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1.Marching cubes: A high resolution 3D surface construction
algorithm

SIGGRAPH 1987
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2.NeRF: Representing Scenes as Neural Radiance Fields for View
Synthesis

ECCV 2020
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3.Instant neural graphics primitives with a multiresolution hash
encoding

SIGGRAPH 2022
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4.TensoRF: Tensorial Radiance Fields
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ECCV 2022
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5.2D Gaussian Splatting for Real-Time Radiance Field Rendering

SIGGRAPH 2023
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6.Go-slam: Global optimization for consistent 3d instant
reconstruction

ICCV 2023
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7.Renderdiffusion: Image diffusion for 3d reconstruction, inpainting
and generation

CVPR 2023
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8.Panohead: Geometry-aware 3d full-head synthesis in 360deg
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