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Cameras and Projections
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Ideal pinhole camera

Real pinhole camera
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Camera with a lens

Depth of Field
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What is the difference between these images?

PerspectiveOrthographic
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Simple PerspectiveSimple Perspective

y’= yd/z
x’= xd/z
z’=d
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Projected image
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Projected image



Viewing PipelineViewing Pipeline
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Next Lecture

Cannonical space
3D Clipping
Visibility culling
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