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1. bpvf metric
In our animation mesh compresssion autoencoder network, to calculate the bpv per frame, we used the following equation:
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Where 6V encodes the connectivity, we use the Edgebreaker [3] method to compress the connectivity information. While
N () define the number of nodes in this layer. We conduct quantization on each nodes to half float by only use q = 16 bits to
represent a float value.

2. Additional Results

Figure 1: Our technique vs. the state-of-the-art on the Jumping sequence. [2] loses track due to large deformations(see
geometry inconsistencies); [5] is able to track most of the vertices but the errors produce topology inconsistencies; Our
result before refinement outperforms both in correspondence matching. The results are further improved after refinements.
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Figure 2: Comparisons on FAUST [1]. (a) shows the reference mesh; (b) and (c) show the results by [5] and ours; (d) and
(e) show the corresponding errors maps. Our technique more robustly handles strong deformations (e.g., knee and elbow
bending).

Figure 3: Visual comparisons of ours vs. the PCA technique [4] on mesh compression. Our technique outperforms [4] even
with at lower bpvf.
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