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f PROJECT DESCRIPTION I ( APPROACH h

AlLiveSim Asset Fetcher used to retrieve synthetic 3D assets using CLIP encodes each asset into a latent vector stored in the asset database.
natural language inside AlLiveSim simulation solution. It also offers These vectors enable natural language retrieval, as CLIP provides text-
asset masklng and generatlon capabllltles based on user prompts image alighed embeddings. Each user prompts will be parsed to retrieve

objects and properties that facilitate the object search and retreival process.

CLIP LLM

Image Encoding and Text Encoding BERT and LLAMA trained for NER

to generate similarity calculation and tagging and Rule-based sentence
minimize off-diagonal elements. parsing respectively.

(1) Contrastive pre-training Training and Validation Loss Over Time
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e Integration with a larger software ecosystem to
automate scene reconstruction from an image or text.
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