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When writing a new object into the color buffer, overwrite the

color in a pixel only if the new object is closer than the stored depth.
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Vhy noy just paint the farther objects into the color buffer first?
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ometimes you know that, so do it. Often you don't know.

'be the objectsare spinningaroundeachotherr———




Implementation: 3

You need to find the distance of each pixel of the object.
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Complications:
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from the other.

2. What if the object covers only part of a pixel?
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a2 is easiest, but randomly coloring conflicted pixels /T

can cause flashing alternating colors. Very obnoxious.

Your retma is a neural network W|th negatlve feedback

Al,3: If you're going to compute areas, better to weight the colors.

But|there are still messy cases. N\

Best to subdivide complicated pixels, then average.
This bring in "aliasing" and "antialiasing".

Another depth buffer problem is that slanted objects have a range
of depths in a pixel.
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To be fair, these problems are rare.
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Calling glFrustum transforms the

«{ object so that it appears that you
{ are using a perspective projection.
y Really-it's still a-parallel projection,
_ but the object is now distorted.
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OPENGL (+ comfeTTons)

A

DISTORT  Spumte THEN
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The LAST transformation whose function you call

is the FIRST transformation applied to the object.
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Bitmap better for small text on lo-res displays.

Outline better for hi-res. 1t scales.

Font hints help with scaling down outline fonts.




