
1  Specification-guided

orchestration

1 User input

Prompt

(text)

Reference

images

Local

assets

“A Japanese garden with cherry 

blossoms, branching paths, and a 

guardian Boss.”

2 GameSpec

Theme and asset roles

Exploration + combat

Three camera modes

Geometry and art criteria

Shared capture contract

3 Artifact graph

Spec

Scene Rig

UE

QA

Artifacts, hashes, dependencies

4 Workflow orchestrator

Dispatch specialist roles

Select tools and providers

Track dependencies

Resume interrupted stages

Diagnose scoped repairs

Preserve failure evidence

2  Structure-aware asset synthesis

A Environment synthesis Generated distinctive assets + scalable Blender construction

1 Art plan

Concept and material direction

Visual references

2 Scene layout

Terrain, landmarks and arena

Spatial layout

3 Route planning

Branch routes and destinations

Traversal contract

4 Scene authoring

Blender scene construction

Architecture and vegetation

5 Whitebox / proxy

Simplified scene geometry

Articulated capsules

6 Geometry check

Grounding and clearance

Structural correspondence

B   Character synthesis Source anatomy, binding, motion and deformation

1 Mesh provider

Generate or import role meshes

Inspect complete source anatomy

2 Cleanup & rigging

Normalize and clean source meshes

Preserve / build semantic rigs

3 Motion retargeting

Locomotion and combat motions

UE skeletal retargeting

4 Deformation check

Reach, stride and strike poses

Stretch and penetration checks

5 Character outputs

Rigged player and Boss assets

Ready for runtime integration

3  Multi-gameplay world realization

1 UE project setup

Project configuration

Isolated runtime build

2 Asset integration

Scene, materials and rigs

Gameplay bindings

3 Gameplay runtime

Connected exploration and melee Boss combat

Movement, damage, death and reset

4 Camera system

Same-session switching

Consistent projection

5 Rendering & physics

PBR materials and lighting

Collision and atmosphere

Unreal Engine

GameDemo.uproject
Exploration Boss combat First / Third / 2.5D

4  Closed-loop quality control Diagnose, repair the responsible stage, then recheck

1 Visual review

Style, composition and reference fit

Review current rendered evidence

2 Automated playtest

Movement, contact and reset

Visibility and facing checks

3 Multi-view validation

First / third / 2.5D checks

Camera geometry and interactions

4 Scoped repair

Preserve the diagnosed failure

Re-run affected dependencies

5 Synchronized capture

Shared simulation time and camera

Validate every paired frame

Detect Localize Re-run

Repair loop Localize failure Repair owner stage Re-run affected steps Revalidate

Final outputs

Playable game world

Editable, interactive Unreal world

2 Gameplay modes

Exploration Boss combat

3 Camera views

First person Third person 2.5D

5 Aligned modalities

RGB Whitebox Depth

Semantics Skeleton

Deliverables

Editable UE project and source assets

Playable editor-based launcher

Generation and validation reports

Paired five-channel sequences
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