CK s gl

A<\

PR\ b pnel
=

—

TA/TIMY LR PH S

AL g
7 1 3 (—]/

— /) OBJE

SN /)

N4
~_

\
< \
I

you do not want to see the edge between the triangles

If texels are smaller than pixels then must combine them smoothly

Curved objects are another whole problem.




