
Terrain Chunk Generation

Metric Terrain Context

Residual HDR Encoding

Decoding and C1 Projection

Terrain Chunk Completion

Target

H B R 128 m32 m8 m

Terrain prompt

“Complete target;

match height / slope.”
Qwen + LoRA HDR

Decoded terrain

Boundary mismatch

raw height (jump)

terrain profile

C1 continuity

C1 height (smooth)

terrain profile

Metric terrain

Scene Planning and Construction

Region Planning District Planning

Knowledge

Elevation

Settlement

Forest

Inherited ports

Committed world Planned region

Agent decision
Extend regions

Preserve access

Region plan
Extents / land use

Boundary ports

Connectivity

Plan validation
Boundary / terrain

Access preserved

Work yard

Residential

Frontage

Committed world District plan

Agent decision
Allocate districts

Keep access open

District plan
Roles + extents

Road / river links

Clearance zones

Plan validation
Access / frontage

Constraints

Relational Asset Planning

Asset library

house cabin workshop

storage props trees

Placement plan

entrance → street

Agent decision
Select and arrange

Preserve access

Instance plan
Instances + poses

Relations + bounds

Compiler

Terrain fit

Constraints

Scene Validation

State commit

Save geometry

and records

Read-only rendering

Criteria met?

Evidence-based review

Plausible placement / scale

Functional relations met

Consistent with user intent
Clay evidence Depth evidence

Constraint checks Terrain support No overlaps Road access

T1

T2

T3

T4

1 2
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Camera Planning and Video Generation

User intent:

Walk through

the town

Camera trajectory (schematic)

query

Geometry query (depth rendering) Read-only world

depth q

Video model

Rendering prompt:

A clear autumn town walk

Synthesized RGB sequence

t t + 1 t + 2

User intent: Expand the town along the road with homes and workshops.

4

Pass

Pass

Plan Δ

Pass

Access and clearances met

Place instances


