimensions…ˮ) spells out a core concept rather than letting it 
emerge purely through action or subtext.
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Suggestion: While impactful, consider if this idea could be 
seeded more subtly earlier or demonstrated through a less 
direct speech.

Dr. Mannʼs philosophical justifications for his actions verge on 
preachiness. (“Evolution has yet to transcend that simple 
barrier…ˮ)

Professor Brandʼs deathbed confession regarding Plan A is 
direct exposition, albeit dramatically necessary.

Originality:

While themes of survival, exploration, and humanityʼs future are staples 
of science fiction, Interstellar offers a distinctive synthesis.

The integration of complex, hard science concepts (relativity, 
wormholes, black hole physics, dimensionality) with deeply personal 
emotional themes (specifically parental love as a driving force) feels 
relatively fresh.

The literalization of love/gravity as a mechanism for trans-
dimensional interaction within the Tesseract is a highly original 
concept.

The ‘bootstrap paradoxʼ element—humanity orchestrating its own 
salvation from the future (“They arenʼt ‘beingsʼ… theyʼre us…ˮ)—
provides a unique twist on intervention narratives.

It largely avoids common alien tropes, focusing inward on human 
resilience, connection, and fallibility against the backdrop of cosmic 
laws.

The exploration vs. caretaker theme (“We used to look up… Now we 
just look down…ˮ) adds a layer of contemporary relevance.

Resonance:

The theme of survival against planetary catastrophe holds significant 
intellectual and visceral resonance, tapping into current ecological 
anxieties.

The emotional core – the Cooper/Murph relationship – resonates 
powerfully. The script effectively dramatizes the pain of separation 
amplified by time dilation, making the abstract concept of relativity 
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deeply personal and moving. (“Today Iʼm the age you were when you 
left…ˮ)

The grand scale, philosophical questions about humanityʼs place, and 
engagement with cutting-edge physics offer strong intellectual 
resonance.

Themes feel integral and deeply interwoven; they are not merely 
decorative but the engine of the plot and character journeys. The 
narrative structure serves the thematic exploration consistently.

Potential areas for slightly weaker resonance:

Brandʼs abstract conceptualization of love might connect less 
directly for some audiences than the tangible father-daughter bond.

The reveal of “Theyˮ being future humans, while thematically 
completing a loop, might feel slightly convenient or less impactful 
than a truly external force for some. However, it strongly reinforces 
the theme of humanity being responsible for its own ultimate 
survival.

Writing
Professionalism:

The writing demonstrates a high degree of craft and adherence to 
professional screenplay standards.

Formatting is clean and industry-standard (e.g., character cues, 
parentheticals, action lines).

Action lines are generally clear and visually evocative (e.g., 
“BURNING through the fringes of space,ˮ  “ENDLESS SEA OF 
CORNˮ).

Transitions CUT TO, INSERT CUT are used effectively to manage 
pace and information flow.

Scene construction is solid, establishing setting, character, and 
conflict efficiently within individual scenes (e.g., the opening 
nightmare cut to Murph at the door, the drone chase sequence).

The writing effectively blends multiple genres (sci-fi, family drama, 
adventure) through descriptive choices and tonal shifts.
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Opens with intimate, dusty, Earth-bound descriptions (“GENTLE 
SOUND OF WIND IN CORN,ˮ  “dust fallsˮ) before shifting to high-
stakes sci-fi (“BURNING through the fringes of spaceˮ).

Technical exposition (wormholes, relativity, blight) is integrated mostly 
through dialogue, demonstrating an attempt to make complex ideas 
accessible within the narrative flow.

Romillyʼs explanation of the wormhole using paper (“A wormhole 
bends space like this…ˮ) is a good example of visual exposition via 
character action/dialogue.

Professor Brand explaining Plan A/B introduces stakes and world 
mechanics organically.

Minor areas could potentially be tightened, but overall polish is evident. 
Some action lines, while functional, could be slightly more concise 
without losing impact (covered more under Efficiency).

Voice:

The writer exhibits a distinct and confident voice, characterized by:

A blend of grounded realism (dust bowl descriptions, family 
interactions) and awe-inspiring scale (space travel, wormholes, 
Gargantua).

An underlying tone of melancholy and urgency, reflecting the dying 
Earth and the stakes of the mission (“We used to look up and 
wonder at our place in the stars. Now we just look down and worry 
about our place in the dirtˮ).

A focus on visual storytelling, often using concise descriptions to 
create strong imagery (“ENORMOUS BLACK DUST STORM IS 
MASSING,ˮ  “A black sphere sucking light from the cosmosˮ).

The voice is engaging, pulling the reader into both the intimate family 
dynamics and the vast cosmic journey.

The opening V.O. juxtaposed with the crash dream immediately 
establishes a reflective yet potentially perilous tone.

The dialogue often carries thematic weight naturally, contributing to 
the voice (e.g., Cooperʼs views on exploration vs. caretaking, 
Brandʼs speech on love).
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The voice feels consistent across different settings and scenarios, 
adapting slightly for tone (e.g., the wonder of space vs. the tension of 
the Millerʼs planet sequence) but remaining recognizable.

While strong, the voice occasionally leans on familiar sci-fi/adventure 
tropes in description, but generally maintains its unique blend.

Efficiency:

The writing is largely efficient and economical, particularly in dialogue 
and core action sequences.

Dialogue often serves multiple purposes: characterization, 
exposition, and advancing plot (e.g., the parent-teacher conference 
reveals societal shifts, character conflicts, and plot points about 
Murph).

Action sequences like the drone chase (“BARRELS through 
cornfields,ˮ  “JERKS the wheelˮ) and the escape from Millerʼs planet 
(“WALL OF BLACK DUST ADVANCES,ˮ  “Case THROWS her onto his 
back and starts runningˮ) are conveyed with momentum and clarity, 
avoiding excessive detail.

There are instances where action lines could be slightly tighter. While 
clear, some descriptions contain minor redundancies or could be 
implied.

Example: “Cooper gets out of the truck, checks the flat, turns to 
Tom.ˮ  Could potentially be condensed slightly if context allows, e.g., 
“Cooper gets out, checks the flat. (to Tom) Grab the spare.ˮ  Minor 
point, script generally avoids significant bloat).

Example: Some descriptions of character reactions are stated rather 
than purely shown (e.g., “Cooper looks at Ms Hanley, embarrassed,ˮ  
“Cooper looks confusedˮ). While acceptable, consistent showing 
over telling enhances efficiency.

Introduction of concepts like the tesseract relies heavily on descriptive 
prose, which is necessary given the abstract nature but represents a 
shift from the generally tighter action/dialogue efficiency elsewhere. 
This is handled relatively well but is inherently less “economicalˮ than 
earlier scenes.
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Scenes involving complex maneuvers (docking with spinning 
Endurance, slingshot around Gargantua) balance necessary technical 
description with dramatic tension effectively, largely avoiding getting 
bogged down in excessive detail.

The use of V.O. Elderly Murph/Old-Timers) is efficient for establishing 
context and theme without lengthy exposition scenes early on.

Overall, the script demonstrates strong efficiency, prioritizing visual 
storytelling and impactful dialogue over unnecessary embellishment. 
Word choice is generally precise.
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