










Figure 3. Comparisons with State-of-the-Art Methods. SVG-Head captures subtle dynamic facial details (e.g., wrinkles) and is the only
method that obtains an explicit texture image for real-time editing. Note that Gaussian Head Avatar uses a super-resolution (SR) module.

Tab. 1 shows quantative comparisons on novel-view and
novel-expression synthesis. Our approach achieves the
best evaluation metrics among all editable reconstruction
methods, while generating comparable rendering quality to
those methods that do not support appearance editing and
have limited applications. Note that the reported metrics
are calculated based on all image pixels and MeGA obtains
rather bad metrics due to their inability to model plausible
shoulder regions. Fig. 3 shows qualitative results. Thanks
to our complementary modeling and the incorporation of
dynamic texture maps, our SVG-Head generates high-
fidelity renderings with finer-grained facial texture details
(e.g., wrinkles). MeGA obtains plausible visual results
along with a neural texture map. However, as shown in
Fig. 4, the neural texture map requires several minutes or
even hours for large regions to achieve optimization-based
editing, struggling to reach real-time appearance editing
like our method. Note that although Gaussian Head Avatar
generates promising renderings for novel-view synthesis,
it struggles to generate accurate target expressions due to
its heavy reliance on the implicit deformation fields and
super-resolution modules. More detailed results (including
videos) can be found in our Supp. Mat..

Table 1. Comparisons with State-of-the-Art Methods. SVG-
Head obtains the best metrics among editable reconstruction meth-
ods, as well as metrics comparable to non-editable reconstruction
methods. Green indicates the best and yellow indicates the second.

Method Editing
Novel-View Synthesis Novel-Expr. Synthesis

PSNR↑ SSIM↑ LPIPS↓ PSNR↑ SSIM↑ LPIPS↓

PointAvatar 7 25.8 0.893 0.097 23.4 0.884 0.102
Gaussian Head Avatar 7 29.5 0.894 0.084 22.5 0.853 0.144
GaussianAvatars 7 31.6 0.938 0.065 26.0 0.910 0.076

MeGA∗ 3 15.2 0.853 0.207 17.4 0.867 0.181
SVG-Head (Ours) 3 30.3 0.931 0.078 26.0 0.910 0.087

4.2. Real-Time Appearance Editing

In this section, we conduct qualitative comparisons with
GaussianAvatar-Editor (GA-Editor) [17] and MeGA [29] to
highlight our finer-grained editing capability and real-time
processing speed.

As illustrated in Fig. 4, our approach supports finer-
grained and more natural texture editing in real time by sim-
ply drawing on our disentangled and explicit diffuse texture
maps. In contrast, MeGA usually takes minutes or even
hours for large regions to achieve optimization-based edit-
ing and struggles to accurately match each editing detail
(e.g., missing colored painting in Row 2). Moreover, due
to the fine-tuning of the color decoder, MeGA also change
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