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TI-NSD: 20 scenes. ThermoScenes: 10 scenes.
Metrics: PSNR, SSIM and LPIPS.
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Existing thermal 3D Gaussian Splatting (3DGS) methods
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When the background contribution 1s small and the
rendered 1ntensity 1s too low, gradient descent tends to
increase floater opacity. RGB observations impose stronger
cross-channel constraints.

bright rendering encourages floaters to become transparent.

Luminance optimization (LO) updates only the spherical
harmonic (SH) coefficients, using normal view-dependent
luminance.

Stage 2: Joint Optimization
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FGS leads all compared methods on the three
reported average metrics (Table 1).
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Built on Veta-GS. Stage 1 lasts 500 1terations for most scenes.
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Red points mark near-camera floaters. FGS lowers their opacity and Full FGS 36.330 35.908 FGS reduces local blur and preserves sharper textures and edges across

GO and LO provide complementary gains (Table 2).

restores distant details (Figure 1). both datasets (Figure 3).
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