Parallel Projections in OpenGL®

glOrtho (xmin, xmax, ymin, ymax, zmin, Zzmax);

far clipping plane (at z=-zmax)
(xmax, ymax, —zmax)

(xmin, ymin, —zmin)

" near clipping plane (at z=-zmin)

z resulting image

Note: we always view in -z direction need to transform world in order to view
in other arbitrary directions.
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