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Viewing Transformation

Window – what to display in world-coordinate system
Viewport – where to display it in screen-coordinate system
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Viewing Transformation (cont.)

Window and viewport are always same size
Default settings:

Window – by default, upper left corner is at origin of world 
coordinate frame
Viewport – by default is entire screen

Only applies to IGraphics functions
Text drawn with IDisplay still uses screen coordinates
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IGRAPHICS_StretchBlt()


