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Human Avatar Modeling Based on 3D Gaussian Splatting
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Zheng et al. AvatarReX: Real-time Expressive Full-body
Avatars, SIGGRAPH (ACM TOG, 2023)
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Li et al. Animatable Gaussians: Learning Pose-dependent Gaussian Maps for High-fidelity Human
Avatar Modeling, arxiv 2023
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[1] Chen et al. SNARF: Differentiable Forward Skinning for Animating Non-rigid Neural Implicit Shapes. ICCV 2021.
[2] Yariv et al. Volume Rendering of Neural Implicit Surfaces. NeurlPS 2021.
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MLP baseline Ours with 2D CNNs GT



Animation with SMPL Animation with Learned Parametric Template
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Xu et al. Gaussian Head Avatar: Ultra High-fidelity Head Avatar via Dynamic Gaussians
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Animatable Gaussians: https://github.com/lizhe00/AnimatableGaussians

Gaussian Head Avatar: https://github.com/YuelangX/Gaussian-Head-Avatar
FERECA: https://github.com/thu3dhuman/sourcecode

Animatable Gaussians Gaussian Head Avatar FRRECR
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