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Recap: Graphics pipeline
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Source: Torsten Moller, “2D transformation”



Recap: Most Basic Transformations
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Translation

Scaling

Rotation

Shear



Recap: Translation
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(2, 5)           (7, 5)

(7, 1)           (12, 1)

Before transformation After transformation



Scaling
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Changing the size of an object.

Scale an object by scaling the X and Y
coordinates of each vertex in the object.

Before scaling After scaling



Scaling: The Idea
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wb4

hb4
hafter

wafter

Sx = wafter / wb4

Sx = hafter / hb4

xnew = sx / xold

ynew = sy * yold

Before scaling After scaling



Scaling: The New Point?
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Before scaling After scaling

(x, y)
(x‘, y’)



Scaling
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Before scaling After scaling

(x, y)
(x‘, y’)

Uniform scaling: sx == sy

Nonuniform scaling: sx ≠ sy
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THANKS!


