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OpenGL viewpoint control strategy and implementation in space situation scene

WANG Haoran, LIANG Yangang, CHEN Lei
(College of Aerospace Science and Engineering, National University of Defense Technology, Changsha Hunan 410073, China)

Abstract: The OpenGL viewpoint control is one of the key techniques to determine the space
situational visualization. The principle of OpenGL viewpoint coordinate system is introduced firstly.
Secondly, a viewpoint control algorithm based on the spherical coordinates is put forward, which realizes
the viewpoint transform between the spherical coordinates and Cartesian Coordinates since
the view function interface is based on the Cartesian coordinates system. Then, the viewpoint translation,
rotation and scaling in spherical coordinates are derived. The application of the viewpoint control method
in the space situation scene are introduced.
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Fig.1 Default camera position
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Fig.2 Translating comparison scene
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Fig.3 Rotating comparison scene
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