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(a) Octant-aligned 3D Gaussian Splatting (b) Octree-based 3D U-Net Training (c) Texture & Material Baking
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e Octree-based 3D U-Net
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(a) Octant-aligned 3D Gaussian Splatting (b) Octree-based 3D U-Net Training (c) Texture & Material Baking
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« An overview of our PBR material generation framework.
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(a) Octant-aligned 3D Gaussian Splatting (b) Octree-based 3D U-Net Training (c) Texture & Material Baking




Experiments

 ShapeNet




Experiments

 ShapeNet
Methods Average Bench Car Chair Table Time
l FID| KID| FID] KID| FID| KID]| FID| KID|] FID] KIDJ|
Point-UV (1-Stage) [53] 8843 578 6496 144 186.10 1757 4623 193 5642 219 39925
Point-UV (2-Stage) [53] 6149 2.67 6748 1.61 8938 582 4133 153 4775 1.72  49.75s
TexOct [25] 5045 260 6046 097 90.10 6.11 3770 136 4952 1.97 17.44s
Ours 4976 2.07 4637 044 80.20 522 2996 1.09 4252 1.54 11.02s
TEXTure [40] 169.82 794 15253 528 23658 1852 11971 286 17046 511 132.21s
Text2Tex [7] 156.62 6.68 15495 579 188.60 15.06 12534 3.11 157.57 277 1005.58s
Paint3D [54] 135.25 4.67 104.16 1.68 20422 13.06 10464 224 12798 1.71 231.56s
Ours 10097 1.88 8637 0.7 117.53 520 9489 0.57 105.09 0.95 11.12s
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Experiments

* Text-conditioned PBR material generation
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Experiments

* Text-conditioned PBR material generation

Albedo PBR rendering

Methods FID] KID| FID] KIDJ

Time

Fantasia3D [8] 213.21 0.96 209.87 048 22.7mins
FlashTex [13] 18524 1.13 186.82 0.42 20.3mins
DreamMat [58] 152.63 1.09 14549 0.19 48.2mins
Ours 123.72  0.20 12952 0.02 21.04s
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Ablation Study

* Essentials of Octree

Method PSNR 1LPIPS | SSIM 13D Gaussian Number
Full voxel aligned 23.75 0.17 092 16,777,216 (256°)
Octant-aligned 32.60 0.039 0.97 79,480
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Ablation Study

e Essentials of different losses
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