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Trends in 3D Human Generation
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3D Gaussians
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Fast rendering via Camera + SMPL
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Rendering Alternatives
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Shells Visualization
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Results Overview

3D Gaussians
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Pose Variations
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Comparison to SOTA
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DeepFashion
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Model Deep Fashion SHHQ Comp.
FID, PCK+ FID|, PCK1 INE |
EG3D* 26.38 — 32.96 — 38
StyleSDF* 92.40 — 14.12 — 32
ENARF* 7103 4374  80.54  40.17 104
GNARF 33.85 97.83 14.84  98.96 72
' EVA3D* 1591 8750 11.99 88.95 200
~ StylePeople 17.72 98.31 14.67 98.58 28
¢ GetAvatar 1900t  NA NA  NA 44
AG3D 10.93 NA NA NA 105
Ours 15.78 9948 1330 99.27 28
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Comparison to SOTA
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Comparison to SOTA
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Conclusion

A novel 3D GAN framework combining a CNN-based generator and 3D Gaussian rendering primitives
using shell maps.

Fastest 3D GAN architecture to date, achieving real-time rendering of 512x512 px without convolutional
upsamplers.

Highly diverse appearances, including loose clothing and accessories, at a state-of-the-art rendering speed
of 125 FPS (or 35FPS including generation).
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