GENERAL
WORLD
MODELS

 PROMPT: How can we guide the audiovisual industry to

navigate, experiment with, and shape the future of Al-drive:
video production through General World Models?
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Welcome With Coffee And Tea
Recap Of The Project

f Wf UWé RT WYWAI YT eHgqRYUalli 6¢
Al In 3D: The State Of The Art
The Case For 3D Engines: Why They Matter For UX Capture

Adaptive Realities: Personalizing A VR Emotion Regulation Application
Through ML And Al

Al & Personalized Feedback: Adaptive Virtual Tutors In Reghe
A Quick Survey
Lunch Break (@De Krook Céj

Seminar: Who Owns The @ntent In An Addriven World With Julie Van
Pée & Matthias Van Damme
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Radarfunction
Octod@25 - September 2027
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New Members

AHotel Bonka/Hotel Talent
APhotostudio.lO
APostmen BV
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Check out the website!

LEARNING PAGE ABOUT PARTNER PAGE LOGIN

CREATIVEAILAB Howe

ABOUT

(ieneral World Models (GWAFs) are et to transform how we create, design, and tell stories. With this TETRA project, AP Hogeschool Antwerpen‘and.imec=mict-Ucent ain'to
uide Flemish audiowisual SMES through this shift — helping them experiment lesuunml integrate Al into workflows, and unlock neREIEUNe and competitife Dorentiak

https://www.creativeailab.be/about/
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https://www.creativeailab.be/about/
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Title Type Created by Medium

Storyboarding with Midjourey Tutorial Immersive Lab image

APIs Research Immersive Lab Miscelianeous*

Scripting with Al Tutorial Immersive Lab

Beginners Guide to Al Video Generators Research, Tutorial Immersive Lab

Beginners Guide to Gaussian Splatting Research, Tutorial Immersive Lab

Guide to Midjouney Tutorial Immersive Lab

Baginners Guide to NeRF Studio Immersive Lab

Al-Assisted Moodboard: A Creative Exploration Immersive Lab

Immersive Latentspace Al-Enhanced VR

Immersive Immersive
Workdsin Unity: A Creative Guide immersive Lab 3D, Immersive
Uncertain Tides: creating an immersive Al-
installation Research, Case study Image, Video, Immersive
Blue Bike: an Al-enhanced short-form video

Case study Immersive Lab Image, Video, Audio, Text
commercial

Toyota Holiday Campaign Case study Immersive Lab Image, Video, Audio, Text
Testdrive MG: an Al-campaign Case study Immersive Lab Image, Video

Odotte Luneties Case study Immersive Lab Image, Video, Audio, Text
Integrating Al in Production Pipeline [ Immersive Lab Image, Video, Audio, Text
Al Music Video Case study Immersive Lab Image, Video

Scanning Real Life Assets to 3D Environment  Research, Tutorial Immersive Lab

Midjourney Portrait Photography Case study Immersive Lab

Visual Identity Design with ChatGPT Case study Immersive Lab

Stable Diffusion with ComfyU| Research, Tutorial Immersive Lab
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Mapping of tools

GENERATIVE Al TOOLS

We developed a curated list of Generative Al-tools, structured around real production workflows—from ideation to postproduction. Rather than grouping tools by tech type, we've organized them by how professionals

actually use them.
This practical overview helps teams:

» Quickly find the right tool for each phase

« Integrate Al smoothly into existing processes

« Experiment with clear context and low risk

The tools below are regularly updated based on field feedback.

AUDIOVISUAL PRODUCTION

+PREPRODUCTION +PRODUCTION +POSTPRODUCTION
DESIGN THINKING

+ UNDERSTAND +|DEATE +PROTOTYPE +MATERIALIZE
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Partner Page

CONTENT

- PRESENTATIONS, WORKSHOPS

Presentation - 'Guidance Group' 1 (14-10-2025) Inspiration Session 1- 'Getting started with Gen Al' (14-10-2025)
Presentation DATAMEISTER: 3D & Al (14-10-2025) 'Beyond Formats': The future of the videomaker (TINCfest 3: 27-11-2025)

'Beyond Dimensions': Virtual Production (TINCTest 3: 27-11-2025)

Download ppt

- PLANNING

11/05: Guidance group meet up at 'De Krook' in Ghent
19/05: Workshop Videoproduction and Al
21/05: Workshop Videoproduction and Al

+ REPORTS
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JoinThe LinkedIn Group!

_3 Aleksandra Zheleva @ - vou
Postdoc R r
* Admin - / 1

Welcome to the General World Models (GWM) Group!

This group brings together professionals, researchers, and companies exploring
the impact of General World Models (GWMs) - a new generation of Al capable of
generating realistic video, 2D animations, and immersive 3D worlds in seconds.

Here's what you'll find in this group:

- Updates on new software & Al tools

- Insights from our ongoing research

- Best practices and workflow templates

- Meeting recaps and event announcements
- A space to exchange ideas & experiences

Whether you're experimenting with GWM tech or exploring how to future-proof
your AV workflows, this group is your go-to resource.

h Jiwww linkedin.com/ar 154 27
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https://www.linkedin.com/groups/15466027/

Proof of concepts

Janualb ¥5 - September 2027
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Student Projects

ATiming: end oflune

AAlinfluenceravatar
(photorealisti¢2D/3D)

ANew projectsfor next
year-> survey injune




Oké, dat is een interessante vitdaging! Ik ga de verschillende mond-vitdrukkingen uit de lijst omzetten naar de platte, heldere stijl van je personage. Ik zal
ervoor zorgen dat alleen de monden worden gegenereerd, met een consistente stijl.

Een ogenblikje, ik ga ermee aan de slag.
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Enywise Energy Advisor
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Knowledge transfer
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A9/06/2026

AKinepolis Brussel

APlanning:
A14u3015u00:welcome
A15u0016u30:inspirationsessions
A16u3017u: coffee break
A17u0018ul5:keynotes
A18u1519u30:walkingdinner
A19u3021u00:awardshow

Anttps://videoexperienceday.be/



https://videoexperienceday.be/
https://videoexperienceday.be/

Al-Integrated Video

Wings Season’s greetings from INEOS La Quéte de Teddy

Atlas Copco INEOS Viva for Life - RTBF
BU.T BBC Artena Production
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USE CASE
UPDATE-:
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Al IN VIDEO PRODUCTION: WHAT
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® 2024 @ 2025 2026
100
64°% 79%
80
2024 2025
60
40 2026
20 87% 87% maakt gebruik
18 van Al in het
0 videoproductieproces

Preproductie  Productie  Postproductie  Distributie

% inzenders dat momenteel Al-toepassingen gebruikt per fase van het
videoproductieproces (2024 n=80, 2025: n=59, 2026: n=46)

: =.

Al-tools die de
inzenders het
meest gebruiken
tijdens het
productieproces.
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Al-tools die de
inzenders het
meest gebruiken
tijdens het
productieproces.

2026

Kling

Chat GPT

Al-tools die de
inzenders

gebruiken tijdens
Limecraft het

b -

2025

Midjourney

productieproces.
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What do companies use Al for?

1. Efficiency & WorkflowAccelerat

AWork faster, deliver more output, create concepts, visuals, and scripts more
qguickly, automate repetitive tasks (subtitling, transcription, editing), shorter
turnaround times and lower production costs

2. Concept development, brainstormings&ripting

AAl as a creative sparring partner in early phases, brainstorming sessions, idea
validation, storyboards and mood boards, scripts and copywriting, visualizing

concepts for pitches

3. Postproduction& technicalenhancement

Almproving image quality (upscaling, color grading, generative fill), improving audio
(noise reduction, mixing), VFX, transitions and minor image corrections, subtitling

and transcrlptlon
m X
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SHOT 1: Black frame. Overlay: Al clip interrogation in typewriter animation
describes absence of image. No visible subject. No environment detected.
Analysis of the zero point of cinema.

SHOT 3: A figure stands in the undefined misty space, the space is composed of
light and loose pixel fragments of landscapes like a half-loaded hill and geo-
metric rock volume flicker around him, disappearing before fully forming. Wide
/ medium wide shot, static camera.

SHOT 5: Hand in frame. An invisible droplet hits the skin. Concentric data
ripples form on the skin, starting from the center of the hand, like rain rings on
water. Close-up shot, static camera.

SHOT 7: The figure's chest in the undefined misty space shows brief mis-
interpretations with smooth zones and reflections misaligned with anatomy,
chest has matrix-style glitches, the light fluctuating around it, digital bodyrain
continues. Body washes away with datarain. Extreme close up shot, truck right.

SHOT 2: A misty, undefined space. Very slowly, the mist becomes less dense and
we see a standing in the misty, undefined space. No visible horizon or ground
plane. Subtle light fluctuations. Establishing shot, wide shot, static camera.

SHOT 4: Landscape fragments appear around the figure. A half-loaded hill, a
geometric rock volume, incorrectly oriented grass. Fragments disappear again.
The figure looks toward the landscapes, and then downwards to his hand.
Over-the-shoulder shot. Static camera.

SHOT 6: Ripples expand outward. Digital "rin" begins to flow downward along
hand and arm. Fragments of skin texture ing and cascading d
like miniature image particles. Medium close-up, camera pan from hand to arm.

ot
's face in the undefined misty space begins to run and
deform, with ripples appearing and downward-sliding fragments of tiny glitchy

pixels, the face into digital d rain streams running
over the face and neck, the left eye dropping as a raindrop near the nose. No
panic in expression. Close-up, static camera.

L
SHOT 9: The full body om figure in the undefined misty space becomes
softer and more diffuse until it dissolves like ink spreading in warm water, con-
tours disappearing and color dispersing into the mist, misty background.
Medium shot, static camera.

SHOT 11: Prompt of previous shot becomes image prompt for this shot. For a

brief moment in the undefined misty space, an alternative glitchy version of the

figure appears with a different silhouette and altered anatomy, surrounded by
light and di: i . Wide shot, static camera.

SHOT 13: The Undefined Misty Space is revealed to be displayed on a screen.
‘The operator becomes visible, over-the-shoulder, behind the monitor. Operator
and screen are in a very dark, dimly lit hazy place. Very slow dolly-out
continues. From wide to medium close-up shot, over-the-shoulder, dolly-out.

SHOT 15: Clip interrogation in typewriter animation of the previous shot show-
ing a description of the operator looking into the camera. Latent space. Black in
background has no image but is a little bit tingling. Very soft subtle lighter vig-
nette contours on the sides of the frame, like we are watching a monitor.

[
SHOT 10: The body of the figure spreads like ink in warm water, contours
disappearing and color dispersing into the dense mist, extremely misty back-
ground. A subtle pulse remains where the figure stood. The pulse fades out.
Overlay: clip interrogation of the remains of the dissolved figure in typewriter
animation. Wide shot, static camera.

)

SHOT 12: A wide shot of the undefined misty space, where the camera starts to
move very slowly backwards. Mist gradually transforms into film grain, and
then into tiny pixels as the camera pulls back. CRT-monitor style. Wide shot,
very slow dolly out.

SHOT 14: Frontal close-up of the operator. In a dimly lit very hazy environment,
illuminating the operator's face with subtle tiny inconsistencies in the face. The
operator gazes directly at the viewer, but looks at a point beside the lens. Hazy
dark background, no details. Close-up shot.

SHOT 16: The image returns. Generated shot based on prompt of previous shot.
A medium close-up of the operator looking focused into the camera. A gentle
horizontal scanline moves across the frame, creating a digital distortion effect;
the face shows subtle inconsistencies with some areas overly sharp and others
too soft. Close-up shot, static camera.

WX
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Workflow without Al

Rippling - Cinema 4D Camera movement - Unreal Effects & post - After effects

Filming - Green key Animating - Icloner
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Task Queue
+ Add Video
Video
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R KoveActingVAR04 (Tum)
IR KobeActingVAR03
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Generating
Foreground
Elements
Wlig
Midjourney
and Nano
Banana Merging
Images with
Nano Banana

Generating
Backgrounds
with
Midjourney &
Nano Banana

Color
Grading
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Animating
Images
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tumed 180 degrees in the exact same
position.

Maintain the same world, atmosphere,
ighting, and color palette.

‘The color palette must match the input
image exactly. The sky and upper haze
must match the input image exactly in
brightness, gradient, and light distribution.

‘The haze must respond to light in the

Do not enhance or stylize the colors. The
result should feel ke a direct extension of
the input image.
Do not introduce any characters, objects,
ornew elements.

“ison.

i
“image_generation request™: {
"prompt": "A desolate, hazy Martian
landscape with towering rock
formations and vast, flat plains, viewed
asif the camera has tumed 180 degrees
‘maintains the same low contrast, soft
blending, atmaspheric haze, lighting,
‘and color palette as the provided image.
‘The sky and upper haze exhibit identical
richiness amdient and koht

ID2" only and

ID:3" only and ID5" only and

utput the text verbatim ®~ output the text verbatim

‘that was on the left of the frame in the

lower sections of the landscape, textures. The prominent dark mountain
i on the left & now a smaller feature:

M o thes ety nlsin s the rinkt of
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Creating
Unreal (basic)
environments

Filming with
PAIC

Training Lora
using a dataset
and
descriptions

Adding special
effects and
typewriter
animations

using custom
nodes and

workflows in
ComfyUl

Upscaling and Editing, sound,
frame and color
interpolation grading in

with Topaz Premiere Pro
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Without Al Cloud-based Al-tools Realtime Al

—
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Overview

Workflow Estimated effort* Teamsize | Avg hours per person*
Traditional 100% 3 people| 74.5h

Cloud-based Al 18% 1 person| 40h

Live Al 77% 4 people| 43h

*Hours are based on videos being approximately 80% complete.
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Overview

Workflow Main advantage Main limitation Practical insight
i . . Efficient, but frustrating
Cloud-based Al Lowest man-hours VUG Wl ENe Il due to regeneration and
control
model dependency
: Immediate visual Technical instability and IS _deC|S|ons_
Real-time Al . : happen live, reducing
feedback lower live quality :
post-production
Slower, but corrections
Traditional Highestmanual control | Most labor-intensive are more precise and
predictable
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LTX
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Nano banana

Seedance2.0
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Lorafor LTX

“DataVid_04.txt ~DataVid_05.mp4 “DataVid_05.txt “DataVid_06.mp4 “DataVid_06.txt “DataVid_07.mp4 “DataVid_07.txt

25 minuten geleden 25 minuten geleden 25 minuten geleden 24 minuten geleden 24 minuten geleden 24 minuten geleden 24 minuten geleden

“DataVid_08.mp4 ~DataVid_08.txt “DataVid_09.mp4 “DataVid_09.txt “DataVid_10.mp4 “DataVid_10.txt *DataVid_11.mp4

25 minuten geleden 24 minuten geleden 25 minuten geleden 24 minuten geleden 25 minuten geleden 24 minuten geleden 25 minuten geleden

*DataVid_12.mp4 “DataVid_12.txt *DataVid_13.mp4 “DataVid_13.txt “DataVid_14.mp4 “DataVid_14.txt

25 minuten geleden 24 minuten geleden 24 minuten geleden

“DataVid_11.txt

25 minuten geleden 25 minuten geleden 25 minuten geleden 25 minuten geleden
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Overzicht3D-Al

* 3D gaussian splatting / Nerfstudio ( polycam, Luma Al, postshot, Kiri Engine,
* 2D Gaussian Splatting
* 4D gaussian splatting
* QOdyssey.world

e Sam3d

* Worldlabs.ai

* Hunyuan3D-2

* Backflip.ai

* Anything.worl

e Skyboxai.net

* Wonderdynamics

* Volinga.ai
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THE CASE FOR 3D ENGINES: WHY T

MATTER FOR UX CAPTURE
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“I'm not
Interested in
LLMs
anymore.”

- Yann LeCun
Chief Al Scientist at Meta
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)
World
- A LLMs: The training signal is the wrong shape
A Example: riding a bicycle
o LLM: has read a book about a bicycle

o GWM: has "experienced" riding a bicyle

N

~ Gener
od

A Multimodal models trained jointly on videoand
text (Gemini, GPT4o0, the embodied foundation
models) do start to bridge this

A Nvidia Cosmos: ingests video plus physics priors

and outputs future frames usable for synthetic
training data

\
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