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Figure 1: Representative DF-World 0.1 Preview domains and control overlays used in the first-page teaser.

Abstract. We present DreamForge-World 0.1 Preview, a preview foundational world model
for real-time interactive world simulation. The system adapts the LongLive 1 autoregressive
video stack, itself derived from Wan2.1-T2V-1.3B, with a residual action pathway inspired by
the Matrix-Game family [6, 7, 10]. DreamForge-World 0.1 Preview focuses on a complementary
axis to frontier-scale world simulators: low-compute adaptation, consumer-GPU runtime, and
broad interactive capability coverage. It supports live keyboard and mouse control, multimodal
initialization, mid-stream reprompting, dual-view operation, and minute-scale interactive rollouts
at native 480p resolution, reaching up to 14-15 FPS on a single RTX 4090 with a low memory
footprint. By leveraging open video backbones and applying targeted adaptation runs, we
build the preview system with high cost-efficiency. DF-World 0.1 Preview is not yet a memory-
complete or frontier-quality world simulator, but demonstrates a practical low-compute route
toward real-time controllable world-model previews on consumer GPUs.
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1 Introduction

Interactive world models generate future visual observations in a closed control loop conditioned on
visual history, user actions, and optional semantic inputs. Unlike offline video generation, the model
must update the scene frame by frame under streaming control, while its own generated outputs
become the next conditioning history. This shifts the problem from producing a plausible clip to
maintaining controllable rollout under self-generated context, a framing shared by recent interactive
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generators and world simulators such as Genie, GameNGen, Matrix-Game, WorldPlay, LongLive, and
DreamX-World [1, 2, 5, 7, 10, 12, 14].

The field is increasingly organized around a latency-versus-state-retention tradeoff. Real-time interaction
benefits from short context windows, cacheable causal structure, few-step inference, quantization, and
lightweight decoding. Long-horizon consistency instead benefits from memory retrieval, revisit-aware
conditioning, camera-aware state, and training or distillation under self-generated histories [7, 10-14].
Systems such as Matrix-Game 3.0, WorldPlay, Infinite-World, DreamX-World, Genie 2, and Genie 3
therefore emphasize persistent or retrievable memory as a central component of interactive simulation [3,
4,11-14].

DF-World 0.1 Preview targets a different operating point: broad interactive capability coverage under
tight adaptation compute. The preview adapts the LongLive/Wan video-prior lineage into a streaming
action-conditioned rollout system, then exposes text, image, video, and mixed initialization, mid-stream
reprompting, and separate first- and third-person control paths.

The main contribution is a compact system recipe: adapt an open causal video prior, add a residual
action pathway, seed the autoregressive history with multimodal inputs, and optimize the resulting loop
for single-GPU preview interaction. This places DF-World 0.1 Preview in the same design space as recent
real-time world models, but on a complementary axis: capability coverage per unit direct adaptation
compute rather than frontier visual fidelity, persistent spatial memory, or engine-level control precision.

Matrix-Game 2.0 Matrix-Game 3.0 HY-WorldPlay 1.5 Waypoint 1.5 Genie 3 LingBot-World

Real-time on 1 GPU v v v 4 X X 4
Memory X v v X v 4 X
Reprompting X X v v v v v
Diverse multimodal input X X X X X X 4
Dual-view support X X v X v v v
Resolution 360p 720p 720p 720p 720p 720p 480p
Generation Horizon Short Medium Medium Medium Long Long Medium
Motion control degree Discrete Discrete Discrete Continuous Discrete Discrete Discrete

Table 1: Feature-level comparison with recent interactive world models, compiled from public system descriptions
and technical reports [4, 10-12, 15]. Checkmarks indicate reported support under non-uniform evaluation setups
and do not imply equal quality, scale, or benchmark protocol. “Diverse multimodal input” refers to support for at
least three input modalities: text, image, and video.

2 Related Work

Interactive and action-conditioned generation. World models have long been framed as learned
predictors of future states, but recent generative systems shift the interface toward controllable visual
environments [1, 2]. GameNGen demonstrates real-time game-like visual generation with diffusion
models, while Matrix-Game 2.0 formulates streaming world generation with frame-level keyboard/mouse
conditioning and few-step autoregressive diffusion [5, 10]. Matrix-Game 3.0 and WorldPlay extend this
design space toward memory-augmented, real-time interactive rollout [11, 12].

Open video priors and causal rollout. Wan provides the open video-model foundation used in
the LongLive lineage [6]. LongLive extends a short-clip video model into frame-level autoregressive
long-video generation using mechanisms such as KV recache, streaming long tuning, short-window
attention, and frame sinks [7]. MAGI-1 and related autoregressive video systems further support the
view that causal or chunked video generators can serve as substrates for streaming continuation [16-18].

Memory, multimodal entry, and promptability. Persistent memory is now a defining frontier
for interactive world simulation: WorldPlay, Infinite-World, DreamX-World, Genie 2, and Genie 3 all
emphasize revisit consistency, off-screen persistence, or long-horizon context retention [3, 4, 12-14].
Image-conditioned or promptable world entry points appear across Genie-style environments, Wan-
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