
CMSC427 
Transformations II: 
Viewing (second 
video)

Credit: some slides from Dr. Zwicker



Camera matrix

• z-axis

• x-axis

• y-axis
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Rotation matrices
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Rotation matrices
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Rotation matrices
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Camera matrix

• Camera to world transformation
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Camera matrix

• Camera to world transformation
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Object, world, camera coords.

World coordinates

Object

coordinates

Camera

coordinates
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Objects in camera coordinates

• We have things lined up the way we like them on 
screen
• x to the right

• y up

• -z going into the screen

• Objects to look at are in 
front of us, i.e. have 
negative z values

• But objects are still in 3D

• Next: how to project them into 2D
Camera

coordinates
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