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1. 4D-GS achieves real-time rendering on dynamic scenes. 

(a) Cook Spinach (b) Cut Beef (c) Flame Salmon

3. Composition with any 4D Gaussians for editing.

2. Tracking Object’s motion by proposed Gaussian Deformation Field Network

What can 4D-GS do? 4D Gaussian Splatting Framework

Gaussian Deformation Field Network
Spatial-Temporal encoder is proposed to connect each 3D Gaussians. Multi-
head Gaussian deformation decoder is applied to compute 3D Gaussians’ 
deformation.
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Computing the canonical-to-world mapping by a Gaussian deformation field 
network.

Our methods achieves state-of-the-art performance across the 
current methods.
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Complete the training within 30 minutes.
Render at a speed exceeding 30 FPS.
Minimize storage overhead to at least 20 MB.


