Traditional Interactive Graphics Pipeline

Vertex Processing

P e

GL_MODELVIEW GL_PROJECTION Fragment Processing;
matrix matrix Shading Interpolation; VSD

Lighting Model 5~ Primitive (Re)assembly
HMC H l v

Modeling Viewing Projection Perspective Device
—®| Transfor- Transfor- Transfor- Dir\)/ide Transfor- Rasterization E"ﬂfg‘l’:
mation mation mation t mation
3D Modeling 3D Viewing Normalized
Coordinates (or "Eye") Device
(MC) Coordinates Coordinates
v (VC or EC) (NDC) v
3D World 3D Clip 3D Device
Coordinates ( Coordinates Coordinates
Homogeneous
(WC) Normalized Projection (BC)

Coordinates (HNPC)

Projection Matrix does:
1. 3D to 2D projection
2. WC Window to (logical) Viewport map



