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Light
Transport;
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Streaming;

PM Photon
Mapping;

FG PM + Final
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EG Environment
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AT Ambient
Term;

AO Ambient
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Table: Normalized data

AT Ambient
Term;

AO Ambient
Occlusion;

EG Environment
Gather;

PS Photon
Streaming;

PM Photon
Mapping;

FG PM + Final
Gather;

ML Metropolis
Light
Transport.
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