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// The four "front" vertices

vAf = [-1, 1, 1]

vBf = [ 1, 1, 1]

vCf = [ 1, -1, 1]

vDf = [-1, -1, 1]

// The four "back" vertices

vAb = [-1, 1, 2]

vBb = [ 1, 1, 2]

vCb = [ 1, -1, 2]

vDb = [-1, -1, 2]

        

// The four "front" vertices

vAf = [-2, -0.5, 5]

vBf = [-2, 0.5, 5]

vCf = [-1, 0.5, 5]

vDf = [-1, -0.5, 5]

// The four "back" vertices

vAb = [-2, -0.5, 6]

vBb = [-2, 0.5, 6]

vCb = [-1, 0.5, 6]

vDb = [-1, -0.5, 6]

Pending

129 Pending

129 Pending

170 However, we don’t have Q for every pixel of the triangle, but only for the vertices However, we don’t have P for every pixel of the triangle, but only for the vertices. Pending
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210 Pending


