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1. Human and the scene are represented as 3D Gaussians.  
2. The human Gaussians are parameterized by a triplane. 
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Method architecture

https://machinelearning.apple.com/research/hugs 

Existing NeRF-based approaches are slow to train and render

Objective function

3D Gaussians are proposed for static scenes.

3D Gaussian Splatting

SMPL parametric body model

3. MLP decoders estimate Gaussians and LBS weights.  
4. LBS weights are used to deform human Gaussians.

Ground Truth HUGS NeuMan Vid2Avatar

Novel view and animation synthesis

HUGS w/o LBS w/o density w/o TriMLP

https://machinelearning.apple.com/research/hugs https://github.com/apple/ml-hugs
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