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How we describe our environment ?  

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Today 

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Tonight ?  

ÁPolygonal boundary representations 

ñconvenient / compressed description of the material world  

ÁTiling / repeating  / blending textures  

ñprimitive forms of texture compression ?  



Unique texture detail  


