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Homogeneous roordinates add an extra dimension to Euclidean Coordinates
, enabling transformations

like translation
, scaling , rotation and perspective projection to be performed using matrix multiplication.

It makes combining transformations easier and faster. X
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D reflection matrix through the plane X = 0.
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& rotation around the z-axis) to align with the reflection,
we rotate by 180
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& combining those a matrixes above.
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· order of multiplication : Reflection romes first
,

followed by Rotation . A

The final formula is

Ru(b) = -) Ry(8/1/R)



Adds the depth by making distant object appear smaller

Moves
,
rotates

,
or scales object in the scene .

Projects so objects onto 20 screen without depth effect.

Maps the final 20 image to the screen or window.

Moves the camera to define what is seen in the scone.

Mode transformation - View transformation : Perspective Projection transformation

Viewport transformation : Orthographic Projection transformation <

eye : The position of camera in the so world

n : A vertor pointing in the direction the camera looks

n : A vertor pointing to the right site of the camera.

V : A vertor pointing upward from the camera.

How they'r used in view transformation :

Thesevectors define the camera's position and orientation, It helps to convert world coordinates into

the Camera's view for rendering the scene .


