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𝑮𝑖 =  {𝝁𝒊, 𝒒𝒊, 𝝈𝒊, 𝛼𝑖 , 𝒔𝒊}, 
𝜮 = 𝑹𝑺𝑺𝑇𝑹𝑇
𝑺 ∶= 𝑑𝑖𝑎𝑔 𝝈𝑹 ∶= ℛ(𝒒) ∈ 𝕊𝕆3 

𝜚 𝑥 = 𝛼𝑒12 𝒙−𝝁 𝜮−1 𝒙−𝝁
𝑐 =  ෍𝑝=0

𝑀 𝑐𝑝𝛼𝑝 ෑ𝑞=1
𝑝−1(1 − 𝛼𝑞)

𝑻𝑗𝑡: = 𝑹𝑗𝑡 𝒕𝑗𝑡𝟎 1 ∈  𝕊𝔼3, 𝑗 ∈ 1, … , 𝐽 }. 
𝝁𝑖𝑡  =  𝓣𝑖𝑡𝝁𝑖 ,  𝓣𝑖𝑡 =  ෍𝑗=0𝐽 𝑻𝒋𝒕𝑤𝑖𝑗

𝑨𝑖𝑡 = ෍𝑗=0𝐽 𝑤𝑖𝑗 𝒃𝑗𝑡 𝑇𝒃𝑗𝑡𝒒𝑖𝑡 = ഥ𝒒𝑖𝑡𝒒𝑖
𝑠𝑖,0:1𝑡 =  𝑠𝑖,0:1𝑡  𝑠𝑖,1:4𝑡 =  𝑊1 𝑅𝑖𝑡 𝑠𝑡𝑖,1:4𝑡𝑠𝑖,4:9𝑡 =  𝑊2 𝑅𝑖𝑡 𝑠𝑡𝑖,4:9𝑡𝑠𝑖,9:16𝑡 =  𝑊3 𝑅𝑖𝑡 𝑠𝑡𝑖,9:16𝑡
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Non-linear components not typically skinned

Instead:

• Neural networks predict them, or,

• Predict offsets post-LBS, or,

• Attach the Gaussians on the mesh

Skinning Gaussians

• Quaternion skinning average

• D-Wigner SH rotation
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