
Pipeline Overview

Real-time Gameplay Simulated by GameNGen

Abstract

Game engine powered  
by a diffusion model 
that simulates DOOM 
in Real-Time
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Diffusion Models Are Real Time Game Engines
Dani Valevski*,  Yaniv Leviathan*,  Moab Arar*,  Shlomi Fruchter*
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VAE Decoder Finetuning 
for fine-grained details

Noise augmentation 
for autoregressive Stabilization

4 Denoising Steps 
for real-time generation
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