Information Coding / Computer Graphics, ISY, LiTH

Lecture 3
3D concepts
3D transformations
Viewing

Projection
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Matrices for 3D operations:
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Scaling: S(sx, sy, 57) =
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Matrices for 3D operations:
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Rotation around the x axis: Rx(0) = 0 sind cosd g
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%Vd{ A 3D engine

Transformations | camera:

World-to-camera

\ Projection

A Backface culling

W‘mwf _ apping
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Sorting
Visible surface .¥

detection methods \ \

Shading
Surface mappings

Rendering
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The OpenGL pipeline

— | Vertexprocessing: |— g Primitive [ gy Clip & cull
Vertices Transformations assembly | primitives

Fragment processing: _—
- . ~sl—— Rasterization
shading & texture Fragments

Frame buffer
operations:

Z-buffer & stencil
test, write pixel

¢ Pixels
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Viewing in OpenGL
glMatrixMode
GL_MODELVIEW or GL_PROJECTION

Chooses between two different parts of the
transformation chain

Define the camera/viewing frustum:

gluLook At, gluPerspective

glFrustum




