
Poster Print Size:
This poster template is 24” high by 
48” wide . It can be used to print 
any poster with a 1:2 aspect ratio 
including 30x60, 36x72, 42x84, and 
48x96. 

Placeholders:
The various elements included in this 
poster are ones we often see in medical, 
research, and scientific posters. Feel 
free to edit, move,  add, and delete 
items, or change the layout to suit your 
needs. Always check with your 
conference organizer for specific 
requirements.

Image Quality:
You can place digital photos or logo art 
in your poster file by selecting the 
Insert, Picture command, or by using 
standard copy & paste. For best results, 
all graphic elements should be at least 
150-200 pixels per inch in their final 
printed size. For instance, a 1600 x 1200 
pixel photo will usually look fine up to 
8“-10” wide on your printed poster.

To preview the print quality of images, 
select a magnification of 100% when 
previewing your poster. This will give 
you a good idea of what it will look like 
in print. If you are laying out a large 
poster and using half-scale dimensions, 
be sure to preview your graphics at 
200% to see them at their final printed 
size.

Please note that graphics from websites 
(such as the logo on your hospital's or 
university's home page) will only be 
72dpi and not suitable for printing.
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Change Color Theme:
This template is designed to use the 
built-in color themes in the newer 
versions of PowerPoint.

To change the color theme, select the 
Design tab, then select the Colors 
drop-down list.

The default color theme for this 
template is “Office”, so you can always 
return to that after trying some of the 
alternatives.

Printing Your Poster:
Once your poster file is ready, visit 
www.genigraphics.com to order a 
high-quality, affordable poster print. 
Every order receives a free design 
review and we can deliver as fast as 
next business day within the US and 
Canada. 

Genigraphics® has been producing 
output from PowerPoint® longer than 
anyone in the industry; dating back to 
when we helped Microsoft® design the 
PowerPoint® software. 

US and Canada:  1-800-790-4001
Email: info@genigraphics.com
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Vanilla 3DGS is not simulation-ready. It under-allocates Gaussians to the object of interest and produces floaters that degrade physical plausibility. 
Simply increasing the Gaussian budget scales the model size—not the simulation quality. In contrast, our segmentation-driven masking strategy 
concentrates representational capacity where it matters, simultaneously improving PSNR/SSIM and generating geometrically consistent particle 
distributions for MPM.
Critically, our particle-filling method augments physical support without sacrificing visual fidelity, as it introduces only transparent Gaussians—avoiding 
the artifacts observed in alternative approaches.
Beyond acquisition, we demonstrate stable and coherent hybrid interactions between 3DGS objects and rigid bodies, cloth, fluids, and robotic 
manipulators. These results show that controlled Gaussian allocation + physically-consistent augmentation are the missing link between 
photorealistic 3DGS and realistic physical simulation. 
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Given a set of multi-view captures of a real-world object or environment (a), our method produces a photorealistic, 
physics-based simulation (b) through four main stages. 
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Link to our project:

First, we acquire 3DGS models from the 
captures using strategies tailored for 

either individual objects or large 
environments (c)

Stage 1: 3DGS Training
 The reconstructed models are then imported into an MPM-based 

physics simulator, where they interact with synthetic elements 
such as liquids and rigid meshes, generating simulated frames (d) 

and depth maps (e). 

Stage 2: Physics Simulation

Per-particle deformation states and camera parameters from the 
simulation are used to update the Gaussians, enabling 
photorealistic rendering of deformed objects along with 

depth maps (f, g).

Stage 3: Deformation-aware Splatting
 Finally, the simulator output and 3DGS renderings are 

combined via per-pixel depth comparison (h), 
producing the final integrated result (b).

Stage 4: Depth-based Compositing


