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Plate 1: Ford Bronco at full resolution Plate 2: 2 pixels of screen-space error
74,000 triangles 42,000 triangles

Plate 3: 6 pixels of screen-space error Plate 4: 26 pixels of screen-space error
29,000 triangles 9,000 triangles

Plate 6: 8 Broncos at full resolution
594,000 triangles

Plate 5: 6 views of the Bronco model,
all at 2 pixels of error
Triangle counts: 4] 855 12,939

27.970 8,385

Plate 7: 8 Broncos at 4 pixels of error
20,922 4,766 94,000 triangles






