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Visibility Problem Statement
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Visibility
• How do we know which parts are visible/in 

front?





Depth Buffer
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What is the state of the Z-buffer after rendering this scene?
Z=0 is near. Z=9 is far.
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Compositing











































Participation Survey



Back To Front: Painters 
Algorithm and BSP Trees
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Painter’s algorithm
• Draw back-to-front
• How do we sort objects?
• Can we always sort objects?

– No, there can be cycles
– Requires to split polygons
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Worse, there is no single sort: ABCD?



Z

A

B

C

D

Camera moved : ABCD?
Resort every frame?



A B

C D

E F



A B

C D

E FBuilding the tre
e



A B

C D

E F



A B

C D

E F



A B

C D

E F



A B

C D

E F



A B

C D

E F



A B

C D

E F

Finish other side too
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Front

Drawing order: D, 
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Back
Front

Drawing order: D, (EF) 
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Drawing order: D, E,  
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Drawing order: D, E, F 
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Drawing order: D, E, F , A, B, C



From Vertices to Frame Buffer

























Administrative



Q&A
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