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U, SURIAS A BRIAT B IR AR TCEE SR AR TR
FF & T A A A R 23R, IO, IFEEARMKHF IR
B 25 BB A A E A

X 25 A 7 YRR AL T — e D g O R ol R AT 4 o R
1 3D A, fEd T A A SO IR A R R . B ad
A Zp 17 R4 1 kg el — S 1E 3 DSL 3 $2 10 PO A 1T B8 IE B B
SCENETHESIS TEARRE & B AR 7 1 58 4 I A il g [l sk, 5K
BT IERARE A S bR R P R

4 Bfnter g
PPl ScENETHESTS F5 B — 2T AR, ZHIRELE AR
B AS B BN SR, A HISCARE) 3D %
PEEE AP T AR R M AR50 3D s, BWAMAEE
EIARETI . FI, BB LR AT 3D 8FE K
FERARNE T RS, TATTFR T ARG
i, AU LLM B b E N s fid, X a0
B R FIBR S A, T AR 3D 5. RAITWHRFEE
AN B, B S SR AR R G T
2 [ US4

MrBi—: Egt . AT LT HAEFIS (A5,
W, BAE. BT R, M HER SRR B (COF
WEAMWA 36.8 MERIZER) . TR, RATBENLIERE
18] 24N, BANFERE 5 2] 15 MR, FHFTELb
- DAR 1 K BE S AR R A W X FP &S A4k 1 FE DAL TR AR T
TSR —EerE, TR IR T 2R B

SFEs e EEN, RO E RS Sk D TR
BRI, DABRIRTE SCA S0, SR E RS s & o0 i) 142
(BEXF 1] 50 % BIARR) , DAEME SN Z EIETE. EE%
Wit LLM 2B el i i ok JE vk

BB WAL, XFEA B, RATER: 1) A
FHERHMY RS S (FMEL 51 20 % BOMR, WEE
WA 0), (2) HT 3D KR/ AEARITEWC R, 3) thERkiE
FIKBIM AR KR, PAK (4) BB, LLM RHx 8505
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GRUNETR B R TES iR, ScENETHESTS WA AT I SL LI
SRR

BB I FR A HfE ML, 455 R RAE R S Bk
WAGES, RIGT LLM 848 B 2k, HER AR, DA
WESTH P XHR T I R G BUS R T R AL B £
il S WASRIBE ST A TP (28944 T H 41 CLIP [49]
AT R A A SR ), FRATIAH A LLM K BiRZE & HIT
Kayd i oy —A RE A . RATRRARA L T 50 4~
WHE, Bt 75 NElE (A BRI 5 N EE 5 A
YR, 2032 PRTG  1837 AES[E R . SRR AT T
WK R 508.4 A1), T AT ALY — A1 A IR T K Bk 28.5
Al BB B A A B K 2ol A A DA HE T B A T A R
FE U A

5 IR
5.1 WESE)E
ARG, AR SEE B 7R 0] 25 AR ST A 75 -
e RO1 (W BetkZE3) . XT SceneTHESIS RN ENEE, %
%&E%ﬁﬂfﬁiﬁiﬁiﬁifﬂﬁ%% HAn? B, A7
e
- WA 11 BYBE 1 (k) TR A AIES PR
AL ScENETHESISLANG HURSHET, BEZ KRR L
FR B P I AGE 24 A BB A2

- RQ1.2: 5 BB (W) WMAlE i = A AR B R,
FRIGE 241 3D 8L, PP EIE B 5 8 SRR ?

- RQ1.3: BrBr3 (ASMHZsOoRMmR) e s e g s
A= ZS [ 2R ?

o RQ2 (BEMPERR): Scenermests 7B BU T P2 Al Se 8
3D FfRR, S seitb R AR e

e RQ3 (HHFHF5T): SOUCHEMEMLL, AN TIHbE TG
Fi SceNeTHESIS 4 i1 3D FRUAFETR R IE B . 23 (R IE SRR
FBE R — Sy T B2

5.2 ek

GPT-40 [28] , Gemini 2.5 Pro [10] & DeepSeek R1 [24] (F %42
) EEERE GG PR AR, I BRI A B PA JSON
A BEHSFME (B Ira LEE B AR S w
AESE ), PARE/R LLM 351 sk Ak .

Holodeck [73] 2 —/NH LLM IRBN B RS, BhIPA
TEHEM e 2 (DFS) SRARSAITE B N AR R R B EREE . 3K
TR ] GPT-40. Gemini 2.5 Pro fil DeepSeek R1 ¥£H 15
it

5.3 ScENETHESIS 58040

SCENETHESIS 2 1/E H— ML Y Python HEZESZINAY , F34M4bk
BRI AR AT AR AL

SCENETHESIS WAL B SCRBE U e S I i) 2 5
il o AT DA 33 3504 12 1 1 1) A 2 K 4 i SCENETHESISLANG 157
(B, EFE @SR AT R, S Al A 22 42
W) o BRI DL A ShEE B K AgS RS, mIaH e
MAZOEE . (1) 6 R SRR TR B AR, Ui
FAPEN A E BEBIBARE . A E MRS LB e Ab
PR, 88— AR VBB BT 0 BR U ¥ Tl AT S 48 A 3
ATIREH . (2) AT AR 75 TR AR MR SR 1) L b ATUs T % B
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B LAHOR AR . BN, R BB US AT BEZ a T
SEAR AL SRR, T B RO A T A S ) 1 2SR R
(3) %yt A Y BE S 5 2 A i A% 2, IR BT DA B E ER
IR Y R B RS | B SRR & o SR R 5 PR
SCENETHESIS fEf%IE IV AWTASAL I T A TR, i Ie R 2
PR, TR ST AT SE BU SR, ScENETHESIS “H 2
HURAY 3D W AR AL T —AMEVE . TP R RS, AR
SE [ AR, TR Mk 22 Ak 800 i S ) RIS 1

5.4 SEUGREE
54.1 WHZEIRR 1 AR A 2. N THERRITOEIELE , A
il T deepseek-v3-0324 [42] . & T iB4T ScENETHESTS Rk,

FAH H T gpt-40-2024-11-20 [28] . gemini-2.5-pro-preview-06-

05 [10] F1 deepseek-r1-250528 [24] o X T G A7t J7 [l A6 R

EIE (VOA, FAIMHIEIRIRZ —), FAVEM T claude-3-7-

sonnet-20250219 [3] . JEFEE M LLM Bl T LI ALK S
i ) HEANER 2 ) LLM EE R, ARad, Wi 02, SCENETHESIs
YEHTAT A RS HETIAE Ry LLM. Ak, A LLM JE R
BESHLE R 0.7 (B THEFRBBN KM 1. SRR
WETT TR AGI B B B I AN VQA AR F 0 ).

ERBL T, FATRE v = ve =2 AT AREIEAEYL, &
Bop=003 HTEE, FEHBIIF, FIATMEK=3RMT=5
T Aok g

ETRATIR AT S IRBURRE, AT H B Holodeck [73]
FRNHEHERE (T2 Objaverse 1.0 [12] ¥i7=[WF4) TR
IR (BE Ao A1 A, 430 100 F1 1), F3545% Shap-E [30] fF
SR R O R SCAS B S A A . & T KIS FR R A
PRAGZR, FRATMH 55—~ Holodeck {95k CRIET
ProcTHOR [13] ). [A#f, K25 ScENETHESIS & — MEHALHELE
AR o} S 5 J2 A A AR PT DAIE 3% A .

542 WMRIEE 32 AP#HRIET . 46 RQ3, HATHITT—
WA FRESY, AL SceneruEsts A 1T 3D B00F 5 B4 ik
MR . RATEET 20 L EAITEIE2E. AWAZ
H I 3D i E AR A SR E. TS 5% 2 /0% 3D
RSN A T 8

W AT IALEIESE HREVLIR T 25 M5, #ft
TEARRBFLEE (NE. DAE. BITH) 2B PR E. Xt
TR, RAIS 5ERME T B =R ¥4 R 3D i
MR IE = (1) {i i} Gemini-2.5-Pro ‘B T*f) SCENETHESIS , (2) {i
] Gemini-2.5-Pro [73 %) 3 LLM, PA & (3) {ii i} Gemini-2.5-Pro
i) Holodeck. iXILAEK T 75 4> 3D #4774 .

25 0 BT W 45 1) SR AE = AR B AN s AT
Tl PP AT DA 1-5 FE R N AT AR S A (1) i R—
Bk W IRTE g S R R HES M SRR Qa7 (2) 2SR E
SR YRz MR R R 2 EHTY (3) AR X
M AE R — AR B G FE BE An ey 77

AT B e W, T PABEATUN 7 2 B L% AR
iz 5F @ AP BOHE TR 75 s AR gy .

55 PPlidEbs
FATRIE A HABRINE . X Z-Eif—2bE. MW IEER
- A —EU R PPl SCENETHESIS .

551 MrEgx—: ZARMELIE . ¥E SceNeTHESISLANG W, ZYTRHE
S RTRFRET . SRR . T Pl SCENETHESIS
A S BIEdE (EIRATWEGESE) MHICIAXT 52

Trovato & A

W, FA1E S5ff H Phrase-BERT [61] #1 Sentence-BERT [51] 4}
ST R AR E AR A . K5, T RS
L FRA R AR G iR 2 [ S A () [0.1] ) o AR
X5 5 BN R IVLHL Y BAR B RXT W “AFR7 1 “Hidk” 47
S FRATAE S . B2 ok, A 40 5 RSB/ A
XG5 F QAT RN T o 4%
FAOA%. G, h T P gy (BEestowaeel | S
precision = #PFP F recall = % ), FA1E X TP st
F—A (HAL—A) BSR4 BT 08E, FPRARA
LI B AT EL ST R A O 4R, FN A g gt
B A Az BN G R LS R

YT, FATE RN A B AR B —2E g
wigs (R, —AEWHARZ THENT). KE, B
fdi /1] Sentence-BERT 3135l i¢ 5 AR LA R ML S HARTE &
IR AR A o« B, AT RN A A B L Y3 (]
AEHOSE, BlE—ME O (EFEFE R, XR—1%
P2 L) o X T RXANERE AN AE, R (1) M
H B SE AR PR 4 RARTEAE THE R 2R R 2y oy, sl
(2) B/NTHEIE o , Wik HRES. 5, b TR FL G
4, FRATE L TP s 2 /b —AN A B2 SR A L SR 2 SR A 4L
E%&FP HRB A AR IEE, FN SRR B S AR
A

RVAAHUSE 2 R R . 3 [ KA F14- 0 6] () A0
i@ﬁ (@Fﬁ To =T )0

552 BYER 10 X&-EIE—BE . TR, AT
(1) IHEHEBNEEBR (CEER r B867), (2) B ERAUICE A
Bixt 4 rsin EOX BALTER AL E (o FOV (RASRIE R BA07)
BHBEHIA ) FEAR IR S A EIE , VAR (3) {#/ Blender
FEHOE R FERESRIIE. K5, A6 H BLIP-2 [32]
(S H ITM 3L3) i1 CLIP [25, 49] Skl & iy ScENETHESIS A= i
AT S A SRR E G 2 B —2E. s m2E, B
TXEEMNARY, AL “—A 3D BB S5 EfA
GBI ATEAL TR, I 2 n THRAFOR UG58 i
KAH. Hefk—30pE 2 BLIP fil CLIP 43 HU Z{ERIE AT .

553 MYER NI BRRTTRIEMM . FRATE 541 5T DSL i)
i R ZIRIENT N — IR RIFIEW (AST) o SRS, X TEEAIR
ARHYIRRTT G, TNV A IR AR o B A
(‘6%7‘7%E@F%E))%‘&x%frﬁﬁE‘Jé’ﬂ%iﬁlé%‘é\é’\]%%&@iz}ﬁ]E‘Jt[:%”i
B, AHEER).

554 MBI HR-EE—HE . KOUTHE D RIEED
NEHmR (BRI B — ML HiX
W, MPLBORCEE S ET7 (Nt e A B ) o e
J&i, BT BLIP-2 fil CLIP 4, FRATAGE A LLM 1t 2
(78] BPLBE ) (VQA) el i [5G T Fr#xif) (PAK LLM AR
BRI B AIRAS ) SRR 2 R IESIME . [RIAE, AT
e, FAVRE <A LM N RER” 5P G G s T
TR R, i SRR s B AO R A TE B
I EE(E, ATVASRICE R St R g o sk ig JAT ok 5 5k
LT LR FE AT -

6 HR5nPr
6.1 RQ1: T PERE S Pr

AT AL SceNETHESIS L E B A RNE, AT HAG A
BAWE, NTREEXEBAREMERY TR RATEL 2
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Table 1: M R4, A 2RO AA (WALEE)  EER
AR (%) fA-faba P ES R K

Object Constraints | Layout Constraints Overall

Model Prec. Rec. F1 | Prec. Rec. F1 | Prec. Rec. F1
Threshold 7, = 7; = 0.7
GPT-40 99.2 98.0 98.5 98.3 803 86.4 98.7 883 92.1

Gemini-2.5-Pro 979 = 987 982 | 893 | 999 938 | 934 993 959
DeepSeek R1 99.1 959 967 | 971 97.1 | 97.1 | 98.1 96.5 | 96.7

Threshold 7, = 7; = 0.8
GPT-40 99.1 979 984 | 69.1 554 57.7 814 70.8 727
Gemini-2.5-Pro  97.6 98.5 979 | 333 92.7 48.0 | 49.6 95.5 0644
DeepSeek R1 99.0 957 96.6 | 620 82.0 @ 69.1 | 763 883 = 80.5

Threshold 7, = 7; = 0.9
GPT-40 97.8 96.6 @ 97.1 149 114 | 120 | 259 205 21.4
Gemini-2.5-Pro  96.8 97.7 971 4.0 18.2 6.5 7.7 30.7 12.2
DeepSeek R1 96.8 940 947 7.4 15.6 9.8 13.7 268 17.7

Table 2: X RAMKMERE (%) PRARAERY A . gzl
05tk (R+G). BRI RAL M — bk -

Method BLIP-2 CLIP Mean

Retrieval only (7 =0.0) 51.2 27.1 39.1
Generationonly (7 =1.0) 422 259 341

R+G (7 =10.652) 51.6 271 39.3

FAR R AL BB BOn (T SC B AR 2 H AR, X LR AR I (4%
ERTERE, BEEEEIETE.

6.1.1 RQL1: TR MWAETN . RAOTE SCIPAERTB TR H
SRIE S A IVER BN SceNETHESISLANG RS AYZRBL, [}
PR35 P2 P AT G B R TR . AT 40 B X 4 44
WA BRI TERE, HAEIITER i i B AR
ARk -

Foks 1 BIRR TSR R AR B AL RE . x4
AW S, BRI BIE (0 =0.9) T, FraEHEIERRE
TRAU—H IS TERE (F1 > 0.94), X FEHRATA T EFEXT 4
P BIFTRER_E A Ra M . GPT-do FEKE AN [0 2R 2 i) F2 P iy
B, TERTE B R 97 % RS .

SR, FRARMERALIRE T BERPR. b5
BRI, PEREEE TR, BT B F1 50N o = 0.7 i
H 0.86 THEE| 7 = 0.9 BHET 0.13. XM FIRIER TMBER
B PRSI IR A5 0] ¢ R W [ A R ME—— B SRR v] DAH 31
AR REE, (SRR AR B A B M. R1 &
B B A PR RE , FEARIE BE RS T B i F1 424 (0.971).

s 1 RN TR AR RE . FEARUMERIE (r=07) T,
P W BUER S TSRO ERE, F1 0 80#ad 0.92, B8 T 3&A
HFRIEAAL 5. R FEIS (R PERE Lk B /i (F1 = 0.967) ,
JEIR T ARG G R0 70 e 2 sk T XAk 0y T ) i 7

6.12 WEEE 1.2: FMRERRER . WAL B BaES &
TR G R-AE RIS ARIBUE 24 3D BRI RR

Fol 2 JBOR TR RGN R . BAIWIRA T E (R+G) £
WA AR D HSSE B T Fedtbpe, P — AR R 39.3, 4%
IOE T IRATGE AR RN A B A BE T PSR 4B ] B
K RIAE R FURATA (BLIP 15424 51.2) , i 2 B B 2R % 37
FERE . ERE © = 0.652 FRUHTER F IA & i
T B AE TR AL [8)36 3 TP

AR, AR RadsiEm 5.0 4, XU T
KOS RREY 3D AR AT A b 24w SCARE] 3D AR N YR BE
PR E R R BT SR, (AR T YRR B S T
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Table 3: P55 (UM M AIGRETERE. T35y (%) Foniiesy
AR EEB (it EdaE:) .

Model Tter 0 Iter1 Iter2 Iter3 Iter4 Iter5

GPT-40 47.1 60.4 63.2 65.6 67.3 68.3
Gemini-2.5-Pro  74.1 91.1 92.5 93.8 93.5 93.4
DeepSeek R1 47.8 87.6 90.6 91.7 92.9 93.0

Table 4: SAER (%) SHEMERILEES . A Hbai i 85 RN
Ml s, B 4FREER N underlined Fk, “0” — “Ji
!lﬁ”, “g» “ﬁ’%”o

BLIP-2 LIP A
Method LLM Backbone ¢ Vo
(0] S o] S [0) S
GPT-40 713 699 256 255 283 448
SceNETHESIS (Ours)  Gemini 2.5 Pro 743 751 261 255 295 479
DeepSeek R1 725 747 | 262 258 298 486
GPT-40 619 600 247 240 151 28.6

End-to-end LLM Gemini 2.5 Pro 71.6 732 256 253 27.1 411

DeepSeek R1 721 699 249 247 239 389

GPT-40 60.0 622 237 225 247 377
Holodeck [73] Gemini 2.5 Pro 67.0 665 242 235 260 421
DeepSeek R1 53.1 523 236 229 198 318

AR E——KR Y 23 % WA R ICERIRE @R VTS, A
i AT IR £ SRS

6.1.3 RQL3: FEIARKMNE . FATE L5 A Rubik K AR
PRVTAG T M B T FE R R A2 2% 2 [B) 24 5 T RCR AN IE A

223 B TRATHE oK AR 0B R e . BT AT
SR MR E (18 0) BIHLMr Zi B Ewt, &
H Gemini-2.5-Pro ZEUSI A B T i = IO 29 A6 2%, B 93.8
%, HWIEA PR PuE s (40, Gemini-2.5-Pro FF 55—k
fRHM 74.1 % BRERE] 91.1 %) BSIE T HATHREBEE AR 10
W SERBR T AL B GPT-40 MRARMIAI UL
B (47.1%) iR, EFERRER R EREILH Rue k.
A, Gemini-2.5-Pro NEAFHIMILANLE: (741 %) FFUR, Il
IS BB AR R 5 . R1BR T e — B0 ek
S, BZGRE|T 93.0 % IR .

6.1.4 RQITARERZLE . AT B EiFA5R], SceNETHE-
sts PR RALALRR A Ut A b T 3D BRPE A 0 H 9 R BRPE G By
B Uik B ARE S 2R B, PARHER BEAL PR R 20K
(F1>0.94) , TEARUES{E R XA R 2R R B A B A TERE
o RYSCH T R A B AT o B BE I AR GRS 2R - AR IR
DL LA B ) U7 ¥, A 3D BABUARIBUOy A RO 1A T
B AN E R BB AR QA HOR ARARTE 5 YA RN SE
BT 93 % MG R, IR T AEARBRAZ s ) 5K A Y
RERRIGE . XL REUE AT 5l
3D B L A L TTRIB B, M5BT i vk e AT 4P
P, R T RATHES |5 AR B A AT TAREPE

6.2 WEsEIE 2: BARB

AT 1Al ScENETHESTS FEA I R TSI SERE 3D 3K
W R R PERE, AR ¥ES Z M — B dein
MR T IR . 3R 4 R T 2P 458 .

M —BEERE . FRATZEREW], SceNeTHESIS TEATA 7T
fli 48 hr LR AN T RE . T 4= E S-SR 571
BLIP-2 184}, ScENETHESIS FH HL R IT- 10 H 42k (5 Gemini 2.5
Pro %% 3 LLM) IR T 4.8 %o 24 1A FA M,
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Table 5: HMWFSEER (P¥5r « bitfiedz) NI T-LEg: 3D Bkt
W . B AT VFor B0k 1-5 50l or Bobkmbiar . dnefigh

Method Layout Spatial Overall
Coherence  Realism  Consistency
SCENETHESIS (Ours) 4.12 3.89 4.05
End-to-end LLM 3.45 3.21 3.38
Holodeck 3.68 3.42 3.61

MR, AT S DeepSeek R1 iK% 74.7 %, FRHH
X P A o i R

PR . VOA et s TR EREENRS. 46
DeepSeek R1, ScENETHESIS {FJRIGETIH) ikF 29.8 %, {EA)T
R LIkF] 48.6 %, 4 A b i EMESE AL = T 10.0 % FI
183 %. X—RFMIETIRI], OTWEML T, AR
A B R IR E SR BT AT R HAL PR, BERE A AR
5H P HIYEEICEL R 3D 84,

LLM Jimisgm. Ailne, REA =1 LLM FimfER
IRk DA 4, {H DeepSeek R1 755 SceNETHESIS £
R BT A $8 45 R IS5 —3. #i), #£5 Holodeck —
A A, AR R B B R AR R P (FF BLIP-2 I
PR 53.1 %), X FBIRATRAESAL S04 T f- b FI T 81
X LLM R T

AR ERETRFAENE . TR LR AR AT A 1) 2 TR G
REMTERE (ZREHEAE 3% AT) FEW, Sceneruesis BEf%
R b A BRI AN RS A BT AL R AR . X0 SE BRI 0 B2,
K4 P AT RE SRR [R5 AR 752K

SCENETHESIS TE£5 PRIl FE AT _L I — BOOE et 06 1E T &A1Y
s, B =R a o —A~ 45440 SE it (B 1ER
FO RIS UL . AR A USROS AL O 2E 44 ) A T3 iR A
B RS T ECE AT AR = R R .

6.3 WESEIIE 3: IS
Fokt 5 RN T H PR B 45 R . SceNETHESIS TE A TEAL 4ERE
T RIARL, Bag0T E R,

XFF A JE—3tE, Scenermests FFIE R 412, HFREE
Hek v (Holodeck) BT 194 %, & 5E48H, |AMH
AR SRR T A2 B T etk e, T
S ALY AL B AR L A B R 7 A A A R S G R T B S
AL LH 2R s )

23 0] BSR4t s 2R U i3, SceneTHEss A% T
3.89, 1M Holodeck >y 3.42, iEfCAHRARARALFRIELLZS[A] 5 7
iﬁ%ﬁﬁ%ﬁ%ﬁ%%%ﬁiﬁbﬂﬁ% W T RETHRE T ER
SRR

BEAR— BV GOIE S IRATT 0 A ff YR BB = AR TEIE SR 3D 5Kk
4o TEFI SceneTHESISLANG LA (R IT G 45 J0 3 BE AT 1
P AR, i ER LR 8w 7 A R A B R OR — B 42
HE.

7 ATRPERRI

AR « FRATHY LR R BT LLM B U5k, X
b5 35 AT BE LR ARIE BT 2R AR BBl e B 2O i
e, ATRESTI AN, T R . It
Sb, BT B RS A BT E 2 PASE S SE T E i 2 29 R Jr 2
B RACE, AR PR RIS R R R

Trovato & A

SRR . BATHPPAL LT =N A8, X RG] T H
TEFESP R ECRF IR SIS (B, K FIHE. RZEHIE) Kz
RE 7. B4R A U AR AT B T ¥ 58 A SR EL S BT R oK
HISRAERIZ R . BEAL, FRATAY LSRR - BRI T E
Rl NS, X ] BERR G HAE Tl sl 2R 3D BR8]
£
PR o 2 T BE R PP AR MO T B S ARk, X ]
AETCIA S 2 NS A i o i SGE L. JRATT 3%
SRR TR — B L B OB T AR, X AT BB T 58 4x ROk
AT S B e SR o AU B PP AR TR A, T
AR NPT, N T X — i, JAT0EA T T —
WUH WIS, AT PRAL

8 MRIfE

8.1 2D M)y Sh iR Ak

MASE T A B B4R B UL RS B2 R 3 T RS — A
ERUFR W, FAREIREGEITIT K TAEREZ [[1) 2
B, FOEELZBES KB T AA (MLLMs) FHfgHER 2R T
Wit B3R s UL RS A A BB ) . S8, S
ISR T — SRR . GPT-4o 7F B8 M [/ A A0 A B
IR TR . S HER S (58] .

AT R SePk R, BT LA R T R . DC-
Gen [58] R 4y iG 2 SR ms, AN A 2 1l 5 g 4
Pl 43 B T A R D3, ANTTTFE AL AR B B4R T 238 15
%. UlCopilot [23] 5I AT 224, 1564 SR HTML 2%
¥, SRIGHATARLE SN . DeclarUI [80] Rii1EMIANIE 55
AR IR AL AHSS &, F React Native [ TR F LSCEl T
96.8 % I DL HI 2 8 74 75 2%

LS T A HEMER TGN L R 45, Design2Code [54] #2
BT 484 AN ESHHF M T, H-BA TR R A R
FER H 3 H8 47 . DesignBench [66] TEA 1 i FMEE AT 55 B3
J& T %2 HEZE (React ., Vue . Angular ) it ¥4l . WebCode2M [22]
AL T — AN R ERAE, 36 256 T TUSLHB, MTTRE
AT R R AR BN S

T TAERY T R AE R, A EAEmI M. Lay-
outCoder [65] Mt TR X AWM EFH B VI HREE,
BLEU 234U U L4055 T 10.14 %, RS X Suit e, (B 24507
YEFEALFRAG At Ry A ME AR S R A2 BAT R T AT SR A AE
WXE, FRE T B AIEA: P8R8 ) 3L i

8.2 HERRPEAEIR

MAF-IHI 3D F 571K 3D [34, 35, 37-40] F 3D E{FRGERE Y JE,
R A ST AT A SRR

IR T IA (6,7, 18, 29, 44, 53, 77] AEYN 537 5 A AR
G3A, DATESERBYIE] AT R AR . A0, SceneSeer [7] i ] [#
SETEEMT SO, FET AT RS A . SR, h TR
T FUE I 3 280011, X E 5 PRI 520 G20 2 RV A R
i, PEERRE TR I S 2 AR

BRI TR BE 27 > B e > 3 5387 - HI T CNNs [52,

59,60, 70] . il 2e-fEnd e [9, 14, 21, 33, 64, 67, 68] . GANS [4, 36]
. transformers [43, 45, 48, 62, 63, 74, 79] A9 WAL [41, 55, 71,
75, 76, 811 f 7 YRR T AR BE AR BB 3 26 0 43 3 A
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