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1 Introduction

The following is a written report detailing the main contributions of the GET3D [1] paper. This
paper was published by Jun Gao et al, a research team from NVIDIA [2] based in the University
of Toronto. The paper was published in 2022 and accepted into NeurIPS [3] the same year. This
report contains both an explanation of the technical details regrading the paper and an in depth
discussion about the paper’s impact and limitations. The rest of the report is structured into 2
main sections, a paper summary and a critique and discussion. We begin with a brief introduction
into the problem this paper is attempting to help solve. Followed by that is a primer in some core
concepts necessary in computer graphics to understand the paper. A breakdown of the method
employed in the GET3D paper is presented, followed by its results. Finally, to conclude this report
we discuss some of its impact, wider implications and critiques.

2 Paper summary

2.1 The problem

The main problem this paper attempts to solve is the scalable production of 3D models. Various
industries are dependant on these models including the films industry who commonly need to
create entire digital worlds capable of immersing an audience into believing is real, the video
games industry who similarly need vast 3D worlds to captivate their players and increasingly,
medical technologies are using such 3D models for tasks such as surgery planning, interactive
demonstrations and prosthetic creation.

Figure 1: A 3D world created by [4] rendered with Blender [5]. This world includes various objects
such as ships, icebergs, birds and clouds.

See Figure 1 for an example of one such world. Here the world is constructed of various 3D
objects such as ships, icebergs, birds and water. Whilst a human could build all the models and
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