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AUTOMATED GAME GENERATION
SYSTEM BASED ON INTEGRATING
LLMS AND DIFFUSION MODELS
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Phase 1 Graphic Json file

©  Prompt & Planner Agents
B RAG Knowledge Base

Max Loop 3 Times

Phase 5 Game Code

1 Automated Error Solver ] ]
Error message
Game Code Phase 4
‘c Compile & Fuzzer Testing

Phase 2
. Asset Agent
(SDXL + LoRA)

Graphic Metadata
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® Player-Centered ~ Bounding Box ~ Mouse-Driven
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® Collision ~ Gravity ~ Friction ~ Clock
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DIFFUSION MODEL(FI|4f3EFE1) TR

Download 1 variant available

SafeTensor

* Civitai ¢ S HYBase Model —
o SR SRAIE H Ft e A

workflow_KJ.zip
p - 5.79 KB &

Details ~
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523 results for
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 iEifiKohya_ss GUIHEFTLoRAZ T AT 627
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Dreambooth TextualInversion  Finetuning  Utilities  About
Tools  Guides
Train a custom model using kohya train network LoRA python code...
Configuration
Accelerate launch

Maodel

Pretrained model name or path

B | TreinedModel output name

runwaym|/stable-diffusion-v1-5 - " last

Image folder (containing training images subfolders) "

the dataset)

Training comment

Save trained model as Save precision

ckpt @ safetensors float ® fpis

Py | Datasetconfigfile (Optional. Selectthe tom configuration ile o use for

Training comment

Save trained model as Save precision
ckpt @ safetensors float ® 16 bf16
-
Folders
« Output directory for trained model 5 { Qg | Resularisation directory (Optional. containing regularisation images)
= - -

Logging directory (Optional. to enable logging and output Tensorboard log)

Metadata

Dataset Preparation

Parameters

Start training

Print training command

Start tensorboard

IS




04DEMO



https://linktr.ee/f74121199?utm_source=linktree_profile_share&ltsid=6e4d0d45-b11a-4a46-ba7d-7aaa5e4a7fea
https://linktr.ee/f74121199?utm_source=linktree_profile_share&ltsid=6e4d0d45-b11a-4a46-ba7d-7aaa5e4a7fea
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