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The Canonical View Volume Transform
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Clipping in the Canonical View Volume
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“Shaping” the canonical view volume




“Shaping” the Canonical View Volume
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“Shaping” the Transformed y-Coordinates
QL Colhat should e comonicat! viewo BOY‘QQDC“M ke Yo

mo-p Ao Ll volume onto o wbg,?

Xe

lare boundin Locomes po/atla‘
i Uhero voluvnz)L = to  xZ—plane

~2

“Shaping” the Transformed y-Coordinates
Ql (,\3\/\02,\' should e canonicall view chmgg.?grm e ‘o

NO-p e Otows volume onto o culee 7

Xe we hove 2 Cof\s-'[-mh{s:
Y
9|2 laean] | 0@ o || 2] (0Trbz)f/zc =
2 =| o o &t E
) e o0 (a®+bze)S/2c =

GConsider e POlW\' (OJ T ”‘C):
(aT-bs X5/§ =1 N
(ak - 0§ )¢ =1 ]
aT-b{ = - % ‘“fié”\
ARB-LE = 4

aT-aR =2 =

Az _2‘_‘ L)ﬂ
B-T

o
vh’ﬁ




“Shaping” the Transformed y-Coordinates
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The Full Canonical View Transformation
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Front-facing vs. Back-facing Polygons
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¢ Algorithms for visibility determination
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Z-Buffering & Scan Conversion
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Z-Buffering & Scan Conversion
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Z-Buffering: Pros & Cons
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Triangle Scan Conversion with Z-Buffering
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Scanline Filling with Z-Buffering
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The Heedless Painter’s Algorithm: Limitations
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BSP Trees
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Eye Position & Correct Drawing Order
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Eye Position & Correct Drawing Order
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Eye Position & Correct Drawing Order
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Eye Position & Drawing Order: Basic Idea
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BSP Tree Construction: Basic Idea
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Rendering with BSP Trees: Main Idea
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Rendering with BSP Trees: Algorithm
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Rendering with BSP Trees: Algorithm
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