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Depth Complexit

* The hardwar@aintseach pixel many tims, performing
expensive per-pel shading operains.

* No contribution fom invisible fragments
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Visibility

» Exact Visibility — identify polygonfragments
that are visiblédrom a viewpoint Sutherland et. al/4].
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 Paints each pixeaixactlyonce.

o Unfortunately:

— A scene containg n polygons can hav®(n®) fragments.
— Known algorithms arecomplexand hard to implesnt in

Interactive aplications.

« Hardwarez-buffer algorithm is widey used.



