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3. Viewpoint Vector Rendering
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2D Font 143.84 143.84 143.84

2D Image 121.45 120.51 120.89

3D Font 112.87 68.20 44.21

3D Cow 59.73 63.75 62.31

3D Teapot 49.17 53.63 56.17

(3£ 2. VVR vs MVR PSNR table)
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