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Ben Mildenhall, Pratul P Srinivasan, Matthew Tancik, Jonathan T Barron, Ravi Ramamoorthi, and Ren Ng. NeRF:
Representing scenes as neural radiance fields for view synthesis. In European Conference on Computer Vision, pages 405—42b.
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m BT HE NGBS FRAE

https://www.matthewtancik.com/nerf



HEZE1H (NeRF)
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HEZE1H (NeRF)
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Nerf: Representing scenes as neural radiance fields for view synthesis -
B Mildenhall, PP Srinivasan, M Tancik... - European conference on ..., 2020 - Springer

... We demonstrate that our resulting neural radiance field method quantitatively and qualitatively
outperforms state-of-the-art view synthesis methods, including works that fit neural 3D ... ht tpS‘ / /pra tulsrinivasan gi thub.io/nerv/
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HEZE1H (NeRF)
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Nerf: Representing scenes as neural radiance fields for view synthesis -

B Mildenhall, PP Srinivasan, M Tancik... - European conference on ..., 2020 - Springer

... We demonstrate that our resulting neural radiance field method quantitatively and qualitatively

outperforms state-of-the-art view synthesis methods, including works that fit neural 3D ... ht tpS‘ / /pra tulsrinivasan gi thub io/nerv/
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Ben Mildenhall, Pratul P Srinivasan, Matthew Tancik, Jonathan T Barron, Ravi Ramamoorthi, and Ren Ng. NeRF: Representing scenes as neural radiance

fields for view synthesis. In European Conference on Computer Vision, pages 405-421.
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Ben Mildenhall, Pratul P Srinivasan, Matthew Tancik, Jonathan T Barron, Ravi Ramamoorthi, and Ren Ng. NeRF: Representing scenes as neural radiance
fields for view synthesis. In European Conference on Computer Vision, pages 405-421.
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Ben Mildenhall, Pratul P Srinivasan, Matthew Tancik, Jonathan T Barron, Ravi Ramamoorthi, and Ren Ng. NeRF: Representing scenes as neural radiance
fields for view synthesis. In European Conference on Computer Vision, pages 405-421. 11
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RigNeRF (CVPR 2022)
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EG3D (CVPR 2022)
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Chan, E. R., Lin, C. Z., Chan, M. A., Nagano, K., Pan, B., De Mello, S., ... & Wetzstein, G. (2022).
Efficient geometry-aware 3D generative adversarial networks. In CVPR (pp. 16123-16133). !¢




NeRFFaceEditing (Siggraph Asia 2022)
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Kaiwen Jiang, Shu-Yu Chen, Feng-Lin Liu, Hongbo Fu, Lin Gao. NeRFFaceEditing: Disentangled Face Editing in Neural
Radiance Fields. SIGGRAPH ASIA 2022. 17



NeRFFaceEditing (Siggraph Asia 2022)
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Kaiwen Jiang, Shu-Yu Chen, Feng-Lin Liu, Hongbo
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2022.
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IDE-3D (Siggraph Asia 2022)
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Jingxiang Sun, Xuan Wang, Yichun Shi, Lizhen Wang, Jue Wang, Yebin Liu. IDE-3D: Interactive Disentangled Editing for
High-Resolution 3D-aware Portrait Synthesis. SIGGRAPH ASIA 2022. 19



ST-NeRF (Siggraph 2021)
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Jiakai Zhang, Xinhang Liu, Xinyi Ye, Fuqiang Zhao, Yanshun Zhang, Minye Wu, Yingliang Zhang, Lan Xu and Jingy1 Yu.
Editable Free-Viewpoint Video using a Layered Neural Representation. SIGGRAPH 2021. 20




Neural Body (CVPR 2021)
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Sida Peng, Yuanqing Zhang, Yinghao Xu, Qiangian Wang, Qing Shuai, Hujun Bao, Xiaowei Zhou. Neural Body: Implicit
Neural Representations With Structured Latent Codes for Novel View Synthesis of Dynamic Humans. CVPR 2021
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Neural Actor (Siggraph Asia 2021)
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Liu, L., Habermann, M., Rudnev, V., Sarkar, K. Gu, J ., & Theobalt, C. (2021). Neural actor: Neural free-view synthesis of
human actors with pose control ACM Transactions on Graphics (TOG), 40(6), 1-16. 22




Structured Local Radiance Fields (CVPR 2022)
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Structured Local Radiance Fields for Human Avatar Modeling. Z. Zheng, H. Huang, T. Yu, H. Zhang, Y. Guo, Y. Liu.
CVPR 2022.
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RGB-D NeRF
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Yu-Jie Yuan, Yu-Kun Lai, Yi-Hua Huang, Leif Kobbelt, and Lin Gao. Neural Radiance Fields from Sparse RGB-D Images
for High-Quality View Synthesis. Submitted to IEEE TPAMI. 26




EditNeRF (ICCV 2021)
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Steven Liu, Xiuming Zhang, Zhoutong Zhang, Richard Zhang, Jun-Yan Zhu, and Bryan Russell. Editing conditional
radiance fields. In Proceedings of the IEEE/CVF International Conference on Computer Vision, pages 5773-5783, 2021. 27
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NeRF-Editing (CVPR 2022)

d

Deformed Mesh Defored Tet

User Deformation Constraints Volume Ray
Edlts ARAP Bending
} } Tetwild | J\/

Extracted Mesh Bounding Cage Tet Mesh

B RIFEFRERREFSFSEHEIEIIZIRTi AR
B HPEEZENMERR LRE, ZREENE R EEEES A+
ERTCERIEERERITATHNAEFRESH, SRRERINERE

Yuan, Y. J.,Sun, Y. T, Lai, Y. K., Ma, Y., Jia, R., & Gao, L. (2022). NeRF-editing: geometry editing of neural
radiance fields. In CVPR (pp. 18353-18364).
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NeRF-Editing (CVPR 2022)

Yuan, Y. J., Sun, Y. T, Lai, Y. K., Ma, Y., Jia, R., & Gao, L. (2022). NeRF-editing: geometry editing of neural
radiance fields. In CVPR (pp. 18353-18364).

29



NeuMesh (ECCYV 2022)
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Bangbang Yang, Chong Bao, Yinda Zhang, Junyi Zeng, Hujun Bao, Zhaopeng Cui, Guofeng Zhang. NeuMesh: Learning
Disentangled Neural Mesh-based Implicit Field for Geometry and Texture Editing. ECCV 2022. 30



StylizedNeRF (CVPR 2022)
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Yi-Hua Huang, Yue He, Yu-Jie Yuan, Yu-Kun Lai, Lin Gao*. StylizedNeRF: Consistent 3D Scene Stylization as Stylized
NeRF via 2D-3D Mutual Learning. CVPR 2022. 31




StylizedNeRF (CVPR 2022)

NeRF [Mildenhall et al.]

Yi-Hua Huang, Yue He, Yu-Jie Yuan, Yu-Kun Lai, Lin Gao*. StylizedNeRF: Consistent 3D Scene Stylization as Stylized
NeRF via 2D-3D Mutual Learning. CVPR 2022.
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SNeRF (Siggraph 2022)
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ARF: Artistic Radiance Fields (ECCYV 2022)
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Artistic Radiance Fields. In European conference on computer vision




NeRFactor (SIGGRAPH 2021)
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Xiuming Zhang, Pratul P. Srinivasan, Boyang Deng, Paul E. Debevec, William T. Freeman, Jonathan T. Barron,

NeRFactor: neural factorization of shape and reflectance under an unknown illumination. ACM TOG
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Mega-NeRF (CVPR 2022)
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Haithem Turki, Deva Ramanan, Mahadev Satyanarayanan. Mega-NeRF: Scalable Construction of Large-Scale NeRFs for
Virtual Fly-Throughs. CVPR 2022. 38
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Urban Radiance Fields (CVPR 2022)
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Konstantinos Rematas, Andrew Liu, Pratul P. Srinivasan, Jonathan T. Barron, Andrea Tagliasacchi, Thomas A. Funkhouser,

Vittorio Ferrari. Urban Radiance Fields. CVPR 2022.
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Block-NeRF (CVPR 2022)
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BungeeNeRF (ECCYV 2022)
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