Viewing Transformations
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Orthographic projection
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Perspective projection
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Viewing transformations

World Viewing transformations Image
space space

® Map objects from their 3D locations to their positions in
a 2D view

World coordinates Screen
coordinates
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Decomposition of viewing transforms
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Viewing transforms depend on: camera position and orientation, type of projection,
field of view, image resolution



Viewport transform
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Viewport transform
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Orthographic Projection Transform

Iy

/ & camera space O r=
% —
R B —
‘ > o B
- -
' - —
5 | ——

> canonical
world space [\ I\\ view volume r\

Camera Projection Viewport
transforrlr/ transforV transforV

1.54)

(lab f) (_ ’_21’_1)

, ................................
".’. / ]\ {[O T t h

<whiteboard> *




