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Abstract— This review paper focuses on a research in which the main idea is to convert a line of text into a user 
manipulative scene. But the research to use as less space as possible and take google images to form a particular scene. The 
images should come unambiguous, noiseless and in a wide variety in accordance with the text that we type. This project shall 
determine how human computation can be used to further improvise this text to scene system and  how can we make this an 
interactive system by transforming it into a so-called comparing game. This project covers different acute areas of natural 
language processing, the concept of ontologies, developing 3D models etc. This project can have either of the two 
approaches- Natural language Processing approach or Human Computation approach. This review paper will cover the basic 
concept of text to scene and the problem statement, the progressive steps taken in the project by far, the future planning done 
and the literatures cited. 
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I. INTRODUCTION 
 
In today’s world, a large amount of time is invested 
in creating 3D scene by most graphics program. In 
order to create one scene, one has to start from the 
very beginning of adjusting the terrain and creating a 
3D object. This is both tedious and time consuming. 
Also, everyone’s definition of a perfect scene is 
different. Therefore, it is very beneficial if there can 
be a tool in which a 3D scene can be modeled by 
simple text. We type in the exact scene that we want 
to create and there will be a scene automatically 
generated to which the user can make changes. A user 
will describe an environment, its objects and the tool 
will parse and conduct a syntactic and semantic 
analysis of the written statements. 
 
We all are well known of the fact that something 
written in our own language is way easier to 
understand than any computer or object oriented 
language. So if we have to create a scene, it would be 
a lot better and easier if we do not have to keep 
coding for every scene, for every movement that 
changes with different preferences of the user. Some 
may want to put a cup at the center of the table, some 
might want to put it at the corner. So changing the 
code for each and every different scene will be 
tiresome and also a very lengthy process. Also we 
will not be able to finish coding for a game if we wish 
to do so as per the deadline we are given by our 
company or client. So one way is very convenient, 
that is if we write down whatever scene we want to 
make in one sentence, and then parse the sentence in 
a way that an automated scene will be generated 
based on that sentence. Also, there should be option 
where we can manually create the scene, that is 
dynamically, after entering the sentence. This is what 
my text to scene is all about. 
 

Example: 
WordsEye is such a tool that is made in which text is 
converted to 3D scene. But the main drawback of 
WordsEye is that it only understands fully detailed 
text along with the spatial descriptions of the objects. 
Also, it is limited to a certain amount of objects 
which they have in the database. 
 
II. PROBLEM STATEMENT 
 
This  research has one question , what if the objects 
which can be used to make the scene can be chosen 
from search engines like google and not from the 
database? For example, what if when we write “The 
cup is on the table”, a wide range of cups and tables 
come from google out of which the user can choose 
whichever one they want to choose for their scene? 
This text to scene project will try to find the solution 
to this problem through different algorithms and 
approaches. The main initial research idea is to find a 
way to retrieve images from Google as a part of the 
content that is given to us, images have to be of the 
same size and should match the real world, no 
ambiguity. A scene can be made with objects or 
assets. These can be 3D models or images that are 
stored in the database. But what if we get the choice 
of selecting the assets and objects directly from cloud 
such as from Google API ? For example , if we want 
to create a scene where an apple (fruit), is placed on 
the table and we write “The apple is on the table”, 
then a scene should be generated with an apple and a 
table. But what if we can get to choose the form or 
image of the apple from Google itself? This will have 
two advantages- one is that we can have variety of 
choices and we can choose our own perfect form of 
apple and of our desired size. The other advantage is 
that we can save our memory and our database from 
storing thousands of such objects just for the sake of 
one application. But searching from a web search 
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engine can have its own disadvantages. If we type 
“the apple is on the table”, and have the option of 
searching the images from google, two types of 
images relating to the word apple will come. One is 
fruit and the other is the product or the company 
Apple. But we only want the fruit apple. So we will 
have to find a way to remove this ambiguity in our 
search and hence have an organized search in the web 
search engine. Also, our scene should match the real 
world. For example the apple cannot just hang in the 
air. It needs a table for support, more specifically it 
needs the table below itself to make it look real as an 
apple below the table will look virtual. So we also 
need to find out a way in which the automated scene 
can match the real world. Above all, we must find 
images that are not noisy, that is if we want an apple, 
we should only get the fruit apple and nothing else 
with it in the image. This is the central research idea 
behind my project which is a complicated process and 
no solution has been found on it yet. 

 
III. DIFFERENT APROACHES 
 
The different approaches that will be taken in making 
the text to scene Java game are mainly be two - the 
natural language processing approach and the human 
computation approach. Both the approaches are 
discussed in detail below. 

 
A. The natural language processing approach: 
Natural language processing is as we all know a way 
of processing language and converting them into 
expressions understandable by the computer, also 
known as regular expressions. This research makes 
use of natural language processing as our prime 
motive will be to process text. For this we will be 
needing the Stanford Parser. The Stanford Parser 
splits up a line of text into specific tags in order to 
differentiate them with one another. For example: “ 
Spoon is lying on table”- the Stanford Parser will 
split this sentence into 
nouns,verbs,prepositions,adverbs etc. It will show the 
sentence now as- Spoon__ NNP is__IN lying__VBG  
on__IN table__NNP. This approach is only limited to 
some objects if we store them in the database. Firstly, 
it needs to be made it in a broader area, where user 
can type any objects. This requires parsing a heavy 
number of words through the natural language 
processing approach(Stanford Parser will be used for 
this purpose.) 
 
B. The human computation approach: 
This is in order to get human feedback for different 
scenes described by different lines of text. If I want to 
also use human computation, then I need to design 
the same research as a game. For example, user needs 
to do two works, in first we will give some texts and 
scene to the user which have been generated by some 
other user before, the current user needs to give 
feedback whether it is perfect or the other way round 

to analyze the same scene, he needs to do this for two 
or three scenes. After completing this step, the user 
will create his own scene using his own texts. Then 
that scene will be saved and some other user will 
verify those scenes as a first step of their game. 
 
IV. THE BASIC TEXT TO SCENE GAME 
 
This game is mainly to give a start to the text to scene 
research and to understand the basic concept of text 
to scene. In this game, we have five basic objects 
which are used to “set up a dining table”. I have 
taken this domain of setting up a dining table because 
it has scope of including many objects to the scene 
and also the user can very well relate to making a 
perfect scene of it. The Text to scene game has been 
made in order to parse text automatically without 
much effort and create a user manipulative scene. At 
present I have taken objects that are present in my 
database. For the future, we must be able to take or 
search dynamically from google and choose the 
object image of our choice without facing any 
ambiguity. 
About Stanford Parser: The Stanford parser is the 
software provided by Stanford for natural language 
processing. With the help of this parser, we can split a 
sentence into many sections, we can collects verbs, 
adjectives, nouns and many more from the sentence. 
By using this software, each word of a sentence can 
be categorized whether it is a noun or a pronoun or a 
verb. After this categorization, all we need to do is 
extract all the nouns as the objects will be nouns and 
then link them to the models we have and create the 
automated scene. The categorizing of the words are 
done by special tags. These are provided by the 
Stanford POS tagger. Some tags present in the 
Stanford POS tagger are: 
 
NN for noun 
RB for Adverb 
VB for Verb 
JJ for Adjective and so on. 
 
The five basic objects are- a cup,a spoon , a fork, a 
laptop and a plate. A  table  has been put in every 
scene by default. As soon as a user types any given 
text, it first gets processed and then an automated 
scene depicting that sentence is formed. When the 
user types “next”, an empty frame appears alongwith 
the objects that were required to interpret that 
particular sentence. The user can now make his own 
scene by positioning them according to his own wish.   

 
A. The Text to Scene Home page: 
First we have the text to scene home page. There we 
will have a text box where the user can type in any 
sentence based on the five objects that will be shown 
on that page(the default sentence is “The cup is on the 
table". 
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Fig.1.  The home page. 

 
B. Generation of an automated scene: 
After we type a sentence,an automated scene is 
generated showing the objects present in the 
sentence.(by default the cup and the table as shown in 
Fig 2). The table will always be there by default. 
Since here we only need to have the objects, we 
customize the Stanford parser coding to only parse 
the nouns and extract them from the sentence. The 
automated scene will be what the developer’s have 
created. 
 
C. The final user-manipulative scene: 
As the user clicks on next , a user manipulative 
screen comes out where the user can position the 
cup(or the specified object) anywhere according to 
his will(Fig 3). This gives everyone the leverage to 
create their own scene as everyone’s definition of 
perfect is different. After the user scene , the next step 
that I will further work on is the feedback page. From 
here, the human computation approach will start. The 
user manipulative scene is made to understand how 
automation of scenes actually works. With further 
modifications and better use of objects we can build a 
more creative user manipulative scene. After this 
scene the real interaction with user starts. The objects 
here are in the form of JButtons since it is easier to 
press and move a button in Java. From this user 
manipulative scene we can go back and create other 
scenes by saving this for other users to examine. The 
other users will be able to give feedback to this scene 
and make their own scene and save it too. This is how 
a human computation approach will be generated and 
this is how we can develop a good understanding of 
text to scene. At present the objects have been taken 
from the database itself. In the research , the objects 
will be taken from Google API. There is expected to 
zero ambiguity in the research.  
 

 
Fig.2. The automated scene. 

 
Fig.3. The user-manipulative scene 

 
D. Further modifications: 
This text to scene has been modified further for more 
accuracy and in order to make it more real world like. 
At first, there was only the automated scene. Further 
steps and coding have led to making the next scene 
which is the user manipulative scene. Also, the user 
manipulative scene used to have all the objects lined 
up no matter what sentence we wrote. It could not 
differentiate between the objects that were actually 
necessary for making the scene. Further changes 
fixed this as well. 
The next progress that has been made is the feedback 
page that will be following the last showed scene, that 
is, after the user has created his own scene. He can 
now see other people’s scenes and give feedbacks and 
also save his own scene in the database for other 
users to see. This is the human computation approach 
that has been advanced so far. The direct linking of 
the text with google images has to be planned and 
proper algorithms will have to be created to continue 
with this research. 
 
For future planning, the feedback page has to be 
completed, the scenes once made will have to be 
successfully saved, and then we move on further 
expanding our scope and the prime idea of the 
research. I need to find out how can I link my text to 
images from google. For that, a detailed study on data 
analytics has to be done. Also linking the two 
approaches and showing them as a part of one whole 
module is also a issue that needs to be figured out in 
the future. Development can be from every aspect 
and in any form. But the right order and the correct 
approach is essential. A systematic way to further 
digging deep into the research will finally lead to the 
product. Proper planning needs to be done with 
detailed steps and processes. 
 
CONCLUSION  
 
The research will come up with an exciting game for 
users in which they will understand the concept and 
use of text to scene in an interactive manner. Also, I 
hope to find a way to implement a dynamic method to 
create a scene through as I have mentioned previously 
and by the end I am hoping to write a paper on this 
very research stating my observations, findings and 
results. Text to Scene is a very popular idea that has 
come up in recent years and many papers and tools 
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have already been taken out in this context. But till 
now a proper running tool that covers up all the 
drawbacks and anomalies has not come up. My goal 
will be to contribute as much a possible to this wide 
area of research and build up a tool close to the 
perfect idea of what people are expecting from a 
proper text to scene system. 
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