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Problem

Existing NeRF-based approaches are slow to train and render
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Novel poses & scenes

Animatable human avatar & disentangled scene representation

Short (80 frames), in-the-wild
monocular video 60 FPS rendering time

Method architecture
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L= A1La + AzLsim + Aslvgg + MLy + AoLigim + A3Lygg +AsLibs; 1. Human and the scene are represented as 3D Gaussians. 3. MLP decoders estimate Gaussians and LBS weights. e g |
scene + human human 2. The human GaUSS|anS dale parameterlzed by d trlplane. 4. LBS WelghtS dalre Used tO deform human GaUSSIanS. https://machinelearning.apple.com/research/hugs https://github.com/apple/ml-hugs
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