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A Cyclic Data Structure
for Determining the Face' s Priority Order

Shinichi Fukushige," Hiromasa Suzuki®
This paper describes a depth sorting algorithm using a cyclic priority data
structure. This priority cycle is constructed by face’s obstruction relations seen
from view cells distributed around 3D model. Compared with BSP tree method,

priority cycle algorithm can search visibility order quickly without recursively
traversing the tree structure.
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