
Tessellation of trimmed NURBS surfaces is classical problem in CAD/CAM,
with long history and huge amount of research developed so far. We present
and describe a tessellation algorithm suitable for visualization purposes in either
offline or online setting and present our results. We also provide pointers to litera-
ture and to tessellation algorithms for simulation. We discuss relevant definitions
and procedures necessary to work with CAD data and try to familiarize it for
people outside the industry.
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