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Photometric Stereo from single view image
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FIgle: ¥EWEZ 2 ¥ 2 (Photometric Stereo), 57434 (Augmented Reality)
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II, Preliminaries

1. Related works

1.1 Shape from Stereo
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1.2 Photometric Stereo
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[Il, Test Result
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Fig. 4, @l2i

|V. Conclusions
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