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Figure 1: Given a source avatar and only text prompts, GG-Editor produces realistic local editing results drastic geometry
deformations and rich texture details.

Abstract

Text-driven 3D avatar customization has attracted increasing atten-
tion in recent years, where precisely editing specific local parts of
avatars with only text prompts is particularly challenging. Previ-
ous editing methods usually use segmentation or cross-attention
masks as constraints for local editing. Although these masks tightly
cover existing objects/parts, they may limit editing methods to cre-
ate drastic geometry deformations beyond the covered contents.
From a different perspective, this paper presents a GPT-guided
local avatar editing framework, namely GG-Editor. Specifically,
GG-Editor progressively mines more reasonable candidate editing
regions via harnessing multimodal large language models which
already organically assimilate common-sense human knowledge.
In order to improve the editing quality of the local areas, GG-Editor
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explicitly decouples the geometry/appearance optimization, and
adopts a global-local synergy editing strategy with GPT-generated
local prompts. Moreover, to preserve concepts residing in source
avatars, GG-Editor proposes an orthogonal denoising score that or-
thogonally decomposes editing directions and introduce an explicit
term for preservation. Comprehensive experiments demonstrate
that GG-Editor with only textual prompts achieves realistic and
high-fidelity local editing results, significantly surpassing prior
works. Project page: https://xuyungiu.github.io/GG-Editor/.
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1 Introduction

Text-driven 3D avatar generation [26, 27, 41, 71, 74, 78] and edit-
ing [5, 20, 49, 60, 73] are crucial for various applications and indus-
tries, which enable the creation of customized digital humans using
a few words. Despite notable advancements in 3D editing [8, 19, 21,
57, 79], locally editing some specific parts of 3D contents remains
challenging, due to the ambiguity in language and the complexity
of 3D space. In training, the editing-related regions should be spec-
ified and properly manipulated, while the irrelevant contents are
maintained.

Prior local editing methods usually locate the candidate editing
regions via manual designation (e.g., sketch) [51], cross-attention at-
tribution [59, 80] or open-vocabulary grounding/segmentation [33,
63] with manually selected text queries. Manually specifying an
editing region or selecting a suitable text query for grounding it
could be cumbersome and inflexible. Furthermore, it is difficult to
ground some concepts that are not in current images with text
queries, as shown in Fig. 3a. The editing regions indicated by at-
tention/segmentation maps usually tightly cover existing objects
within given images. These object/part masks may not be a good
constraint for editing, since there could be a misalignment between
the candidate editing regions and the object/part masks. For in-
stance, the optimal region to add a hat is the area above the head,
rather than the head region itself. Consequently, it is hard to intro-
duce some non-rigid edits (e.g., drastic geometry deformations), if
the assigned editable region is the head region itself.

Motivated by these observations, we try to mine more reasonable
editing regions using multimodal large language models (LLMs) [1,
3,4,7,29,42, 45,47, 52, 66, 69] which already organically assimilate
common-sense human knowledge. In this paper, we exploit the
extraordinary text parsing and spatial reasoning capability of multi-
modal LLMs (i.e., GPT-4V [1]), and present a GPT-guided 3D avatar
editing framework, namely GG-Editor. In contrast to the existing
LLM-guided generation methods [39, 40, 77], our editing method
also requires a good understanding of the existing visual contents
and reasoning in 3D space. To enable multimodal LLMs to handle
3D inputs and locate reasonable regions, we decouple the region
seeking process into multiple steps: representative view selection,
coarse grid region selection and iterative fine region mining. In
addition, we inject some domain knowledge regarding avatars and
devise various visual prompting strategies to enhance the ground-
ing capability of GPT. As a result, GG-Editor progressively mines
some local regions corresponding to the given editing prompts, and
can use the mined regions for subsequent editing.

We incorporate the mined local editing regions into a geometry-
appearance decoupled learning scheme [9, 53], where the geometry
and appearance of the pre-trained source avatars are edited sequen-
tially. We notice that using a standard human-centric camera pose
sampling system may be less effective for local editing, as the local
editing regions could be small or occluded in the rendered full-body
images. To provide high-quality edits with more geometry and tex-
ture details, GG-Editor employs a global-local view synergy editing
strategy that simultaneously renders images from global and focal
views. Nevertheless, the semantics of the local-view images could
be deviate from the given prompt describing the global avatar. To
cope with such semantic misalignment issue, we leverage GPT to
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analyze the source/target prompts, and then generate local prompts
tailored for the local view.

Many prior 3D editing works [38, 80] optimize models using
score distillation sampling (SDS) [55] with only target prompts. We
believe that it is also important to exploit the information residing
in source avatars and corresponding prompts. Drawing inspira-
tion from an image editing approach [23], we treat the original
contents as the reference and calculate the delta scores that steer
the editing toward a less biased direction. We also observe that
such delta score function may sometimes bring over-editing results
that largely deviate from the source avatars. Thus, we orthogonally
decompose the condition directions, and present a new orthogonal
denoising score (ODS) loss that contains an explicit term to adjust
the preservation of the original contents. In this way, GG-Editor
brings well compositional and high-fidelity edits.

To the best of our knowledge, GG-Editor is the first multimodal
LLM-guided framework for text-driven 3D avatar editing. We show-
case it on multiple avatars with various editing prompts. Com-
prehensive experiments validate its superiority in locally editing
avatars. The main contributions can be summarized as follows:

e We introduce a new GPT-guided framework for zero-shot
text-driven 3D avatar editing, which first integrates common-
sense human knowledge and progressively mines reasonable
candidate regions for local editing.

e We devise a global-local view synergy editing strategy to
improve the local editing results by training models with ad-
ditional local renderings and GPT-generated local prompts.

e We present ODS loss that orthogonally decomposes the edit-
ing directions and introduces an explicit term to adjust the
preservation of the source concept.

2 Related Works

Controllable Text-Driven 3D Content Editing. Most current
text-driven 3D editing methods globally manipulate (e.g., style trans-
fer) the whole scenes [21, 31, 34, 49, 65] or objects [10, 19, 20, 50, 57].
Implementing local editing and maintaining the unrelated areas
is more challenging, which requires models to have a more fine-
grained understanding of 3D contents and editing prompts. To
improve the local editing controllability, some methods manually
assign multi-view semantic sketches [51] or editable regions [6, 12,
36, 38] as auxiliary constraints. However, manually adding such
constraints in a 3D space could be cumbersome and inflexible.

Numerous methods [11, 15, 22, 33, 63, 73, 76] try to generate
masks as constraints for local editing, using off-the-shelf open-
vocabulary segmentation or grounding methods [32, 43]. A few
works [13, 14] attempt to locate the semantically related local re-
gions on mesh surface using CLIP guidance [56]. Another line of
work [28, 59, 79, 80] utilizes cross-attention mask-based techniques
to obtain the editable regions. While these mask-based methods
show promising results regarding rigid editing (e.g., changing ap-
pearance), they usually struggle to bring drastic geometry defor-
mations, as the editable regions have been aligned with existing
objects/parts indicated by a manually selected text query. This
paper, from a different perspective, attempts to mine reasonable
editing regions with only text prompts and presents a local editing
method effectively utilizing the obtained editable regions.
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Figure 2: Overview of the proposed GG-Editor. With only textual prompts, GG-Editor first mines reasonable candidate regions
for local editing. Using the candidate editing regions as constraints, GG-Editor then performs geometry-appearance decoupled

local editing with global-local synergy and ODS loss.

LLM-Guided Visual Content Generation. LLMs, like GPT [1]
and BLIP [37] series, have exhibited outstanding efficacy in many
text-related tasks. Lv et al. [46] and Sun et al. [64] utilize LLMs to
generate Python scripts commanding 3D software (e.g., Blender) for
text-to-video and 3D generation. Gao et al. [18] use GPT to generate
scene graphs assisting compositional 3D scene generation. Another
branch of research explores LLMs to generate various types of text-
grounded layouts (e.g., boxes and polygons) as constraints for text-
to-image [16, 39, 70, 75], video [40, 44] and 3D generation [67, 77].
Unlike prior works that employ LLM to generate layouts that reflect
the spatial relationships and motions described by given texts, we
aim at exploiting multimodal LLMs to better understand both the
textual and 3D visual inputs and then infer reasonable local regions
for 3D editing.

3 Preliminary

Geometry-Appearance-Decoupled 3D Representation. Learn-
ing 3D representations with explicit disentanglement of geome-
try and appearance has shown its effectiveness in 3D reconstruc-
tion [53] and text-to-3D generation [9]. In light of these findings,
we adopt a similar two-stage scheme for editing.

In the first stage, DMTet [61] is utilized as the geometry repre-
sentation fgeo, which can efficiently render high-resolution meshes
with differentiable rasterization [35]. DMTet models 3D shapes us-
ing a deformable tetrahedral grid and an implicit SDF [54]. The SDF
values and the position offsets of deformable tetrahedral vertices
are learned using a MLP in DMTet. In training, the explicit mesh
can be extracted through the differentiable marching tetrahedral
layer.

Once the geometry model Og, is trained, an extra physically-
based rendering (PBR) material model [48] is adopted to learn the

appearance representation. The material model 0,4 is parameter-
ized using a MLP, which outputs diffuse value ky, roughness and
metallic value k,p,, and normal perturbation value k, for any point
on the mesh surface extracted from 6g¢o. When both representations
are optimized, we can produce textured meshes that are compatible
with standard 3D tools and game engines.

Score Distillation Sampling. SDS proposed by Poole et al. [55]
has become a popular way to distill the diffusion priors for text-
driven 3D generation and editing. Formally, given a diffusion model
¢ and images x = g(0, p) generated with a differentiable renderer
g(-) and a camera pose p, SDS minimizes the difference between
the added Gaussian noise € and the predicted noise e;:

12)
Vo Lsps = w(t) (e; (zesy.2) - e) a—z 1)

where y indicates the text condition and z; is obtained by adding
noise € to x corresponding to the t-th timestep of the diffusion
process. w(t) denotes a weighting function determined by the time

step ¢, and e; (z¢;y, t) is the classifier-free guidance (CFG) [25]:

e;(z,; y. 1) = €4 (2132, 1) +5 (€4 (2154, 1) — €4 (2132, 1)), (2)

where @ is a null condition. The conditioned prediction e (z¢; y, t)
of the noise is extrapolated away from the unconditioned predic-
tion €4(z¢;@,t) by an amount controlled by a scalar s. During
training, the diffusion model ¢ is frozen and the gradients are back-
propagated to the parameterizable 3D representation 6.

4 Methodology

Given a 3D avatar along with a text prompt describing the original
visual content (i.e., source prompt), our goal is to locally edit the
avatar using another target prompt specifying the content after
editing. It requires imposing proper manipulation on specific local
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(b) regions directly predicted by GPT

(c) regions comparatively selected by GPT

Figure 3: Comparison of different approaches for mining the candidate local editing regions.

regions corresponding to the editing prompts and retaining other
editing-extraneous regions. Furthermore, the edited avatars should
look realistic and keep cross-view consistency.

To achieve the above objectives, we propose GG-Editor a new
GPT-guided avatar editing framework (see Fig. 2). Given an avatar
with source and target prompts, we utilize multimodal LLMs (i.e.,
GPT-4V) to analyze and gradually seek reasonable regions for edit-
ing. We devise a coarse-to-fine pipeline with various prompting
strategies to alleviate the hallucination issue and obtain more accu-
rate regions. The mined candidate editing regions are integrated
into a geometry-appearance decoupled pipeline for local editing.
For higher-quality local edits, a global-local synergy editing strat-
egy is employed to optimize models with additional local views
with GPT-generated local prompts. Moreover, we introduce an or-
thogonal denoising score, which performs 3D editing effectively
and introduces an explicit term controlling the preservation of the
source concept.

4.1 GPT-Guided Coarse-to-Fine Candidate
Editing Region Mining

Unlike segmentation-based editing methods using accurate masks
that cover existing contents, we aim to seek reasonable editing
regions beyond given avatars with multimodal LLM guidance. Lo-
cating 3D local editing regions indicated by source/target prompts
is quite difficult, though the powerful GPT is leveraged. We split
the overall process into several steps and introduce a coarse-to-fine
pipeline, gradually mining the candidate editing regions.

Representative View Selection. To enable GPT to understand
the 3D contents, we first project 3D avatars to 2D space. We em-
pirically render four images from the orthogonal views (i.e., front,
back, left and right views) that are informative enough to represent
the input meshes. Then, we request GPT to select a pair of images
from the rendered images, where the selected image pair should be
view-orthogonal and can better present the candidate edits.

Drawing inspiration from chain-of-thought [68], we also employ
reasoning before answering prompting strategy to improve the
robustness of multimodal LLMs. Specifically, we prompt GPT to first
provide the descriptions of the given images and candidate edits,
as well as the reasoning for the decision making before returning
the selected views.

Coarse Region Mining by Grid Selection. With the selected
two renderings, we attempt to locate the regions relevant for can-
didate editing. However, we notice that GPT usually struggles with
producing accurate coordinates, especially at fine granularity, as

shown in Fig. 3b. Thus, we devise several visual prompting [62, 72]
strategies to unleash its locating capability.

We encode visual prompts to help GPT identify different regions
within images. Concretely, we divide the images into different grids
and assign different identifiers to each grid. We ask GPT first to
analyze the required image modifications based on given source/-
target prompts and then select several grids within the encoded
images that are most relevant. The selected grids roughly indicate
the regions for editing.

Fine Region Mining via Iterative Verification. The fine region
mining is formulated as an iterative proposal selection process. At
each round of selection, one optimal box is selected as the reference,
and then we jitter the coordinates of the reference box to generate
multiple box proposals around the reference and avatar for the next
round. At the beginning of selection, we initialize the reference box
proposal based on the selected grids.

To enable GPT to be aware of different regions, we encode visual
prompts in the rendered images by indicating these boxes with
different colors, as shown in Fig. 3c. We also provide GPT with
some key guidelines as well as the process steps for selecting a
good proposal for editing. At each round of selection, GPT first
interrupts the editing task and analyzes some key factors, based on
the source/target prompts. GPT describes the regions covered by
each box and scores each region with the corresponding reasoning
before returning the final selection. Since the selected proposals
could be noisy, we introduce a chain-of-verification strategy to
alleviate the hallucinations of GPT. Concretely, the selected boxes
in different rounds are stored, and we verify the previously selected
boxes every Ny, rounds. After multiple rounds of selection, we can
obtain a reasonable candidate region for local editing.

Optionally, if the mined region does not meet the user’s specific
requirements, we can also interactively chat with GPT to further
rectify the box to determine a better editing region. After obtaining
the coordinates of two dimensions (e.g., X-axis and Y-axis) from
the first view, we perform a similar coarse-to-fine mining process
on the other view using the fixed Y-axis coordinates to obtain
the coordinates in another dimension (e.g., Z-axis). We project all
mined coordinates back to 3D space and generate a 3D bounding
box indicating the editable regions.

4.2 Geometry-Appearance Decoupled Local
Editing with Global-Local View Synergy

Geometry and Appearance Editing with Local Constraints.
As in the geometry-appearance decoupled framework discussed in
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(a) renderings in global view p&'? (b) renderings in local view pl¢

Figure 4: Visualizations of the mined editable regions and
images rendered from global and local views.

Sec. 3, we sequentially manipulate the geometry and appearance of
the given avatars. We first initialize the geometry and appearance
models of the target avatar using the pre-trained source avatar:

t
{Gg‘if,, ﬁfét — {630 erfn} Then we successwely optimize the

target avatar’s geometry 0% geo ! and appearance Gm o Uusing similar
losses while keeping the source avatar fixed.

With a randomly sampled camera pose, we simultaneously ren-
der both the source and target avatars as well as the 3D bound-
ing box indicating the candidate editing regions. Specifically, we
calculate the editable map m, based on the rendered depth map
db* € [0,1] and object mask 0%9% € [0,1] of the 3D box and the
source avatar’s depth map d*:

m = ]l{dbaxgdsrc}obox; (3)

where 1 gboxgsrey is the indicator function, being 1 if dbox < gsre
and 0 otherwise. To maintain the original contents, in both geome-
try and appearance editing stages, we impose reconstruction losses
on the non-editable regions:

Lrecon = (1 - m)(”(’tgt - omllﬁ + ||tht -xy), (4)

where x € {n, ¢} denotes the normal/shading in geometry/appear-
ance editing stages respectively.

Similar to SDS loss in Eqn. (1), we can distill the prior knowledge
from a pre-trained text-to-image diffusion model [58] to the editable
regions m for editing target avatar’s geometry/appearance:

oxgt

W’ ©)

Votst LSps-m = mw(t) (E ( ; ytgt t) - 6)
where y'€ is the target prompt, and zig[ € {z;(n'€"), z; (c'8")} repre-
sents the noisy normals/shadings. 0! € {9;%2, ;‘f‘it} indicates the
parameterizable 3D representation of avatar’s geometry/texture.

Global and Local Synergy with GPT-Generated Local Prompt.
As the editable regions are determined, we present a global-local
viewpoint synergy strategy to improve the editing quality of the

&l around

local regions. Besides randomly sampling camera poses p:
the whole body as in [9], we further set up another spherical coor-
dinate system centered on the 3D box and sample some focal views
pl"c around the local editing regions. At each optimization step
with Eqns. (4) and (5), we simultaneously render normals/shadings
and editable masks from global and local views (see Fig. 4) to enrich
geometry/texture details within local editing regions.

However, using shared prompts for both global and local views
may not be optimal in training, because the semantics of local parts
may differ from that of global views. As shown in Fig. 2b, using a
prompt "Hulk holding a shoe" does not accurately describe the
contents covered a local view that covers only the hand regions of
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the Hulk. To cope with this issue, we harness the reasoning capa-
bility of GPT to parse global source and target prompts, and infer
the local prompts for training. Specifically, given the source and
target prompts, we ask multimodal LLMs to analyze the candidate
editing areas as well as the interactions with the avatars, and then
generate more appropriate prompts (e.g., "hand holding a shoe")
for local views.

4.3 Orthogonal Denoising Score

SDS loss is initially designed for text-to-3D generation and has
become a common practice in many 3D editing works [38, 59, 80].
However, we believe it may not be optimal for editing tasks. As
shown in Fig 2c, SDS loss leads samples from different views to
one concept center defined by target prompts. We argue that it is
also important to exploit the information residing in the original
inputs (i.e., source avatar and corresponding prompt) for 3D avatar
editing.

Drawing inspiration from an image editing method [23], we use
the images rendered from the source avatar as the reference to help
the optimization. We add the identical noise € to source and target
inputs, and calculate the delta denoising score (DDS) loss:

ox!8t

Src src
& @y ) S ©

Following the assumption introduced by Katzir et al. [30], we de-
couple the CFG score e; (z¢;y, t) in SDS loss into three components:

s [ tgt
Vot LDDs-m —mW(t)( (2 y'8e) -

Ix

Vo Lsps = W(t)(%(Z:, L) +s(€p(ze; Y, t) — €4 (250, 1) ) — e) o’

—_—
SN+SD Sc

™
where §¢ is the condition direction leading the generated image
towards the text condition y. 5p and &y are domain correction and
denoising direction respectively, which are not directly related to
the editing prompts. Since the editing is from a pre-trained avatar
that can render in-domain images, 5p component is not effectively
required and can be dropped. The noisy residual dy — € is relatively
negligible and also can be dropped. Consequently, Eqn. (6) can be
reformulated as:

ox'8t
58t _ 5src) gt ®)

Though optimizing models using the delta of source and tar-
get condition directions improves the editing effectiveness, it is
still prone to bring edits that deviate significantly from the source
avatars. To tackle this issue, we try to disentangle the editing di-
rection, inspired by Perp-Neg [2]. Specifically, we orthogonally
decompose the condition directions and introduce an explicit term
to preserve source-concept contents, as shown in Fig. 2c. Suppose

Vgtgt,LDDS m= =msw(t) (

e : 1gt sre .
the projection and perpendicular of § 5" on §;.° are:

tgt src
<5 > 55"0

_ sligt .
AP“’] ”580”2 C and AP”EP - (SC - Aproy ©)

we present a new orthogonal denoising score (ODS) function and
use it in both geometry and appearance editing stages:

ox 8t
2018t
where Apyo;j is an adjustable term for source concept preservation.

Vot Lops-m = msw(t) (AprojAproj + Aprep) (10)
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Figure 5: Qualitative comparisons to three baselines on four different cases. The results show that our GG-Editor achieves
realistic local editing results corresponding to the given prompts while better preserve the irrelevant regions. In addition,
GG-Editor also shows high-quality results with richer geometry and texture details in the local editing regions. The source

prompts are colored in gray.

5 Experiments

Implementation Details. We optimize our models with four
NVIDIA RTX 3090 GPUs. For each avatar, we optimize the geometry
and appearance models for 3K iterations (~60 mins) and 2K itera-
tions (~40 mins) respectively. We adopt Stable Diffusion v1.5 as the
diffusion prior for both geometry and appearance stages. AdamW
optimizer is utilized with a learning rate of 1073 and 10~ for the
two stages respectively. DMTet grid resolution is set to 128. The
overall batch size is set to 4, where 2 for the local view. Nyer and Apy0;
is empirically set to 5 and 0.2. The source avatars can be generated
using Fantasia3D [9] or reconstructed using nvdiffrec [53].

Evaluation Metrics. Following previous 3D editing works, we
adopt CLIP similarity (CLIPgjy) [56], CLIP directional similarity
(CLIPgiy) [17], Frechét Inception Distance (FID) [24] and peak signal-
to-noise ratio (PSNR) for quantitative evaluation. CLIPgj;;, measures
the alignment between the target avatars and the target prompts.
CLIPg4;, evaluates the alignment between the changes in both the
avatars and text prompts. FID validates the edit magnitude, and
PSNR quantifies the ability to preserve the source contents. Since
the quality assessment of editing results could be subjective, we
also conduct user studies for evaluation. Concretely, we provide
360° videos of source avatars and multiple target avatars edited
by different methods, and ask users to select the best based on the
local editing quality and the similarity to the source avatars.

Table 1: Quantitative comparison with state-of-the-art meth-
ods on 16 cases.

| CLIPg,1 CLIPg,7  FID,  PSNRT | User]

Fantasia3D-FT [9] 0.284 0.016 149419 18.016 | 0.054
DreamEditor [80] 0.273 0.005 68.105  29.799 | 0.039
Vox-E [59] 0.289 0.021 102.845  26.178 | 0.093
GG-Editor (ours) 0.297 0.026 42.408 26.924 | 0.814

5.1 Main Results

We compare our GG-Editor to several recent advanced methods i.e.,
Fantasia3D [9], DreamEditor [80] and Vox-E [59]. As Fantasia3D is
a text-to-3D generation method that can be initialized with custom
meshes, we adapt it to editing by fine-tuning pre-trained source
avatars with target prompts and lower learning rate.

Qualitative Comparisons. As shown in Fig. 5, without local
region constraints, Fantasia3D-FT is prone to manipulate the entire
avatars. DreamEditor and VoX-E can sometimes locate reasonable
regions for local editing, but they usually show unrealistic results
with limited geometry changes. Our GG-Editor successfully mines
reasonable local editing regions and imposes faithful editing in
relevant regions to the textual prompts, while the irrelevant regions
are properly retained. We present more results of our GG-Editor
in Fig. 6. Various high-quality normal and shaded RGB renderings
validate the effectiveness and generalization of our local editing
method. Please find more examples in the supplementary material.
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(a) w/o local view
Figure 7: Ablation of global-local view synergy editing strat-
egy. Our global-local view synergy editing strategy enhances
local editing in terms of geometry and appearance.

(b) w/o local prompt (c) w/ global-local syn.

Quantitative Comparisons. We report the quantitative results
of GG-Editor compared to several state-of-the-art methods in Ta-
ble 1. Although GG-Editor manipulates a few local regions within
source contents, it achieves the best results on CLIPgj,, CLIP4;, and
FID, demonstrating its excellent editing capability. Meanwhile, GG-
Editor also obtains the second-best results on PSNR, indicating the
strong ability to preserve the source contents. Moreover, GG-Editor
receives 81.4% of the votes in user studies, which further validates
the advantages of our local editing method from the perspective of
human preferences.

5.2 Ablation Study

Effectiveness of Global-Local Synergy. To verify the necessity
of the global-local view synergy strategy, we showcase an ablation
on a challenging case (i.e., Hulk holding a shoe) in Fig. 7. We compare
it to the model trained using only global views and the model trained
with global and local views but without the local prompts. In Fig. 7a,
we can find blurry results are achieved when training without the
local view. After adding the local views, edited results have more
geometry and texture details. However, using a global prompt "Hulk
holding a shoe" is not optimal to describe the local region around
the hand, which could bring noise in the optimization process. In
our global-local synergy, the local region can be specified by the
GPT-generated local prompt, which facilitates the local editing.

A DSLR photo of Albus wa%wlomwi#vwdoww]_"uw
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(a) source avatar (b) w/ SDSloss (c) w/ DDS loss (d) w/ ODS loss
Figure 8: Comparison of editing losses. Our ODS loss brings
high-quality editing results (i.e., shoe), while preserves the
source concept (i.e., hand).

(c) w/o Aprep (d) full ODS loss
Figure 9: Analysis of the projection and perpendicular terms
in ODS loss. When the both terms are utilized, high-fidelity
edits are achieved without artifacts.

[
(a) source avatar (b) w/o Ap,oj

Effectiveness of Orthogonal Denoising Score As shown in
Fig. 8, the shoe optimized using SDS is still unclear and unrealistic,
while DDS and ODS effectively add a realistic shoe to the hand.
Since the concept of the shoe is quite close to that of the foot, the
Hulk’s hand becomes a foot through optimization with DDS (see
hand regions in the bottom images). In contrast, ODS can better
preserve the source concept and retain the hand in the back view.
In Fig. 9, We also analyze the effectiveness of orthogonally terms in
ODS loss. Without projection and perpendicular terms, the edited
avatars show obvious artifacts and ineffective editing respectively.
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Figure 10: Quantitative analysis of our proposed GPT-guided
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Figure 11: Examples of appearance editing with fixed shapes.

- » <
v ﬁ Wy
barefoot

l)
wearing snglosses
Figure 12: Examples of removal editing using GG-Editor.

Effectiveness of GPT-Guided Editing Region Mining. In order
to show the superiority of the proposed GPT-guided coarse-to-fine
editing region mining approach, we measure the overlap of the
mined local editing regions with respect to the human-preferred
areas using mloU. As shown in Fig. 10, compared to grounding
DINO [43] and directly predicting coordinates via GPT, our pro-
posed method can select candidate editing regions that are more
consistent with human preferences.

5.3 More Applications

As the optimization process of geometry and appearance is explic-
itly decoupled, it is easy to retexture the avatars with fixed shapes,
as shown in Fig. 11. Besides addition and modification editing, GG-
Editor can also performs removal editing as illustrated in Fig. 12
Another characteristic of our proposed method is that GG-Editor
can make local edits incrementally. Fig. 13 showcases an example of
incremental editing. In each editing step, only the contents within
the local editing regions are manipulated, while contents irrelevant
to the editing are retained. In addition, GG-Editor directly exports
textured avatar meshes that can be used for various downstream
applications like relighting and animation in the classic graphics
pipeline, as visualized in Fig. 14.

6 Limitations and Future Works

As a pioneer in taming multimodal LLMs for text-driven 3D local
editing, GG-Editor presents realistic editing results. However, due
to the limited performance of existing text-to-image diffusion mod-
els [58] for hand and human-object interaction generation, we find
it sometimes fails to edit challenging cases faithfully (see left part
of Fig. 15). As our method maintains the editing irrelevant contents
by directly regressing the normals and colors of source avatars, our
method could bring some artifacts around the boundaries of the
local editing regions (see middle part of Fig. 15). Since GPT-4V lacks

Yungiu Xu, Linchao Zhu, and Yi Yang

(a) Albus Dumbledore with clown face in different light conditions
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(b) Hulk wearing denim shorts is doing swing dancing

Figure 14: Examples of relighting and animation of avatars
edited using GG-Editor.
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Figlire 15: Failure cases of our proposed method.

accurate localization capacity, it is hard for GG-Editor to localize
some tiny regions from avatars precisely, and such mislocalization
may result in some unsatisfactory results (see right part of Fig. 15).

GG-Editor is an early attempt at 3D local editing with multimodal
LLM guidance, focusing only on 3D human avatars. In the future,
we would like to explore mining local editing regions from more
challenging and general scenes. In addition, we will investigate
enhancing the locating capability of multimodal LLMs, thereby
improving the controllability of 3D local editing.

7 Conclusion

This paper proposes a new multimodal LLM-guided framework for
locally editing 3D avatars, namely GG-Editor. GG-Editor harnesses
GPT-4V combined with human common sense knowledge to in-
fer some reasonable local editing regions beyond existing avatars.
To enrich the geometry and texture details within local editable
regions, we devise a global-local view synergy editing strategy. Inte-
grating it into a geometry-appearance decoupled learning pipeline,
GG-Editor achieves high-fidelity local editing results with cross-
view consistency. Besides, we present ODS loss that orthogonally
decomposes editing directions and introduces an explicit term for
adjusting source concept preservation. Experiments with multiple
avatars and various editing prompts showcase the effectiveness and
superiority of our GG-Editor for local avatar editing.



GG-Editor: Locally Editing 3D Avatars with Multimodal Large Language Model Guidance

Acknowledgments

This work was supported in part by the Nature Science Founda-
tion of China under Grant U2336212. This work was also partially
supported by the Fundamental Research Funds for the Central
Universities under Grants 226-2022-00051 and 226-2024-00058.

References

[1] Josh Achiam, Steven Adler, Sandhini Agarwal, Lama Ahmad, Ilge Akkaya, Floren-

cia Leoni Aleman, Diogo Almeida, Janko Altenschmidt, Sam Altman, Shyamal

Anadkat, et al. 2023. GPT-4 Technical Report. arXiv preprint arXiv:2303.08774

(2023).

Mohammadreza Armandpour, Huangjie Zheng, Ali Sadeghian, Amir Sadeghian,

and Mingyuan Zhou. 2023. Re-imagine the Negative Prompt Algorithm: Trans-

form 2D Diffusion into 3D, alleviate Janus problem and Beyond. arXiv preprint

arXiv:2304.04968 (2023).

[3] Anas Awadalla, Irena Gao, Josh Gardner, Jack Hessel, Yusuf Hanafy, Wanrong
Zhu, Kalyani Marathe, Yonatan Bitton, Samir Gadre, Shiori Sagawa, et al. 2023.
OpenFlamingo: An Open-Source Framework for Training Large Autoregressive
Vision-Language Models. arXiv preprint arXiv:2308.01390 (2023).

[4] Jinze Bai, Shuai Bai, Shusheng Yang, Shijie Wang, Sinan Tan, Peng Wang, Junyang
Lin, Chang Zhou, and Jingren Zhou. 2023. Qwen-VL: A Versatile Vision-Language
Model for Understanding, Localization, Text Reading, and Beyond. arXiv preprint
arXiv:2308.12966 (2023).

[5] Chong Bao, Yinda Zhang, Yuan Li, Xiyu Zhang, Bangbang Yang, Hujun Bao,

Marc Pollefeys, Guofeng Zhang, and Zhaopeng Cui. 2024. GeneAvatar: Generic

Expression-Aware Volumetric Head Avatar Editing from a Single Image. In CVPR.

Amir Barda, Vladimir G Kim, Noam Aigerman, Amit H Bermano, and Thibault

Groueix. 2024. MagicClay: Sculpting Meshes With Generative Neural Fields.

arXiv preprint arXiv:2403.02460 (2024).

[7] Jun Chen, Deyao Zhu, Xiaogian Shen, Xiang Li, Zechun Liu, Pengchuan Zhang,

Raghuraman Krishnamoorthi, Vikas Chandra, Yunyang Xiong, and Mohamed

Elhoseiny. 2023. MiniGPT-v2: Large Language Model As a Unified Interface for

Vision-Language Multi-task Learning. arXiv preprint arXiv:2310.09478 (2023).

Minghao Chen, Junyu Xie, Iro Laina, and Andrea Vedaldi. 2024. SHAP-EDITOR:

Instruction-Guided Latent 3D Editing in Seconds. In CVPR.

Rui Chen, Yongwei Chen, Ningxin Jiao, and Kui Jia. 2023. Fantasia3D: Disentan-

gling Geometry and Appearance for High-quality Text-to-3D Content Creation.

In ICCV.

Yongwei Chen, Rui Chen, Jiabao Lei, Yabin Zhang, and Kui Jia. 2022. TANGO:

Text-driven Photorealistic and Robust 3D Stylization via Lighting Decomposition.

In NeurIPS.

[11] Yiwen Chen, Zilong Chen, Chi Zhang, Feng Wang, Xiaofeng Yang, Yikai Wang,

Zhongang Cai, Lei Yang, Huaping Liu, and Guosheng Lin. 2024. GaussianEditor:
Swift and Controllable 3D Editing with Gaussian Splatting. In CVPR.

[2

—

G

=

T =
)

[10

[12] Xinhua Cheng, Tianyu Yang, Jianan Wang, Yu Li, Lei Zhang, Jian Zhang, and Li
Yuan. 2024. Progressive3D: Progressively Local Editing for Text-to-3D Content
Creation with Complex Semantic Prompts. In ICLR.

[13] Dale Decatur, Itai Lang, Kfir Aberman, and Rana Hanocka. 2024. 3D Paintbrush:

Local Stylization of 3D Shapes with Cascaded Score Distillation. In CVPR.
[14] Dale Decatur, Itai Lang, and Rana Hanocka. 2023. 3D Highlighter: Localizing
Regions on 3D Shapes via Text Descriptions. In CVPR.
Jiemin Fang, Junjie Wang, Xiaopeng Zhang, Lingxi Xie, and Qi Tian. 2024. Gaus-
sianEditor: Editing 3D Gaussians Delicately with Text Instructions. In CVPR.
Weixi Feng, Wanrong Zhu, Tsu-jui Fu, Varun Jampani, Arjun Akula, Xuehai
He, Sugato Basu, Xin Eric Wang, and William Yang Wang. 2024. LayoutGPT:
Compositional Visual Planning and Generation with Large Language Models. In
ICLR.
Rinon Gal, Or Patashnik, Haggai Maron, Amit H Bermano, Gal Chechik, and
Daniel Cohen-Or. 2022. StyleGAN-NADA: CLIP-Guided Domain Adaptation of
Image Generators. ACM TOG (2022).
[18] Gege Gao, Weiyang Liu, Anpei Chen, Andreas Geiger, and Bernhard Schélkopf.
2024. GraphDreamer: Compositional 3D Scene Synthesis from Scene Graphs. In
CVPR.
William Gao, Noam Aigerman, Thibault Groueix, Vova Kim, and Rana Hanocka.
2023. TextDeformer: Geometry Manipulation using Text Guidance. In SSIGGRAPH.
[20] Xiao Han, Yukang Cao, Kai Han, Xiatian Zhu, Jiankang Deng, Yi-Zhe Song, Tao
Xiang, and Kwan-Yee K Wong. 2023. HeadSculpt: Crafting 3D Head Avatars with
Text. In NeurIPS.
[21] Ayaan Haque, Matthew Tancik, Alexei A. Efros, Aleksander Holynski, and Angjoo
Kanazawa. 2023. Instruct-NeRF2NeRF: Editing 3D Scenes with Instructions. In
ICCv.
Runze He, Shaofei Huang, Xuecheng Nie, Tianrui Hui, Luogi Liu, Jiao Dai, Jizhong
Han, Guanbin Li, and Si Liu. 2024. Customize your NeRF: Adaptive Source Driven
3D Scene Editing via Local-Global Iterative Training. In CVPR.

[15

[16

[17

[19

[22

[23

[24

[25

[26

[28

[29

[30

(31]

[32

[33

[34

[35

[36

[37

[38

@
20,

[40

[41

[42

[43

[45

[46

[47]

(48

N
)

[50

MM 24, October 28-November 1, 2024, Melbourne, VIC, Australia

Amir Hertz, Kfir Aberman, and Daniel Cohen-Or. 2023. Delta Denoising Score.
In ICCV.

Martin Heusel, Hubert Ramsauer, Thomas Unterthiner, Bernhard Nessler, and
Sepp Hochreiter. 2017. GANs Trained by a Two Time-Scale Update Rule Converge
to a Local Nash Equilibrium. In NeurIPS.

Jonathan Ho and Tim Salimans. 2022. Classifier-Free Diffusion Guidance. arXiv
preprint arXiv:2207.12598 (2022).

Fangzhou Hong, Mingyuan Zhang, Liang Pan, Zhongang Cai, Lei Yang, and Ziwei
Liu. 2022. AvatarCLIP: Zero-Shot Text-Driven Generation and Animation of 3D
Avatars. ACM TOG (2022).

Shuo Huang, Zongxin Yang, Liangting Li, Yi Yang, and Jia Jia. 2023. AvatarFusion:
Zero-shot Generation of Clothing-Decoupled 3D Avatars Using 2D Diffusion. In
ACM MM.

Junha Hyung, Sungwon Hwang, Daejin Kim, Hyunji Lee, and Jaegul Choo. 2023.
Local 3D Editing via 3D Distillation of CLIP Knowledge. In CVPR.

Heng Jia, Yunqiu Xu, Linchao Zhu, Guang Chen, Yufei Wang, and Yi Yang. 2024.
MoS?: Mixture of Scale and Shift Experts for Text-Only Video Captioning. In
ACM MM.

Oren Katzir, Or Patashnik, Daniel Cohen-Or, and Dani Lischinski. 2024. Noise-free
Score Distillation. In ICLR.

Subin Kim, Kyungmin Lee, June Suk Choi, Jongheon Jeong, Kihyuk Sohn, and
Jinwoo Shin. 2023. Collaborative Score Distillation for Consistent Visual Editing.
In NeurIPS.

Alexander Kirillov, Eric Mintun, Nikhila Ravi, Hanzi Mao, Chloe Rolland, Laura
Gustafson, Tete Xiao, Spencer Whitehead, Alexander C. Berg, Wan-Yen Lo, Piotr
Dollar, and Ross Girshick. 2023. Segment Anything. In ICCV.

Sosuke Kobayashi, Eiichi Matsumoto, and Vincent Sitzmann. 2022. Decomposing
NeRF for Editing via Feature Field Distillation. In NeurIPS.

Juil Koo, Chanho Park, and Minhyuk Sung. 2024. Posterior Distillation Sampling.
In CVPR.

Samuli Laine, Janne Hellsten, Tero Karras, Yeongho Seol, Jaakko Lehtinen, and
Timo Aila. 2020. Modular Primitives for High-Performance Differentiable Ren-
dering. ACM TOG (2020).

Jae-Hyeok Lee and Dae-Shik Kim. 2023. ICE-NeRF: Interactive Color Editing of
NeRFs via Decomposition-Aware Weight Optimization. In ICCV.

Junnan Li, Dongxu Li, Caiming Xiong, and Steven Hoi. 2022. BLIP: Bootstrapping
Language-Image Pre-training for Unified Vision-Language Understanding and
Generation. In ICML.

Yuhan Li, Yishun Dou, Yue Shi, Yu Lei, Xuanhong Chen, Yi Zhang, Peng Zhou,
and Bingbing Ni. 2024. FocalDreamer: Text-driven 3D Editing via Focal-fusion
Assembly. In AAAL

Long Lian, Boyi Li, Adam Yala, and Trevor Darrell. 2024. LLM-grounded Diffusion:
Enhancing Prompt Understanding of Text-to-Image Diffusion Models with Large
Language Models. TMLR (2024).

Long Lian, Baifeng Shi, Adam Yala, Trevor Darrell, and Boyi Li. 2024. LLM-
grounded Video Diffusion Models. In ICLR.

Tingting Liao, Hongwei Yi, Yuliang Xiu, Jiaxiang Tang, Yangyi Huang, Justus
Thies, and Michael J. Black. 2024. TADA! Text to Animatable Digital Avatars. In
3DV.

Haotian Liu, Chunyuan Li, Qingyang Wu, and Yong Jae Lee. 2023. Visual Instruc-
tion Tuning. In NeurIPS.

Shilong Liu, Zhaoyang Zeng, Tianhe Ren, Feng Li, Hao Zhang, Jie Yang, Chunyuan
Li, Jianwei Yang, Hang Su, Jun Zhu, et al. 2023. Grounding DINO: Marrying
DINO with Grounded Pre-Training for Open-Set Object Detection. arXiv preprint
arXiv:2303.05499 (2023).

Yu Lu, Linchao Zhu, Hehe Fan, and Yi Yang. 2023. FlowZero: Zero-Shot Text-
to-Video Synthesis with LLM-Driven Dynamic Scene Syntax. arXiv preprint
arXiv:2311.15813 (2023).

Yawei Luo and Yi Yang. 2024. Large Language Model and Domain-Specific Model
Collaboration for Smart Education. FITEE (2024).

Jiaxi Lv, Yi Huang, Mingfu Yan, Jiancheng Huang, Jianzhuang Liu, Yifan Liu, Yafei
Wen, Xiaoxin Chen, and Shifeng Chen. [n.d.]. GPT4Motion: Scripting Physical
Motions in Text-to-Video Generation via Blender-Oriented GPT Planning. In
CVPRW.

Fan Ma, Xiaojie Jin, Heng Wang, Yuchen Xian, Jiashi Feng, and Yi Yang. 2024.
Vista-LLaMA: Reliable Video Narrator via Equal Distance to Visual Tokens. In
CVPR.

Stephen McAuley, Stephen Hill, Naty Hoffman, Yoshiharu Gotanda, Brian Smits,
Brent Burley, and Adam Martinez. 2012. Practical Physically Based Shading in
Film and Game Production. In ACM SIGGRAPH 2012 Courses.

Mohit Mendiratta, Xingang Pan, Mohamed Elgharib, Kartik Teotia, Mallikarjun B
R, Ayush Tewari, Vladislav Golyanik, Adam Kortylewski, and Christian Theobalt.
2023. AvatarStudio: Text-driven Editing of 3D Dynamic Human Head Avatars.
ACM TOG (2023).

Oscar Michel, Roi Bar-On, Richard Liu, Sagie Benaim, and Rana Hanocka. 2022.
Text2Mesh: Text-Driven Neural Stylization for Meshes. In CVPR.



MM °24, October 28-November 1, 2024, Melbourne, VIC, Australia Yungiu Xu, Linchao Zhu, and Yi Yang

[51] Aryan Mikaeili, Or Perel, Mehdi Safaee, Daniel Cohen-Or, and Ali Mahdavi-Amiri. [79] Jingyu Zhuang, Di Kang, Yan-Pei Cao, Guanbin Li, Liang Lin, and Ying Shan.
2023. SKED: Sketch-guided Text-based 3D Editing. In ICCV. 2024. TIP-Editor: An Accurate 3D Editor Following Both Text-Prompts And
[52] Yao Mu, Qinglong Zhang, Mengkang Hu, Wenhai Wang, Mingyu Ding, Jun Jin, Image-Prompts. ACM TOG (2024).
Bin Wang, Jifeng Dai, Yu Qiao, and Ping Luo. 2023. EmbodiedGPT: Vision- [80] Jingyu Zhuang, Chen Wang, Lingjie Liu, Liang Lin, and Guanbin Li. 2023.
Language Pre-Training via Embodied Chain of Thought. In NeurIPS. DreamEditor: Text-Driven 3D Scene Editing with Neural Fields. In SGGRAPH
[53] Jacob Munkberg, Jon Hasselgren, Tianchang Shen, Jun Gao, Wenzheng Chen, Asia.

Alex Evans, Thomas Miiller, and Sanja Fidler. 2022. Extracting Triangular 3D
Models, Materials, and Lighting From Images. In CVPR.

[54] Jeong Joon Park, Peter Florence, Julian Straub, Richard Newcombe, and Steven
Lovegrove. 2019. DeepSDF: Learning Continuous Signed Distance Functions for
Shape Representation. In CVPR.

[55] Ben Poole, Ajay Jain, Jonathan T Barron, and Ben Mildenhall. 2022. DreamFusion:
Text-to-3D using 2D Diffusion. In ICLR.

[56] Alec Radford, Jong Wook Kim, Chris Hallacy, Aditya Ramesh, Gabriel Goh, Sand-
hini Agarwal, Girish Sastry, Amanda Askell, Pamela Mishkin, Jack Clark, et al.
2021. Learning Transferable Visual Models From Natural Language Supervision.
In ICML.

[57] Elad Richardson, Gal Metzer, Yuval Alaluf, Raja Giryes, and Daniel Cohen-Or.

2023. TEXTure: Text-Guided Texturing of 3D Shapes. In SIGGRAPH.

[58] Robin Rombach, Andreas Blattmann, Dominik Lorenz, Patrick Esser, and Bjorn

Ommer. 2022. High-Resolution Image Synthesis with Latent Diffusion Models.

In CVPR.

Etai Sella, Gal Fiebelman, Peter Hedman, and Hadar Averbuch-Elor. 2023. Vox-E:

Text-guided Voxel Editing of 3D Objects. In ICCV.

[60] Ruizhi Shao, Jingxiang Sun, Cheng Peng, Zerong Zheng, Boyao Zhou, Hongwen

Zhang, and Yebin Liu. 2024. Control4D: Efficient 4D Portrait Editing with Text.

In CVPR.

Tianchang Shen, Jun Gao, Kangxue Yin, Ming-Yu Liu, and Sanja Fidler. 2021.

Deep Marching Tetrahedra: a Hybrid Representation for High-Resolution 3D

Shape Synthesis. In NeurIPS.

[62] Aleksandar Shtedritski, Christian Rupprecht, and Andrea Vedaldi. 2023. What
does CLIP know about a red circle? Visual prompt engineering for VLMs. In
Iccv.

[63] Hyeonseop Song, Seokhun Choi, Hoseok Do, Chul Lee, and Taehyeong Kim.
2023. Blending-NeRF: Text-Driven Localized Editing in Neural Radiance Fields.
In ICCV.

[64] Chunyi Sun, Junlin Han, Weijian Deng, Xinlong Wang, Zishan Qin, and Stephen
Gould. 2023. 3D-GPT: Procedural 3D Modeling with Large Language Models.
arXiv preprint arXiv:2310.12945 (2023).

[65] Can Wang, Ruixiang Jiang, Menglei Chai, Mingming He, Dongdong Chen, and
Jing Liao. 2023. NeRF-Art: Text-Driven Neural Radiance Fields Stylization. IEEE
TVCG (2023).

[66] Wenhai Wang, Zhe Chen, Xiaokang Chen, Jiannan Wu, Xizhou Zhu, Gang Zeng,
Ping Luo, Tong Lu, Jie Zhou, Yu Qiao, and Jifeng Dai. 2023. VisionLLM: Large
Language Model is also an Open-Ended Decoder for Vision-Centric Tasks. In
NeurIPS.

[67] Zhaoning Wang, Ming Li, and Chen Chen. 2023. LucidDreaming: Controllable
Object-Centric 3D Generation. arXiv preprint arXiv:2312.00588 (2023).

[68] Jason Wei, Xuezhi Wang, Dale Schuurmans, Maarten Bosma, Fei Xia, Ed H
Chi, Quoc V Le, Denny Zhou, et al. 2022. Chain-of-Thought Prompting Elicits
Reasoning in Large Language Models. In NeurIPS.

[69] Chenfei Wu, Shengming Yin, Weizhen Qi, Xiaodong Wang, Zecheng Tang, and
Nan Duan. 2023. Visual ChatGPT: Talking, Drawing and Editing with Visual
Foundation Models. arXiv preprint arXiv:2303.04671 (2023).

[70] Tsung-Han Wu, Long Lian, Joseph E Gonzalez, Boyi Li, and Trevor Darrell. 2024.
Self-correcting LLM-controlled Diffusion Models. In CVPR.

[71] Yuanyou Xu, Zongxin Yang, and Yi Yang. 2023. SEEAvatar: Photorealistic Text-
to-3D Avatar Generation with Constrained Geometry and Appearance. arXiv
preprint arXiv:2312.08889 (2023).

[72] Jianwei Yang, Hao Zhang, Feng Li, Xueyan Zou, Chunyuan Li, and Jianfeng Gao.
2023. Set-of-Mark Prompting Unleashes Extraordinary Visual Grounding in
GPT-4V. arXiv preprint arXiv:2310.11441 (2023).

[73] Hao Zhang, Yao Feng, Peter Kulits, Yandong Wen, Justus Thies, and Michael J.
Black. 2024. TECA: Text-Guided Generation and Editing of Compositional 3D
Avatars. In 3DV.

[74] Jianfeng Zhang, Xuanmeng Zhang, Huichao Zhang, Jun Hao Liew, Chenxu Zhang,
Yi Yang, and Jiashi Feng. 2023. AvatarStudio: High-fidelity and Animatable 3D
Avatar Creation from Text. arXiv preprint arXiv:2311.17917 (2023).

[75] Tianjun Zhang, Yi Zhang, Vibhav Vineet, Neel Joshi, and Xin Wang. 2023. Con-

trollable Text-to-Image Generation with GPT-4. arXiv preprint arXiv:2305.18583

(2023).

Xingchen Zhou, Ying He, F. Richard Yu, Jianqiang Li, and You Li. 2023. RePaint-

NeRF: NeRF Editting via Semantic Masks and Diffusion Models. In IJCAL

[77] Xiaoyu Zhou, Xingjian Ran, Yajiao Xiong, Jinlin He, Zhiwei Lin, Yongtao Wang,

Degqing Sun, and Ming-Hsuan Yang. 2024. GALA3D: Towards Text-to-3D Complex

Scene Generation via Layout-guided Generative Gaussian Splatting. In ICML.

Zhenglin Zhou, Fan Ma, Hehe Fan, and Yi Yang. 2024. HeadStudio: Text to

Animatable Head Avatars with 3D Gaussian Splatting. In ECCV.

[59

(61

[76

[78



	Abstract
	1 Introduction
	2 Related Works
	3 Preliminary
	4 Methodology
	4.1 GPT-Guided Coarse-to-Fine Candidate Editing Region Mining
	4.2 Geometry-Appearance Decoupled Local Editing with Global-Local View Synergy
	4.3 Orthogonal Denoising Score

	5 Experiments
	5.1 Main Results
	5.2 Ablation Study
	5.3 More Applications

	6 Limitations and Future Works
	7 Conclusion
	Acknowledgments
	References

