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Kalos et al. [2005] Wang [2004] 

Bouthors et al. [2008] Wenzel [2006] 
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• Existing methods 

 

• Proposed method: 

– Physically-plausible 

– Conceptually intuitive 

– Built on realistic assumptions 
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• Cons 

– Prototype – further development required 



End 
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• Multiple clouds 


