




















[22]

(23]

[24]

[25]

[26]

[27]

(28]

[29]

(30]

(31]

(32]

[33]

andan Considine, Jérome Parent-Lévesque, Kevin Xie, Kenny
Erleben, et al. gradsim: Differentiable simulation for sys-
tem identification and visuomotor control. arXiv preprint
arXiv:2104.02646, 2021. 2

Ying Jiang, Chang Yu, Tianyi Xie, Xuan Li, Yutao Feng,
Huamin Wang, Minchen Li, Henry Lau, Feng Gao, Yin Yang,
et al. Vr-gs: A physical dynamics-aware interactive gaussian
splatting system in virtual reality. In ACM SIGGRAPH 2024
Conference Papers, pages 1-1, 2024. 2

Nikita Karaev, Iurii Makarov, Jianyuan Wang, Natalia
Neverova, Andrea Vedaldi, and Christian Rupprecht. Co-
tracker3: Simpler and better point tracking by pseudo-
labelling real videos. arXiv preprint arXiv:2410.11831, 2024.
2,4,7,8

Agelos Kratimenos, Jiahui Lei, and Kostas Daniilidis. Dynmf:
Neural motion factorization for real-time dynamic view syn-
thesis with 3d gaussian splatting. In European Conference on
Computer Vision, pages 252-269. Springer, 2024. 1, 2
Vincent Lepetit, Francesc Moreno-Noguer, and Pascal Fua.
Ep n p: An accurate o (n) solution to the p n p problem.
International journal of computer vision, 81:155-166, 2009.
4

Hao Li, Robert W Sumner, and Mark Pauly. Global corre-
spondence optimization for non-rigid registration of depth
scans. In Computer graphics forum, pages 1421-1430. Wiley
Online Library, 2008. 2

Xuan Li, Yi-Ling Qiao, Peter Yichen Chen, Krishna Murthy
Jatavallabhula, Ming Lin, Chenfanfu Jiang, and Chuang Gan.
Pac-nerf: Physics augmented continuum neural radiance
fields for geometry-agnostic system identification. arXiv
preprint arXiv:2303.05512, 2023. 1,2

Yunzhu Li, Jiajun Wu, Russ Tedrake, Joshua B Tenenbaum,
and Antonio Torralba. Learning particle dynamics for manip-
ulating rigid bodies, deformable objects, and fluids. arXiv
preprint arXiv:1810.01566, 2018. 1, 2

Yunzhu Li, Shuang Li, Vincent Sitzmann, Pulkit Agrawal,
and Antonio Torralba. 3d neural scene representations for
visuomotor control. In Conference on Robot Learning, pages
112-123. PMLR, 2022. 1,2

Zhengqi Li, Simon Niklaus, Noah Snavely, and Oliver Wang.
Neural scene flow fields for space-time view synthesis of
dynamic scenes. In Proceedings of the IEEE/CVF Conference
on Computer Vision and Pattern Recognition, pages 6498—
6508, 2021. 2

Zhengqi Li, Qiangian Wang, Forrester Cole, Richard Tucker,
and Noah Snavely. Dynibar: Neural dynamic image-based
rendering. In Proceedings of the IEEE/CVF Conference on
Computer Vision and Pattern Recognition, pages 4273-4284,
2023. 1,2

Xingyu Lin, Yufei Wang, Zixuan Huang, and David Held.
Learning visible connectivity dynamics for cloth smoothing.
In Conference on Robot Learning, pages 256-266. PMLR,
2022. 1,2

Youtian Lin, Zuozhuo Dai, Siyu Zhu, and Yao Yao. Gaussian-
flow: 4d reconstruction with dynamic 3d gaussian particle.
In Proceedings of the IEEE/CVF Conference on Computer
Vision and Pattern Recognition, pages 21136-21145, 2024.
1,2

[34]

(35]

(36]

(37]

(38]

(39]

[40]

[41]

[42]

[43]

(44]

[45]

Jonathon Luiten, Georgios Kopanas, Bastian Leibe, and Deva
Ramanan. Dynamic 3d gaussians: Tracking by persistent
dynamic view synthesis. In 2024 International Conference
on 3D Vision (3DV), pages 800-809. IEEE, 2024. 1, 2,7
Pingchuan Ma, Tao Du, Joshua B Tenenbaum, Wojciech
Matusik, and Chuang Gan. Risp: Rendering-invariant
state predictor with differentiable simulation and render-
ing for cross-domain parameter estimation. arXiv preprint
arXiv:2205.05678, 2022. 2

Pingchuan Ma, Peter Yichen Chen, Bolei Deng, Joshua B
Tenenbaum, Tao Du, Chuang Gan, and Wojciech Matusik.
Learning neural constitutive laws from motion observations
for generalizable pde dynamics. In International Conference

on Machine Learning, pages 23279-23300. PMLR, 2023. 1,
2

Miles Macklin. Warp: A high-performance python framework
for gpu simulation and graphics. https://github.com/
nvidia/warp, 2022. NVIDIA GPU Technology Conference
(GTC). 8

Richard A Newcombe, Dieter Fox, and Steven M Seitz. Dy-
namicfusion: Reconstruction and tracking of non-rigid scenes
in real-time. In Proceedings of the IEEE conference on com-
puter vision and pattern recognition, pages 343-352, 2015.
2

Keunhong Park, Utkarsh Sinha, Jonathan T Barron, Sofien
Bouaziz, Dan B Goldman, Steven M Seitz, and Ricardo
Martin-Brualla. Nerfies: Deformable neural radiance fields.
In Proceedings of the IEEE/CVF international conference on
computer vision, pages 5865-5874, 2021. 1, 2

Keunhong Park, Utkarsh Sinha, Peter Hedman, Jonathan T
Barron, Sofien Bouaziz, Dan B Goldman, Ricardo Martin-
Brualla, and Steven M Seitz. Hypernerf: A higher-
dimensional representation for topologically varying neural
radiance fields. arXiv preprint arXiv:2106.13228, 2021. 2
Yicong Peng, Yichao Yan, Shenqi Liu, Yuhao Cheng,
Shanyan Guan, Bowen Pan, Guangtao Zhai, and Xiaokang
Yang. Cagenerf: Cage-based neural radiance fields for gen-
renlized 3d deformation and animation. In Thirty-Sixth Con-
ference on Neural Information Processing Systems, 2022. 1,
2

Tobias Pfaff, Meire Fortunato, Alvaro Sanchez-Gonzalez,
and Peter Battaglia. Learning mesh-based simulation with
graph networks. In International conference on learning
representations, 2020. 1, 2

Albert Pumarola, Enric Corona, Gerard Pons-Moll, and
Francesc Moreno-Noguer. D-nerf: Neural radiance fields
for dynamic scenes. In Proceedings of the IEEE/CVF con-
ference on computer vision and pattern recognition, pages
10318-10327,2021. 1,2

Yi-Ling Qiao, Junbang Liang, Vladlen Koltun, and Ming C.
Lin. Differentiable simulation of soft multi-body systems.
In Conference on Neural Information Processing Systems
(NeurIPS),2021. 1,2

Yi-Ling Qiao, Alexander Gao, and Ming Lin. Neuphysics:
Editable neural geometry and physics from monocular videos.
Advances in Neural Information Processing Systems, 35:
12841-12854, 2022. 2









