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Abstract

• Input: One image + SMPL motion

• Output: 4D human Gaussian sequence

• Motion representation: rigid body control + non-rigid dynamics.

• Core Algorithm: Self-guided stochastic sampling preserves 
identity and restores realism with video diffusion prior.

Framework

Comparison with SOTA

Ablation – Self-guided Stochastic SamplingHow it Works?

≈Distribution mismatch in deterministic flow matching

≈
Eq(10) – DPS-style gradient guidance   

Eq(8) – introduce stochasticity in sampling 
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