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Wednesday — Administrativia

* If you have not accepted assignment 2, please do so today

* Make a small commit ASAP to test whether have write access to your private repo
* Reminder on code-use / collaboration policy

Re-use of labs and starter code is OK
You can search for examples (e.g., on how to use lookAt() or perspective projection).

The code you submit must be yours and yours alone. You must be able to explain
every bit of code that you submit

No GenAl code allowed! (We’ll check)
Post assignment quiz will be used to inform participation and assignment grades
No collaboration on assignment (code must be yours alone); studying together is OK
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Today: lab

* Get used to performing transformations
» Camera/ viewing transformations

» Upload model-view and projection matrices to GPU and perform vertex
transform in GLSL shader
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Viewing transformations
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Viewing transformations

* Viewing transformation is the mapping of coordinates of points and
lines from world coordinates into screen space pixels.

World Screen
. --» | Modeling ----- » Camera |----- Projection §----- » Viewport '--» Space
coordinates (pixels)
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Anatomy of viewing + projection transform
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Anatomy of viewing + projection transform
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Anatomy of viewing + projection transform
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Anatomy of viewing + projection transform
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Anatomy of viewing + projection transform
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Lab

* Building on lab-3 (in Piazza)
* Apply transformations to rotate the
model (boxes) about Y and X

* Switch from a perspective matrix to
orthographic matrix

* Bonus: add zoom slider to get closer/
further from the model
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