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ORDER:	  3.3,	  3.4,	  3.2,	  2	  

If	  a	  ray	  intersected	  something	  in	  3.3,	  	  
can	  it	  intersect	  something	  (with	  a	  smaller	  t)	  
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Think	  about	  objects	  on	  boundaries.	  
	  
Example:	  should	  intersect	  the	  circle,	  	  
but	  the	  triangle	  is	  visited	  first	  
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