
In[1]:= S = Cot@fov �2D;

In[2]:= T = -S * Hwidth �heightL;

In[3]:= P =

S 0 0 0

0 T 0 0

0 0 1 �2 0

0 0 -1 0

;

In[4]:= PerspectiveDivide@8x_, y_, z_, w_<D := 8x, y, z< �w

In[5]:= GLViewportTransform@8x_, y_, z_<D := :
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In[6]:= GLViewportTransform@PerspectiveDivide@P.8x, y, z, 1<DD
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In[7]:= Expand@%D
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In[8]:= MythProject@8x_, y_, z_<D := :
width
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,
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>

In[9]:= MythProject@8x, y, z<D
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In[10]:= Reduce@MythProject@8x, y, z<D == GLViewportTransform@PerspectiveDivide@P.8x, y, z, 1<DDD

Out[10]= True


