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T Méthod Appearance Quality Geometry Quality User Study
ype © PSNRT SSIM{ LPIPS| FID| KID| CLIP-IQAT | CD/ IoU1 F-Scoret | App. Scorel Geo. Scoret
sp | GALIS] 15201 0.834  0.039 9547 1.17 0.805 0.197 0502 0303 3.154 5.000
TGS [39] 18.874 0.872 0.032 8525 128 0.812 0272 0415 0232 4.000 3.846
LGM [30] 17.013  0.845  0.033 61.66 045 0.819 0.238 0431 0308 3.538 4.000
op | Zerol23Plus [28] | 15787 0827  0.037 8280 0.82 0.825 0.165 0525  0.409 2.088 2.154
Era3D [17] 14993  0.830  0.040 9035 0.92 0.811 0.229 0436  0.256 3.846 2418
SV3D [31] 17.772 0863  0.034 7486 0.80 0.816 0.200 0418 0311 4231 2.923
2D-3D | GSV3D 20.390  0.884  0.023 5079 0.1 0.839 0.100 0.721  0.661 6.308 6.692
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Setting PSNRT SSIMT LPIPS| FID|] KID(%).
Geometric Distillation
w/o RGB loss 19.551  0.872 0.027  53.89 0.27
w/o Depth loss 19.826  0.877 0.025  53.20 0.32
Number of Frames
N=38 19.733  0.877 0.026 5549 0.34
N=4 19.548  0.874 0.027  57.85 0.42
DINO encoder
w/o DINO encoder 19.508  0.876 0.027  55.20 0.30

Full Model (GSV3D) 20390 0.884 0.023  50.79 0.21
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