
Vector Prism

(a) Animation pipeline (b) Vector Prism

Input: SVG file and instruction
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Bayes decision stage

<path class="st4" d="M28,22c0,1.1-
0.9,2-2,2H14c-1.1,0-2-0.9-2-2l0,0c0-
1.1,0.9-2,2-
2h12C27.1,20,28,20.9,28,22L28,22z"/>

SVG primitive
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Plus Background
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Step 1
Render primitive and 

query VLM

Bounding box Isolation Highlight

Zoom-inOutline

<path class="st4" d="M28,22c0,1.1-
0.9,2-2,2H14c-1.1,0-2-0.9-2-2l0,0c0-
1.1,0.9-2,2-
2h12C27.1,20,28,20.9,28,22L28,22z"/>

SVG primitive

Step 3
Repeat for all primitives

Step 2
Record agreement patterns

Agreement matrix መ𝐴
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Decision: “Plus”
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Output: Animated SVG file

Syntactic understanding

Plan-to-code
Use a LLM to turn animation plans to 

animation code.

Instruction
“I want the buttons to 

bounce in one by one as if 
someone is pressing them.”

Semantic understanding

Instruction-to-plan
Use a VLM to turn user instructions to 

a detailed animation plan.
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