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CREATIVE CONCEPT

For the AWS London Summit 2026 keynote opening show, the creative challenge was to take over 20,000 attendees on a 

journey through decades of technological evolution in just five minutes, while seamlessly integrating live performance, 

digital content and AWS’s story. As Creative Lead, I shaped the overarching creative concept, narrative structure and 

visual direction, working closely with the internal creative team and external content production partners to translate the 

idea into a large-scale opening experience.



At the heart of the concept was a simple question: 

what if the relationship between humans and technology could be expressed as a developing language?

STORYTELLING & CONTENT DEVELOPMENT

The five-minute experience was structured as one continuous journey between human, machine and technological 

evolution. Beginning with a live interaction between a drummer and an on-screen digital intelligence, the story evolves 

from first contact into communication and co-creation, before expanding into a cinematic journey through the 

technologies that have shaped how humans and machines interact.

PART 1 - LIVE PERFORMANCE

The experience opens with a live drummer encountering an unfamiliar digital intelligence on screen.


Through rhythm, sound and responsive visuals, the two gradually establish a shared language, moving from observation 

and response to synchronised co-creation. The performance transforms an abstract idea of human–machine interaction 

into an immediate, physical moment for the audience.

PART 2 - AWS NARRATIVE FILM

From the live performance, the experience transitions into a cinematic “time tunnel”, rewinding through decades of 

technological change in the UK. Combining abstract visual expression with recognisable technologies and cultural 

moments, the film traces how machines moved from distant systems into increasingly personal parts of everyday life, 

ultimately arriving at today’s relationship with AI and opening a window towards what comes next.

STORYBOARD & ART DIRECTION

I structured the narrative across five chapters, tracing the evolving relationship between humans and technology, from 

fixed machines to increasingly intelligent and embedded systems. For each chapter, I developed the storytelling 

framework and visual direction to guide the external content team through production.

What AWS is building today, and the foundations that made it possible
changing ways we ’talk’ to and through tech

QUESTION → [ AWS ] → RESPONSE

Core Narrative: Language Evolution Opening of each chapter

Machines turn human instructions into executable results.

AWS LAYER what the system produces
Human questions INPUT (language) OUTPUTPROCESSING

punch cards 

[● ○ ● ● ○ ○ ●]

Numerical / 
Printed Output

Help me calculate...

How AWS technology brings positive impact to everyday life
positive impact on the everyday lives

CASE STUDIES

(application scenarios, can be replace 
based on the available footages)

NARRATIVE/STORYTELLING

Narrative: From machines → to interaction → to systems shaping the real world

how those outputs are 
applied in the real world
Ferranti Mark I（1951）

general-purpose computing



OXO Tic-Tac-Toe（1952）

Computers can not only perform 

calculations, but also "interact"



British Rail + Met Office（1955）

distance calculation, weather modelling



Atlas Computer（1962）

virtual memory, system abstraction

CHAPTER 1

Big Beginnings
Tabulated / 
Statistical 
Output

Mechanical / 
Pattern-Based 
Output

Machines in fixed places



Technology lives in specific 
environments, used only for 
specialised tasks.
 

 People must go to the machine, 
and its use is limited to 
professional tasks.

ART DIRECTION (WIP)

Optical / Photoelectric Reading

Deterministic compute
Demographics

Industrial Data

Code turns machines from tools we operate into systems we can control.

CHAPTER 2

Home Fun

Human questions

Help me play / solve...

INPUT (language)

(We adapt to machines)
Typing / code syntax

Programmable systems

AWS LAYER

PROCESSING OUTPUT

Sinclair calculator

game interface

Screen output

Narrative: From using machines → to controlling behaviour → to creating experiences

Sinclair Executive Calculator (1972)

computation becomes personal and 
accessible



Pub Arcade Machines / Pong (1973–74)

interaction and real-time feedback 
emerge



Sega Master System (1980s)

digital entertainment enters the home



ZX Spectrum Home Computer (1982)

users gain the ability to program and 
create



Grand Theft Auto / Rare (1990s)

complex interactive systems and virtual 
worlds are formed

Technology enters the 
home



Technology becomes personal 
and enters everyday life through 
the home.
 

 People begin to use it for play, 
interaction, and shared 
experiences with others.

Technology becomes personal and always connected, enabling us to communicate anytime, anywhere.

AWS LAYER

PROCESSING

Cellnet

(mobile network)

2G / GSM

GPRS（always-on）
WWW

Real-time connected 
infrastructure

/Data networks

Computing moves from devices into the cloud, becoming shared, invisible infrastructure that powers everyday life.

AWS LAYER

Human questions INPUT (language     behaviour) PROCESSING 

(Infrastructure)

click
recommendatio n


 streaming

 transaction

Voice activatedtap

Machines no longer just run services, they generate, decide, and act.

Human questions INPUT (language)
Computer 
understand our 
languages

natural language

prompts

Machines no longer just run services, they generate, decide, and act.

conversation

Foundation Models 
/ AI Systems

CHAPTER 3

Going Mobile

CHAPTER 4
Cloud

CHAPTER 5

AI
Help me think / create / decide...

Help me access services...

Help me connect/share...

Human questions INPUT (language)

SMS / text / tapping

scroll

search

CLOUD SYSTEM  
 

Distributed infrastructure 


+ 


real-time processing

Cloud infrastructure 

(AWS starts to appear explicitly)

AWS LAYER

PROCESSING

(Generate / reason / automate)

Bedrock（model access）

LLMs / multimodal models

training + inference

instant purchase（Amazon）

 streaming（Prime）

 feed / recommendation（social）

 banking（Monzo）

 healthcare（NHS）

AI capabilities expanding 
across domains

Narrative: From accessing services → to generating outcomes → to intelligent systems that act

CodeWhisperer (2022)


AI generates code


AWS Bedrock (2023)


AI as infrastructure layer


Amazon Q (2023)


AI as assistant / decision layer


AWS HealthScribe (2023)


AI in specialised domains

Nova (2024)


multimodal foundation models

DISTRIBUTION

Messages travel 
across networks

code（CodeWhisperer）

video / image（Runway）

insights（Amazon Q）

clinical notes（HealthScribe）

multimodal generation（Nova）

Narrative: How AWS is removing every barrier between your imagination and reality.

Content / insights / actions
OUTPUT

OUTPUT

Instant services 


/ personalised experiences

OUTPUT

Instant communication

shared experience

Narrative: From reaching others → to staying connected → to sharing experiences in real time

Cellnet (1985) - first mobile network 
 Enabled communication beyond fixed 
locations.



ARM Processor (1985) - low-power computing 
 Made portable, battery-powered devices 
possible.



World Wide Web (1989) - connected 
information 
 Enabled global access to shared information.



SMS & 2G (1990s) - text communication 
 Allowed instant, remote messaging between 
people.



Emojis (1990s →) - expressive language 
Added emotion and nuance to digital 
communication.



Walkman → iPod - personal media 
Enabled music and media on the move.



Game Boy (1990s) - mobile gaming 
Brought interactive entertainment into 
everyday life.

Narrative: From using services → to scaling experiences → to building on shared infrastructure

Amazon Marketplace (2000)

The beginning of cloud as a 

commercial infrastructure


Amazon Prime (2006)

content delivery


Social media (2010s)

data + recommendation

Monzo (2015)

fintech / real-time systems

NHS (2016)

public infrastructure

Technology becomes 
mobile



Technology breaks location 
limits and moves with people.
 

 People can connect, 
communicate, and share 
experiences anytime, anywhere.

Technology becomes 
infrastructure



Technology moves beyond 
devices and becomes a shared 
system powering daily life.
 

 People can access information 
and services instantly, without 
needing to know how it works.

Technology becomes 
intelligent and buildable



Technology becomes something 
you can shape, build, and 
collaborate with.
 

 People can define their own AI-
driven services and turn ideas 
into reality without barriers.

ENDING

AWS AI 
Agents

Abstract for Keynote: 



At AWS, we believe builders should 
have the freedom to invent anything. 
Today, AI agents are transforming 
what's possible. Join us to learn how 
AWS makes it easier than ever to build, 
deploy, and scale agents. Hear from 
customers achieving breakthroughs by 
integrating AI into their operations. 
Discover where agents are heading, 
and how AWS is removing 
every barrier between your 
imagination and reality.

Chapter 1 - Big Beginnings

Technology begins with machines built for specific tasks. Large, complex and fixed in place, these early systems required 

people to adapt to the machine — laying the foundations for everything that followed.

Chapter 2 - Home Fun

Computing becomes personal. As programmable technology moves into the home, people begin to use machines not only 

for work, but for play, creativity and shared experiences.

Chapter 3 - Going Mobile

Technology breaks free from fixed places. Mobile devices and connected networks allow people to communicate, share and 

experience the world wherever they are.

Chapter 4 - Cloud

Technology moves beyond the device and into the cloud. Computing becomes an invisible, connected infrastructure, 

powering the services, content and experiences that increasingly shape everyday life.

Chapter 5 - AI

Technology evolves from something we simply use into something we can shape and build with. AI enables people to create, 

collaborate and turn ideas into reality in entirely new ways.

CONCLUSION

The project brought together creative direction, narrative development, live performance, motion content and large-scale 

screen design within a tightly choreographed five-minute experience. As Creative Lead, I owned the concept and storytelling 

direction from early ideation through content development, collaborating across internal teams, performers and external 

production partners to maintain one coherent creative vision across both live and digital touchpoints.


