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[1] Comet Programing
www.en.wikipedia.org/wiki/Comet_(prog
ramming).

[2] Codelgniter

http://www.codeigniter.org.tw

[3] Bootstrap
http://getbootstrap.com/

[4] HTMLS5 Canvas
http://mwww.w3schools.com/tags/ref _can
vas.asp

[5] HTMLS5 Server Sent Events
http://mww.w3schools.com/html/html5_
serversentevents.asp
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