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(a) InterHand2.6M
(Lab dataset)

(d) Re:InterHand 
(Ours)

(b) HIC
(Natural dataset)

(c) Ego3DHands 
(Composited dataset)

Appearance diverse? No No Yes Yes

Appearance realistic? Yes Yes No Middle

Appearance close to ITW? No Yes No Middle

GT 3D pose diverse? Yes No Yes Yes

Datasets for 3D Interacting Hands Understanding

Moon et al. “InterHand2.6M: A Dataset and Baseline for 3D Interacting Hand Pose Estimation from a Single RGB Image”, ECCV. 2020.
Tzionas et al. "Capturing hands in action using discriminative salient points and physics simulation." IJCV. 2016.
Lin et al. "Two-hand global 3D pose estimation using monocular rgb." WACV. 2021.



Image appearances are monotonous…

Appearance 
domain gap



Re:InterHand - A Dataset of Relighted 3D Interacting Hands

Relighting network

Moon et al. “A Dataset of Relighted 3D Interacting Hands”, NeurIPS 2023 (Datasets and Benchmarks track).
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Multi-view images 2D/3D joint coord. 3D hand model fit3D scan

Capture stage

Relighted images

Relighting network

3D hand model fit Env. map

Relight stage

Iwase, Shun, et al. "RelightableHands: Efficient Neural Relighting of Articulated Hand Models." CVPR. 2023.



Better and stable capture stage than InterHand2.6M

Moon et al. "V2V-PoseNet: Voxel-to-voxel prediction network for accurate 3D hand and human pose estimation from a single depth map." CVPR. 2018.

https://docs.google.com/file/d/1dwGHUpj9r_46vyOaVxvik4NB9fPJdJMy/preview
https://docs.google.com/file/d/1jp76ZswJP0M1HikHLDMXXNQm5zeWDkZh/preview
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10 Captures with both 3rd-person/egocentric viewpoints!



The strongest interactions between two hands



The most diverse 3D interacting hands



What to release?

https://docs.google.com/file/d/1DGIvGdV_trLUk5i1S7uFQDA_W9nXsTAS/preview


What to release?

https://docs.google.com/file/d/1lvBBu-ozhS_U-ypfokv61oaAsfvDMBM-/preview


Dataset Splits
● 3rd-person viewpoint / frame-based version (5 fps. 493K images.)

○ 20 cameras picked with the iterative farthest sampling
○ All frames have different environment maps
○ Same frames with different cameras share the same environment maps

● Egocentric viewpoint / frame-based version (30 fps. 148K images.)
○ Simulated Oculus Quest camera
○ All frames have different environment maps and camera augmentations

● 3rd-person viewpoint / video version (30 fps. 739K images.)
○ 5 cameras picked with the iterative farthest sampling
○ Frames that belong to the same segment have the same environment maps
○ Same frames with different cameras share the same environment maps

● Egocentric viewpoint / video version (30 fps. 148K images.)
○ Simulated Oculus Quest camera
○ Frames that belong to the same segment have the same environment maps and camera 

augmentations





https://mks0601.github.io/ReInterHand/


