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·

Isami-Iralatedly ,

we have an adjonation Seems related to Cameron Calk's

- work on -Quantales ...

↓Mndz(Set)<4 Quantale
&S

↑ Functor of Points , sure ,

TO +% but Computational Meaning?
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And even further into the future

· commutative AG is ultimately about solving polynomial zeros > polynomial egns .

Polynomial ~ program syntax

where are p = q ? ~
where ae

P = Q? (Full Abstraction]

· Can we get presentation-invariant structures out of[EIE] ?

BT is one example .

What about [Co) homology ?
·

C
*

- algebras are also often talked about in terms of

localic groupoids .
Can we get game spectra of

presentations for
*

- algebras,
and build a theory of

non-commutative algebraic geonadry ? What is the relationship

with Connes-style NLAG ? 7575
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