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Project Title
Portal .5
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Motivation
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The Scope of the project
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Involved CG techniques

Transform the portal camera

Oblique projection
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Table 1. Clip-space and camera-space view frustum planes. The matrix M represents the projec-

tion matrix that transforms points from camera space to clip space. The notation M, represents the
i-th row of the matrix M.

Frustum Plane Clip-space Camera-space
Coordinates Coordinates
Near (0,0,1,1) M, +M,
Far (0,0,—1,1) M,-M,
Left (1,0,0,1) M,+M,
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Bottom {(0,1,0,1) M,+M,
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