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Abstract

3D human reconstruction is of great importance for applications such as digital humans, motion
capture, and immersive interaction. However, non-rigid deformations caused by clothing wrinkles,
soft-tissue motion, and fast body movements in real-world scenarios make it difficult for template-
driven methods that rely solely on parametric human models to achieve stable reconstructions with
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well-aligned fine details. To address this issue, we propose DCGaussianAvatar, a deformation-cor-
rected Gaussian avatar model that combines the efficient rendering capability of 3D Gaussian Splat-
ting with the structural prior of SMPL for animatable human reconstruction and novel-view synthe-
sis. Our method initializes Gaussian primitives on the SMPL mesh surface and extracts a global pose
embedding via a pose encoder. Building on this, we design a pose-conditioned non-rigid defor-
mation correction module, which takes high-level features formed by concatenating the embedded
Gaussian centers and the pose embedding, and performs residual updates for both skinning weights
and appearance parameters to compensate for residual errors introduced by non-rigid details such
as clothing and soft tissues. Experiments on the ZJU-MoCap dataset against multiple representative
baselines show that DCGaussianAvatar achieves the best PSNR of 30.93, along with an SSIM of 0.964
and an LPIPS of 0.032, and delivers more stable alignment and sharper fine-grained details, partic-
ularly around clothing wrinkles and articulated joints.
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1. 518

S NARE R TR B S LI S U ) LA ) R, AR N [L]. SRR 2]
SRR [3] PTIR A AE H[4] A K AR 5] 5 s h BT 2 MR A . SR1fT, FLSEI s N ARAAAE
RABAINE . WP FZE . RV AENIETE AL B3 DA S OGRS R 3R, (675 5 i F o DA B A
LA 5 AN o BRIk, Al 704G BRI 2% A T 35 He v ol i Ao LB AT AR AR 14 1) = 4 N AR,
R B R L

G N 32 7K 2 R R A BUS mRoR, HR4E 20 LSRR U & 5e R . %38
Tl A BGR AT AR, (RIEE AR M8 5IUEEs &0, HAEREIINEEEBE
BAMA RIS R A RESRTF B R LI NARIE Y . R AESR, BRFRIR 5 AT s Yo 7 K X 4 3l T Ak E
FEN R FEE 7 T R T, i 3 TP 445 5 % (Neural Radiance Fields, NeRF) [6] ) A\ A7 JLHE 28 i 1% 38
Tob v v AL S A — BRI A R, (HII SR SIE P TITFas R, A T B I AR AL [a], e LA
WS B R R . 52 A, 3D mETkST (3D Gaussian Splatting, 3DGS) [7] LA 1] S i) v 7 s A gk
AEGFETC, IR m IS AL TE YRR, 7E CRIE S A0 o 1 R B 35 4R T T Ik S8 P R0R,
DR T 2T RO B S 3 0 N = 4E T 8 S50 A & B LB 7 T o

R4 3DGS 1EFFAS T st RILR W, (AL BB Taha NME G Pk — T, AMErE
Bz sh vl S B N RS SMPL [8]33E4T#i&, {H SMPL 2R A 5% JZ (Linear Blend Skinning, LBS)
TEGIAAN) . AL R S dERIPER 2= FRIBREJIZ IR 5 —J7 1, SMPL ZAESH MG
RZES GRS w22, AT HE B0 S5 AT BRI e, A4S B 7 VE iR 2 AR A I R R U S
BEAh,  [E ) LBS AUE ME LUE A FIAMA S AR A, PR 7R AR i — R T, ik,
fAIZESI N SMPL SB[, el 3DGS (1 iy Ry Yt 3, FHE4 it SR NI FE AR (V) i e, 2 i Jik
T 3DGS ) =4k N\ A4 E G At 7 0 55 g e ) el

ERXE IR AR, ARCEEA 3DGS 5 SMPL S04k AARSEES, $&H — P AR A& 1E 1 & i A A Asi 2
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DCGaussianAvatar: 55| N&E S Hmisa 6T SMPL B AT RHMEMNRIE, DARHE S FE 1Ak 77 17

B Bt RN AR IERCER, 75 LBS ARJERFEAN b2 SI Z AR LIAME R Y 5 A ISR L f8, JF
B DBRE LSS HG SAE, DIRTHESVLAN TR 5 5 40T RIARE 1 - ASCAE ZIU-MoCap %4
TRER I 2 Fr S s B AT SRR L, 45 SRR W PR J5 A AR IE e ot 5 Y SR B 7 TS S 1 SRR

2. XTI
21 BETRARTH=HAGEEZEEL

BT B RN 1 = 4 N\ A vk e R P B R O = 4 AR )L 5 M T Ge— i, il
4§ 5 P 2937 (Signed Distance Function, SDF) [9] [10]. /43 (Occupancy Field) [11] [12]F1## £ 45517 NeRF
& EAZFAXFIR T, NeRF FHIC 7V C N T i ERME ARz —, Bl i nf oA e 4 B4 WAL
AR 2 W G oy B 5 S AR AR R oR . BEETEJE T WA A L R SE I s =, B
SR G R, RS ORI SR — SO DT R I R S .

N T ZE NARIIZE), % NeRF AHSRII VAT SMPL S0 JUAT 00, K AN [R5 245 Wit 1) 3L =2
MRG0, FELEG R LBS 284 55k 25 AR I M g vl KB I AR B o 22805 V0@ 1 1 T8 o3 i i
B I h ) NI 38 3 S 8T R HE RIS AR 35 4« 11 HumanNeRF [13138 5 & #5248 5 NI AR B A
BENARIZS), HRhEARSORL A 5 PR B2 A5 B A SR SR AT Anim-NeRF [14] 0% 51 425 56 A 13
f] LBS JEAs Y, DLiE— DA RS A R L 540 4Es . R FRITEERTA G AT % LIS TR
IFHE Y, (H B %2 2 BN (Multilayer Perceptron, MLP)RSRAE ST B 4E B W), SEAMAE
THI FF) PR AR 1 5 a0 T e USRI 5, [ s G R 52 B, e DA A2 e 8 HE B 5 S 22 EL AR 7 oK

22. £F 3D siBSN=HAGERZEE

3D s LA— 2 n] S i R e R s, BN eIERT L E . RUE S AL E v, R
AN B FE S B R E A . FHECT NeRF (M4 TE G2 1t % 4L R FE SR 0115, 3DGS K= T M AL i i
IV G 5 B e s (RN RN A B, TE DR AR — B30 5 o v G O SR 0 [) Bf  25 B o R, AT B
NeRF 7ESZE R 585 NI —Fg s 07 &

Ak, WHAHIEDH 3DGS NEAG sy AW IR NI AL fEA S i, — A2
FINSEA N AT SR RS AE 5 S50, LA R sl o o 5iggh 7, INnfEshEy
SR AT AR E FN 5 AT (S IS . BN, ASH 15K AU T AT AR B AR R, T
QI FE R @SB RE E S AN G S LR E G, NSt LS iBEsh Bz,
SplattingAvatar [16] IJ4 i # AU PRS0, 38 I P 2 Qs AR IRARIZ 8, I i s 7 s 3R s A
JURTARAN TGRS, SEBL T w28 g N A AT v e

JUE AR S 16 BB 2 35 R THISE A SR S AR MRS Il — 350, il THIB R R B2 585 5 2R,
M LA AR S RAVRH LU A AR NIMETE AR . st HERI M TR AR 3Rk g 71, GART [17]7E %
AR ) Sty BT T N AT S PSR SIAL,  JE I 5N AU P R T B R AT 2 S PR R 1) 52 R SR IR
B R RN A . 3DGS-Avatar [18] U4 E — A2 A G AENIHE AR I 4%, Tl i b B8 S HUE
TEAR A28 RERR RN A JR R 2, A AU VIR B A AL IR A A . R0, Bl 7 VR AE 2 R IR B £ A
Uit G A AR S TR ATI AT B H IR S A T AR AR B S e 2 S I, B R R AR i R
o AT S, WS Fo e Hb AR WA T AR A7) o = 4 N A o A A3 (1 B F4

5YA R T 3DGS M ANMEEBL LA, AR SCHE H Y DCGaussianAvatar 755 5 11 5 5% 2 5 IEHL ]
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], RSN 52 8) FEZ MRS LI R, RARYIRE 45 B SRS S E IR 4015 1) B 3 M AR TE R
FHXTEBR . HIR, 3DGS-Avatar [18]K F 4 A AH K (1R NI AL X 28 75 ey 2 ) vh 2 ST B AR gy, DAKG 55
LM U ANEBCRE /7, (H3Z 07 T B AN GRS TR],  afi DAss 2 Seif B 37 5, HEDL. ARRF B
P, DCGaussianAvatar L SMPL $2 4L i) ke 45 i IR B 9 FEAl, 5l NIBE SRR /LS
N, JEIE TR 2 T 7 N RIFF I — 77 THE A 27 ) 58 R A EE 5K 2 70 DG T 4 5 b 3 o7 A 2 s 17 1)
BENEC, o — 75 T IS AR 22 BB A AR A 5| S R A S b B G 4 T AT AMEE AT TE DR AR
BR S B RS M 1 [R5 FH JE NP 45 U & 58 =N 55— B . %22 R AT HEA SOV T R I AR e 4R 2
WHHEFEAT B IE, HBIGRCE S EE R E.
3. &
3.1. FiEEid

AR T FARE IE 1 i A7 DCGaussianAvatar, S 7E45 & 3D e I S ) ke B
715 SMPL Z¥C AR5, HEEH R ol IREN I =48 NI . 1% 77 757E SMPL $2 L[ T i iz
IR, SNBSS E I 302 R B AT R RS, PR RS SR A AR W T AR Hr IEAR
P, HTECA TR LBS AR S mli sh W@ 1, DAAMER IR . BRS04 AR WA 40 45 77 >R 1) 5k
ZRIE. Bela, IR e g S E @ UK I Bl Ak, R RR S TE B LA L T AR AR E X 5
Y54 . DCGaussianAvatar B AUHELE 41 5] 1 FiR .

HRAR P

Figure 1. Diagram of the DCGaussianAvatar model framework
1. DCGaussianAvatar 12 EIHEZ2[E]

3.2. SMPL AR THSErS BB L

DCGaussianAvatar LA SMPL #2 {1 AR 4584 Se 3 A A Wi om i i i BR il . 45 @ A0 S AR BIL 2
2, ERFHSEIRARERARENI SMPL 2450, A3 AMAMTERSH g FILESH G, FHIEPAIEMN
A AR S M (B,0) o« BT AT 5 NARE I —BURBI 4G S U o3 A, FRATERRR A R AT RAE, 15
Fl-ALREAV ={v,},, FRHIEN RGO h oG HECT7E 2 B AL AR, SR SMPL 3%
LR A 3 45 /NE R 0], f 5 LA TE ) ORRE A bh b 285 1) 5 B 440 55 A 1k
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A FETEE T G — A AT I E N, TR R LA S AN TR, AR LG g R
AR R« ABURNE S, « B S Hic URAEREL o o e, JURTHL g o JRESHER: R AR S;
R TR LR M g AP R CRAE S = e A by . R RAREE RS IR @ S B IEATHERE, D9 17)
SRR e i S T IR A S BRI GG A o S, RO TR TT R R AR I A RV R AR = A TR AT
HIEN K E. S MANEYEL o N o shiErE, & 2858 BN YIaa(E DA 5 7 3017E G
WA, JFETHLLARETE .

DN AR AR i 7 2 O AR S SR DR B — BRI sh Ak, FRATTRE— DA ] SMPL 2R VEVR 5 52 B i
W IC IR S B BUE W, o FARTI S, FRATRE AT 5 v, 8 IS 108 T 1A 52 B AR D i 7 2 T 1
WIGEALEE s 2 RAF L T = AR BRI, AT 2 = A =T B AT B O 15 BT A6
B, JEN BRI, BRAE A ST B O TT ZIAESLARE I ORER, A Sk m T TR AR
Bz sh 2%,

3.3. BESHIRD

I S RIS B TE LA 0 2 BN 2R B B, 4000 SMPL 54 0 47 FF 51 fL 4
iy, JFRA Transformer [1914H SLHLE B 6 19 W O K AL R, B8 R MIAS BN, %183
SMPL. 5t #f 7 Mg 4 2 ] T T REAPAE AAE SR SR IR, B A4/ S 1 R R S FE 0 T R E R0
6D Hekk e, LALLM AT R R LRI . USRS SR IR A

O={r,r,,1,}, reR® (1)

o, 1 FORA | A 6D HER IR, W Transformer AEBSBEICIALER ST PIREAE, TRATH 1, i

S LR MU A B BN, B SN AN S (BB AREY p; DA 4 AR IR 7E 81 R B B
PEHIA RN TS Z = (2.} . BTN

Z; =Wyl + P; (2)

G, A Z N Transformer i, i 2 Sk 14 HE R 6K AR A 4R AR I KRV, 32
BRI EN AT A KA, B34 R LRI e. BB

1 2
e= z;[TransEnc(Z )]] (3)
RJRLEHRAE e KAE % AN AR IR, F T3R50 5 2200 52 AR 5 v A L
SR T
3.4. JEMIMEFLERFIERIR
R4 SMPL S50 A8 Ay i B e TR AR B4 T R e 45 A Ik s)y, (A2 BRT LBS MIZMERIR, millifs
A LU IR A AENI P A RS A SO0 o IRk, ARS8 7 NI AR IR IS E, 7R BUR IR B A H
WIS A B IR B IE, AR RS IE 5] F F  52 RAE A fm T  s K A W
FRATT R i@ I A7 B RN R B Embed (-) o TS G ORI AR TUAT R0 g REAT ST, 13 B e AT 1 o B
E, R SR RLBRHE e PHES RIS WL T MARHE g, TR
g, = Concat (Embed (). €) (4)

AL TR O Eh 52 B 5 A AR I AL 7 SCEAE L g T 52 BRI 22, A2 52
YUPHs g AN ik SO AT 46 I 240 o, FE R A A TN B (34 22 » 2 DR SRR SN WL R 2tk E2E 4T B IE MAE IE .
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FEALE A3 SR, FRATVE P A B AL E I 2 ML, () T s 0 i e O B L Bk 2
AW(i,j)ZMLPW(gi)[j] (5)
Hrf, MLPB,(g)[i] It s j N, Ronss j A0 i o AR NI LT AR IR s M A E
e, FAIREIAE AT WA, IERA softmax T — (L 15 BI R 45 e ALE W, -
() exp(log(Wi(j)+g)+AW(i,j))
| iexp(log(wi(k)+g)+AW(i,k))
k=1
T Rk 2=, AR TR R B SMPL BUEE SR 20 SR A (RIS, 0 N 1 1 4 % S %o ey 7 3
TCIBBN I TTER LGB, AT T 71T X 38 K AR Wbt 3l [X 38 1038 B & S Ak A e v
FEAMIAY SC, RATME AR S AP 2% MLP, () TNt 5% 22, I3 3SR E A2 E, - 12l
TN RN

(6)

¢ =¢, + MLP,(Concat(g;.c,)) @)

VR 7E SR RE A AE DR B SR AR AL — B A RN, A0S 52 28 A AR A e 8 25 10 DX AT A B TR AR IR,
T FEEAR 25 R €0 - B T 400 Y A e 1k

4. FWEER
41 BREFRE

ASCAENTTF AR S A H 4 ZIU-MoCap =% DCGaussianAvatar [145 R PE#E{TI6E . ZIU-MoCap #2
BT Z AR RE R NR T I EEE, AR A ESEIE R R RSB, THTIZS PG
A NARH & 5 F M ATE TS . /£ ZJU-MoCap #dla g, FATEI 1 377, 386, 387, 392. 393, 394
X 6 MBI AT S . X TRENMIAIT A1, BATIEE — AU B 5 WUN AR AT R, kit
B 100 WA T-UIZR,  FLARARNUR A K P 5] 00 RAE S s AT PPl

4.2. KWERSHH

4z VAL DCGaussianAvatar 7E3) 2 AR E @ 53 A TE BT 5 i g vERE, A SCHE ZJU-MoCap 4
#i4E I 5 Neural Body [20]. HumanNeRF [13]. Anim-NeRF [14]F1 GART [171#H47%f tb . 2% & B A [\ J5 12
[ P 2RI T VE Y15 B H AR A S, A SCRA PSNR. SSIM Al LPIPS X it 45 ik 47 &P, Al
PAAN TR R B8R = AR R E RO AT, e Jm — e B I AR B A AR T

LRI 2 450 T % 7 VELE ZJU-MoCap L ixf EL 25 S RnE et . n LA, FaaRRoR i ikl g
FHRRCR, INZRETRIZ)2 10 /heE, HAEZE Sk RAZ ML 2R BRI, M2 T, ET
3D TR Y GART fEIZRACE FRA MRS, UF 3 a4t e iilgk, IFE LPIPS EHUS &L
SE, ROPFIRMR RS SR, GART ] SSIM FHXF ik, 6 B 78 45 84— B0k 5 4075553 55 05 I A7 1
—ERE .

AR H ) DCGaussianAvatar /£ PSNR - H45 % =i 30.93, A SSIM 14 %1 0.964.LPIPS 7y 0.032,
RO BN 0 B SRR . [ ER 2, DCGaussianAvatar YIRS RN 5 0%, W
KT Neural Body. HumanNeRF 55 Anim-NeRF /N 2Ll ZhiAs, FH4%IE GART M8 . iXxk
B R SC 5 A AR i RO G S B G AR BB 0 TR, ik 22 25 25 AR IR R 1 AR W IE -5 A FR /A W 5% 22 T8
BT T OIS LA TN A S8R E @i & . SRS, DCGaussianAvatar £ &5 0% 2 [ L
19T BARRIZRE R, BIESMH T REPEEE S BB RN Y 5.
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Table 1. Comparative experiments with baseline models
< 1. {RBIxEEs0Ig

ey PSNR SSIM LPIPS I ]
Neural Body 28.93 0.964 0.042 10 /Nt
HumanNeRF 30.46 0.969 0.033 10 /B
Anim-NeRF 29.74 0.965 0.045 10 /B
GART 30.86 0.961 0.031 3 3k
DCGaussianAvatar 30.93 0.964 0.032 5 4
Neural Body Anim-NeRF HumanNeRF DCGaussianAvatar

377

386

387

392

Figure 2. Comparison of rendered results
2. {RBNSRERILLE

4.3. HRASCIE

NEGUE DCGaussianAvatar £ SCBEAAFIAE 201, ASCHE ZIU-MoCap i 4E Fib AT Mhseat . v ahis
B UL SE BRI UE, FF IR B O B, 5 52 L) B o B S SRRSO R o Y SO R B N R
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(1) w/o Pose Encoding: #FRESSH MG, L AEWITER IEBHAEH 2RSS, (OE T
U B RN R AT T o

(2) w/o LBS Weight Refinement: #% |5 5¢ Bz A H 5% 72 5T 73 3¢, [ 7€ {¥ FH SMPL {45 2 W 16 AL EE,
AR BR S 2 BT

(3) w/o Appearance Residual: #FRHMUIRZE B8 73 30, DOHFATRCE R Z BT .

W 2 R, SERERALTE =Tiehs DR RMRERD. Bk, BRESRmILEE, BN PSNR N
% 30.48, SSIM [4% 0.961, LPIPS -F+% 0.036, #4322 HI S5 AL “ANFEES TR
MITETE AR XA RE ). IR, FERR5E R Ak 22 BT 5, SSIM T B e B S, R BB R i et
KT R B 7 Be 5 S5 57 A B, AU SMPL WIUAALEE I, Jm il DX 4k B8 5 7= AR B ke
BL, MITIEMa 25K — 3. e, FRRAMILR ZE BRI O R AN fa bR s i i K, LPIPS M 0.032 EFH=
0.039, /X SSIM IERFFAE 0.962, (HANTTSUE L R A G A2 A LA B R, SR SR
B, X U0 B AMILAR 22 73 3 E EOTHR T i AU 5 I o B BRI

Table 2. Ablation study
= 2. JHRLSCLE

7 PSNR SSIM LPIPS

w/o Pose Encoding 30.48 0.961 0.036

w/o LBS Weight Refinement 30.62 0.959 0.034
w/o Appearance Residual 30.55 0.962 0.039
DCGaussianAvatar 30.93 0.964 0.032

5. EPRM4

/RE DCGaussianAvatar 7 5 it & 5 I ZRRCRTT IS 1 BUF LR a8, (BAFAE 3 R PR
— i, P SMPL RTAR RS EE S AT S RIUR,  ATAG R SR IRAN TR 2 BOK B AR ™ I
PHIN, 7T RE S BUR T T IR S S . AR Ja B2 2R IR LR 55— J5 i, ASCRAIE =
PAIINERNE,  EO B GUEAI FRE R SRR S AR AL, xR 2« RIRRIA]” fR 8537 5t S
IR R, JCHAE SRR AR BEAENIPE AL S A N T 2D 3R T 351

6. &g

AR AR S IE (i A MR8 DCGaussianAvatar, 454 3D mrliik s 5 SMPL 45 #4256 se 3]
ORAN RN B 5 A . 7 13E T Transformer R A4 S8 04 R S IE, AR 4AE R Xt
5 B AE 5N S Btk A7 ik 22 TR, DIAMERY) S A SIS LRIy = 72 . LI 45 AR,
DCGaussianAvatar 7t ZJU-MoCap ##i4E FAHR 2 F R T EISER R LR A RN, HAEKE SERTE
Z B SEH T SR (1 P

KK TAERE NI RETT: — & 5l NTE SR AL A DG AP WL A 5 P B e L, DAk — B3R T B 2
FHE SomiEs g 5 P E RS0 ORI R R AR EHERI M LA I E S S0, DA SRR
W BE B 5 FEAA AR WIIE A2 ARE T, HFHES) 7 IR S 28 B He AR H b (1 7
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