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— The texture files should be placed in the placed next to the
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— A detailed tutorial on the use of
textures is available at
http://youtu.be/xHgTZUqgxnJg
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— The image does not
need to be in the i
same height to width \/ ,
ratios as the wing. /
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the surface’s
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— For the body, the whole texture image is projected on the
surface. This will induce distorsion



