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Our method takes only a sparse-view (or monocular) video as input 
and reconstructs a relightable and animatable neural avatar.

Material properties and surface normals are queried on the canonical 
correspondences and warped to world space using the SMPL prior.

Ours (RelightableAvatar): relightable & animatable neural human avatar 

Given world space camera rays, we perform sphere tracing on the 
hierarchically queried distances to find surface intersections.

The pipeline is 
then optimized
with photome-
tric loss on the
PBR rendering
results with GT.

For point 0, it falls out of the cut-off 
threshold. For point 1, it is within the 
range of local SDF values. Thus we 
only use the coarse distance for 
point 0 and blend the coarse and 
fine distances for point 1.
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