Visibility is a mathematical abstraction of the real-life notion of visibility.

Given a set of obstacles in the Euclidean space, two points in the space are said to be visible to each other, if the line segment that joins them does not intersect any obstacles.

Computation of visibility is among the basic problems in computational geometry and finds applications in computer graphics, motion planning, and other areas.

http://en.wikipedia.org/wiki/Z-buffering
