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PeeledHuman: Robust Shape Representation for Textured 3D Human Body Reconstruction
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In our simple non-parametric solutlon the generated Peeled Depth maps are
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corresponding RGB maps provide vertex-level texture details.

LIRS Yl COMPARISONS

Input HMR PlIFu PIFu (finetuned) PeelGAN

RN

:
)

: Method Chamfer Distance | Image Resolution '/’ \d Qj
BodyNet [35] 4.52 256 : A
{ SiCloPe [27] 4.02 256 i~
VRN [16] 2.48 256 ] /[ |
PIFu [2¢] 1.14 512 J
Ours 1.283 256
, Ours 0.9254 512

Authors: Sai Sagar Jinka, Rohan Chacko, Avinash Sharma, P.J. Narayanan Research Center Name: Center for Visual Information Technology B




