


Graphical pipeline

Model transformation

putting from object local space!

to the world,global) space.

Illumination (Shading

Livingobjects colouandlightin
e

eight cover

in the world space.

View transformation

Transforming coordinates from the canonical basis
to the one depending on the comera position.

Clipping
Remove parts that are not visible in the view

Ithere's no need to process them because we

Won't see them anyway

Screen projection
Projecting 35 space onto 2* that

will be drawin on the screen .

Picalisation (Rasterization
Turning the space into acrays of

piscels

Visibility/Rendering
What objects are in Front , final piccel colotization.



Types of object description

Explicitly using f(x ,y,z) = 0 equations.

Mesh using set that describes top's /Sepause
of triangles

thierachical modeling
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Instancing
If happens that we need to use the same

times Igzess ,
stone for instance),objectmanybe stupid to sore same geometa

thousands of times
,

thus we can stoce the geometry
once andhave a pointen on it and these apply
transformations



Projections
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