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Abstract.  Realistic rendering of human behavior is of great interest for
applications such as video animations, virtual reality and gaming engines.
Commonly animations of persons performing actions are rendered by
articulating explicit 3D models based on sequences of coarse body shape
representations simulating a certain behavior. While the simulation of
natural behavior can be e ciently learned, the corresponding 3D models
are typically designed in manual, laborious processes or reconstructed
from costly (multi-)sensor data. In this work, we present an approach
towards a holistic learning framework for rendering human behavior in
which all components are learned from easily available data. To enable
control over the generated behavior, we utilize motion capture data and
generate realistic motions based on user inputs. Alternatively, we can
directly copy behavior from videos and learn a rendering of characters
using RGB camera data only. Our experiments show that we can further
improve data e ciency by training on multiple characters at the same
time. Overall our approach shows a new path towards easily available,
personalized avatar creation.

1 Introduction

Recently there has been great progress in the eld of generating and synthesiz-
ing images [11, 18, 42, 14, 34, 23, 30] and videos [35, 33] which is important
for applications such as image manipulation, video animation and rendering of
virtual environments. Over the past years, in particular the gaming industry ea-
gerly improved their customer experience by developing more and more realistic

? equal contribution

Fig. 1. Our method can render target persons in a wide variety of behaviors. The
desired behavior can be either generated based on inputs from a game controller or
copied from a video.



















































