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Background & Motivation Problem Statement Analysis & Challenges

3D Scenes are Everywhere
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Materials Drive Realism
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Tutorial 1: merge into initial procedure Verbose procedure
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o Tutorials show the process of making a material, not just the
final result, which is what a model needs if it's going to
nandle materials it hasn't seen before

This work builds upon the VLMaterial framework by
Beichen Li et al. and the MaterialApprentice pipeline
developed by Kunal Gupta et al.
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