
Supplementary Materials for Relightable 3D
Gaussians

1 Performance on Real-World Data

We additionally assess Novel View Synthesis (NVS) on Real-World Data through
both quantitative and qualitative analyses. Specifically, we compare our ap-
proach with previous inverse rendering methods on the real-world DTU dataset.
It should be mentioned that our method utilizes masks from [7]. And, we employ
SfM points from COLMAP to initialize the 3D Gaussians. The results are de-
picted in Table 1 and Figure 1. The experiment reveals that our method achieves
improved NVS accuracy on average. Furthermore, the visualizations illustrate
that our approach excels in providing finer details.
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Fig. 1: Qualitative Results for Novel View Synthesis. Drums and Lego are from
NeRF synthetic dataset [5] while the others are from real-world DTU dataset [3].
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Fig. 2: Visualization on normal maps on Real-world Scenes. Scan105 and
Scan118 are from DTU dataset [3] while the others come from Mip-NeRF360
Dataset [1].

2 Geometry Enhancement

3D Gaussian Splatting (3DGS) [4] demonstrates its advantages in fast training
and real-time high-quality rendering. However, it struggles with accurate geom-
etry recovery due to the Shape-Radiance Ambiguity [10], as depicted in Fig 2.
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