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Master Plan Update



Restating the Plan

* Understanding World Models / 360

- Essential Concepts

e Two Sides of the Coin
- Doing It in Practice
- The SOTA Quest



The Concept of WM 360



Modeling Space / Time

 Duality

Space Time

Cognition Interaction

Semantics Agency



Blueprint

 World Models Anatomy

MODEL
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Realization

* The Setting

Inter-Act €9 Scene-Alive

 The Players (Two Sides)

Humans (Physical) Al Entities (Imagination)

captured generated

* How About Style ?

- Medias / Formats / Aesthetics



Marble: Throwing the Dice



Our (1st) Brave New World

Things To Do

1. Choosing the Theme

* Evyllo (electrical maintenance training?)

2. Creating the Environment in Marble

* Worlds + Project (integrated or separate?)

3. Assembling the World in Unity

* |Importing the Assets (splats or meshes?)

4. Game Play with Conval

* Narrative (goals?)

5. Deployment
 Media (console / VR /AR ?)



R&D Perspectives




Multiple Perspectives

 How it All Started
- World Models 2018 paper

e Where we are Now
- Navigating World Models paper

* Directions to Go
- |deas for R&D projects



From Basic Concepts
(O
~eal Architectures



Conceptual Model

e Al World Model Architecture
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World Models 2018

e Neural Network Architecture
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Navigating World Models

e Neural Network Architecture
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WM 2018 in PyTorch

Three Incarnations
> O 25 github.com/ctallec/world-models?utm ¥ o As
[J README &8 MIT license 4

Pytorch implementation of the
"WorldModels"

Paper: Ha and Schmidhuber, "World Models", 2018.
https://doi.org/10.5281/zenodo0.1207631. For a quick summary of
the paper and some additional experiments, visit the github page.

Prerequisites

The implementation is based on Python3 and PyTorch, check their
website here for installation instructions. The rest of the
requirements is included in the requirements file, to install them:

= (O 25 github.com/BrunooCS/World-Model-20182... [ ¥ ' o Ask

[0 README Z

World Models PyTorch
Implementation ea

A clean, interactive PyTorch implementation of "World Models" by
David Ha and Jurgen Schmidhuber.

2> O 2% github.com/HenriqueSchmitz/world-models-implement...

[0 README V4

World Models Implementation
(PyTorch)

This repository contains a PyTorch implementation of the "World
Models" paper (Ha & Schmidhuber, 2018). The system acts within
the CarRacing-v3 Gymnasium environment, learning a
compressed representation of the world to train a controller via
evolution strategies.

Prerequisites


https://github.com/ctallec/world-models?utm
https://github.com/HenriqueSchmitz/world-models-implementation?utm
https://github.com/BrunooCS/World-Model-2018?utm

Navigating VWorld Moaels



Project Page

e NYU / Meta

Navigation World Models

CVPR 2025

Amir Bar Gaoyue Zhou Danny Tran Trevor Darrell
FAIR at Meta NYU & FAIR at Meta  Berkeley Al Research  Berkeley Al Research

Yann LeCun
NYU & FAIR at Meta

Paper Code Models



https://www.amirbar.net/nwm/

Last Minute News




Genie Sim PanoRecon

 Fast Immersive Scene Generation from a Single Equirectangular Panorama



https://github.com/AgibotTech/genie_sim/tree/main/source/geniesim_world

Depth Anything in 360°

e |nsta 360 Research

Depth Anything in 360°: Towards Scale Invariance in the Wild

The Official Pytorch Implementation for

Depth Anything in 360°: Towards Scale Invariance in the Wild

Authors: Hualie Jiang, Ziyang Song, Zhiqgiang Lou, Rui Xu, Minglang Tan
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Panoramic Images DA360 (Ours) Depth Anything V2



https://github.com/Insta360-Research-Team/DA360?tab=readme-ov-file




