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In this talk…


I will explore the mysteries, complexities,            
and unanswered questions                             

that first drew me to perspective


Perhaps, like me,                                                                           
you have found perspective fascinating —                             

but surprisingly difficult to understand 




Visual Perspective


A visual language for


viewing, representing, 


interpreting, and shaping space


Across technologies and disciplines




What is Visual Perspective?


It includes: 


• natural visual appearance and human vision


• optical and instrumental imaging


• drawings, paintings, photography and film


• projected and screen-based images


• computer-generated and virtual imagery


AI-generated illustration

Two Kinds of Visual Perspective


Type 1: The broad visual-image domain


Type 2: Human visual perception


—a subclass within Type 1

Perspective is concerned with visual images, 
views and appearances—whether naturally seen, 
optically formed, represented, projected or 
technologically produced.



1000 TYPES / FORMS OF PERSPECTIVE
Selected directly from the Dictionary of Perspective index

Exactly 1,000 unique names • alphabetically ordered • every entry individually written

0–9
0001 1-D Perspective
0002 2-D Perspective
0003 2.5-D Perspective
0004 2.5-D Perspective (A): Computer Games: Sky-box or Sky-dome
0005 2.5-D Perspective (B): Techniques: 3/4 Perspective; Pseudo-3D
0006 3-D Perspective (1): Depth Illusion Types: A, B, C, D
0007 3-D Perspective (2): Illusion Types: A, B, C, D
0008 3-D Perspective (3): Representation (A, B, C)
0009 3-D Perspective (4): Spherical Panorama
0010 3-D Perspective: Stereoscopy
0011 3-D Perspective: Stereoscopy - auto-stereoscopy
0012 3-D Perspective: Stereoscopy - binocular optics
0013 3-D representation and perspective space
0014 3-D Space - General Types Relating to Perspective (abbreviated list)
0015 3-D Space - Perspective Categories of
0016 3-D Space - Perspective Invisibility Methods/Systems
0017 3-D Space - Transformed Perspective Space(s)
0018 3-D/2-D Perspective or Omnidirectional Perspective Display
0019 360-Degree Perspective
A
0020 Aberrated Perspective Projection
0021 Absolute Perspective (1, 2)
0022 Abstract Perspective
0023 Academic Perspective
0024 Accidental Perspective (1, 2, 3)
0025 Accolti Perspective
0026 Acuity Perspective (Gradient of Acuity Perspective)
0027 Adjusted Perspective
0028 Advanced Perspective
0029 Aerial Perspective
0030 Aerial Schematic Perspective
0031 Aeroplane/Flying Perspective
0032 Aesthetic Perspective
0033 Albertian Perspective
0034 Algebraic Perspective
0035 All-Over Perspective (1, 2, 3)
0036 Alternative Picture Plane Perspective
0037 Ambiguous Perspective (1, 2)
0038 Ambiguous Picture Perspective
0039 American Perspective
0040 Ames Room Perspective
0041 Anaglyph Perspective Print/Display
0042 Anaglyphic Perspective
0043 Analemma Perspective
0044 Analytic Cubist Perspective
0045 Analytic Perspective (1, 2)
0046 Analytical Perspective
0047 Anamorphic Perspective
0048 Anatomical Perspective
0049 Ancient Greek Perspective
0050 Ancient Roman Perspective
0051 Ancient/Antique Perspective
0052 Angle Perspective (1)
0053 Angle Perspective (2), Aspect Foreshortening
0054 Angular Colour Perspective
0055 Angular Contrast Reduction Perspective
0056 Angular Perspective (1, 2)
0057 Angular Perspective (3)
0058 Animated Perspective (1, 2, 3)
0059 Anthropomorphc Landscape Perspective
0060 Anti-Perspective
0061 Antique Perspective (1, 2)
0062 Antique Perspective (3)
0063 Apparent Perspective
0064 Applications of Perspective
0065 Arabesque Perspective - Depth
0066 Arabesque Perspective [A]
0067 Architectural Perspective (1, 2)
0068 Architectural Perspective - Object/Scene Structures
0069 Architectural Perspective - Texture Gradients
0070 Area Perspective
0071 Artificial Intelligence Perspective
0072 Artificial Perspective (1, 2)
0073 Artist’s Perspective
0074 Ascending Plane Perspective (1, 2)
0075 Aspect Perspective (1, 2)
0076 Astrarium Perspective
0077 Astronomical Perspective
0078 Atmospheric and optical perspective
0079 Atmospheric Perspective [A]/Aerial
0080 Atomistic Perspective
0081 Auditory Perspective
0082 Augmentation of Form Perspective
0083 Augmented Perspective
0084 Auxiliary Perspective (A [1, 2, 3], B)
0085 Auxiliary Perspective (C)
0086 Axial (pseudo) Perspective [A]
0087 Axial Perspective [B]
0088 Axiomatic Perspective
0089 Axis Point Perspective
0090 Axonometric Perspective Drawing/Projection
0091 Azimuthal Perspective Projection
B
0092 Back Perspective (homocentric/apocentric)
0093 Balloon Perspective
0094 Baroque Perspective (A)
0095 Baroque Perspective (C)
0096 Basement Perspective
0097 Basic Perspective
0098 Bi-Lateral Perspective
0099 Bifocal Linear Perspective
0100 Bifocal Perspective
0101 Binocular Perspective
0102 Bird’s Eye Perspective (A)
0103 Bird’s Eye Perspective (B: 1, 2) - Drawing Usage
0104 Bird’s Eye Perspective (C)
0105 Blended Perspective (1, 2)
0106 Block Perspective
0107 Blue Perspective
0108 Blur Perspective
0109 Box Method (Perspective Box Method)
0110 Brunelleschi - Invention of Linear Perspective
0111 Brunelleschian Perspective
0112 Byzantine Perspective
C
0113 Cabinet Perspective Drawing
0114 Camera (mechanical perspective)
0115 Camera - Cinema (Cinema Perspective)
0116 Camera Perspective
0117 Camouflage Perspective
0118 Cancelling Perspective
0119 Cangiante Perspective
0120 Captured Perspective Image
0121 Caricature/Cartoon Perspective
0122 Carpenter’s Perspective
0123 Cartesian Perspective
0124 Cartographic Perspective Projections
0125 Catoptric Perspective [A]

C • CONTINUED
0126 Catoptric Perspective [B (1, 2)]
0127 Cavalier Perspective (B)
0128 Cavaliere Perspective
0129 Ceiling Perspective
0130 Celestial Map Perspective
0131 Central Axis Line (of perspective)
0132 Central Convergent Perspective
0133 Central Dilation Perspective (1, 2)
0134 Central Perspective
0135 Central Projection Perspective
0136 Central Shadow Perspective
0137 CGI Perspective
0138 Chequerboard Perspective [A]
0139 Chequerboard Perspective [B] or Chessboard Perspective
0140 Chequerboard Perspective [C]
0141 Chiaroscuro Perspective (1): Art Usage
0142 Chiaroscuro Perspective (2): Gradients of Light/Shadow, and/ or

Relief
0143 Child’s Perspective (1, 2)
0144 Chinese Perspective
0145 Cinematic Perspective
0146 Circle in Perspective
0147 Circle of Revolution Perspective
0148 Circle of Vision Perspective
0149 Circular Perspective (A, B)
0150 Clarity Perspective
0151 Classical Perspective
0152 Close-Up Perspective
0153 Closed Perspective
0154 Coaxial Perspective
0155 Colour Perspective
0156 Column Perspective
0157 Combined Perspective
0158 Combined Perspective Image
0159 Comic Perspective
0160 Commanding Perspective
0161 Common Good Perspective
0162 Common Perspective (A, B)
0163 Common Perspective (of a group of parallels)
0164 Communicability Perspective
0165 Complex Perspective
0166 Composite Perspective (1)
0167 Composite Perspective (2)
0168 Composite Perspective Image (1, 2, 3, 4)
0169 Composition (Perspective)
0170 Compositional Perspective (1)
0171 Compositional Perspective (2)
0172 Computer/Digital Perspective
0173 Conic Perspective (1, 2)
0174 Conical Perspective/Projection (A)
0175 Conical Perspective/Projection (B)
0176 Constructed Perspective
0177 Contact Casting Perspective
0178 Contrast Perspective
0179 Conventional Perspective
0180 Coordinated Integrated Perspective
0181 Coplanar Perspective
0182 Copy Book Perspective
0183 Cork Screw Perspective
0184 Correct Perspective (A)
0185 Correct Perspective (B)
0186 Cosmic Perspective
0187 Counter Perspective (1)
0188 Counter Perspective (2)
0189 Cross Perspective (1, 2, 3)
0190 Cross Section Perspective
0191 Cross-Eyed Perspective
0192 Cube in Perspective (A)
0193 Cube-Grid Perspective
0194 Cubist Perspective (A, B)
0195 Cupola/Dome Perspective(s)
0196 Curious Perspective
0197 Curved Perspective (1, 2, 3, 4, 5, 6, 7)
0198 Curved Projection Ray Perspective
0199 Curvilinear Perspective
0200 Cutaway Perspective
0201 Cybernetic Perspective
0202 Cylinder of Revolution Perspective
0203 Cylindrical Perspective ([A: 1, 2], B)
0204 Cylindrical Picture Perspective or Diorama
D
0205 Decelerated/Shortened Perspective
0206 Deceptive Perspective
0207 Degradation of Form in Perspective
0208 Delineator Perspective/Technical Illustrator
0209 Depth of Field/Depth of Field Perspective
0210 Depth of Focus/Depth of Focus Perspective
0211 Desargues Perspective Theorem
0212 Detail Perspective
0213 Developed Perspective
0214 Di Sù in Giù Perspective
0215 Diachronic Perspective
0216 Diagonal Perspective (1)
0217 Diagonal Perspective (2)
0218 Dialectical Perspective
0219 Dialling Perspective
0220 Diffuse Pyramid Perspective
0221 Digital Perspective
0222 Dihedral Perspective/Dihedral Angle
0223 Dilation Perspective
0224 Diminished Perspective
0225 Diminishing Size Perspective/Diminution of Size Perspective,

Diminution of Colour Perspective
0226 Diminution of Contrast Perspective (1, 2)
0227 Diminution of Form Perspective (1, 2, 3, 4)
0228 Diminution of Magnitude Perspective (1, 2, 3, 4)
0229 Diminution of Pattern Perspective
0230 Diminution of Relief Perspective
0231 Diminution of Size – Perspective Methods/Phenomena, Direct

Projection Method
0232 Disappearing Perspective
0233 Discrepancy (Perspective)
0234 Dissociated Perspective
0235 Distance Point (B) (Linear Perspective)
0236 Distortion (of perspective images)
0237 Distortion Projection/Perspective
0238 Divergent Perspective
0239 Division Perspective or Construction
0240 Dodeca Perspective (1, 2)
0241 Double Axonometric Perspective
0242 Double Exposure Perspective
0243 Double Horizon Perspective
0244 Double View Perspective
0245 Downshot Perspective
0246 Dramatic Perspective (1, 2)
0247 Drawdown Perspective (1, 2, 3)
0248 Drawn Perspective
0249 Driving Perspective
0250 Drone Display Perspective

D • CONTINUED
0251 Drone Perspective
0252 Dürer’s Perspective Instrument
E
0253 Eastern Perspective
0254 Ecological Perspective (A)
0255 Ecological Perspective (B)
0256 Egocentric Perspective
0257 Egyptian Perspective
0258 Einstein, Albert - Perspective and Relativity
0259 Elementary Perspective
0260 Elevated Perspective
0261 Elevating Perspective
0262 Elliptic Rotation Perspective
0263 Empirical and polyscopic perspective
0264 Empirical Perspective (1, 2)
0265 Entasis Perspective
0266 Environmental Perspective
0267 Epistemological Perspective
0268 Equi-Rectilinear Perspective (1, 2)
0269 Eras (perspective)
0270 Eras of perspective
0271 Essential lines of linear perspective
0272 Essential planes of linear perspective
0273 European Perspective
0274 Exaggerated Perspective
0275 Expansion/Gain of Outline Perspective
0276 Exploded Paraline Perspective
0277 Exploded View Perspective
0278 Extended Perspective System (1)
0279 Extended Perspective System (2)
0280 Exterior Perspective
0281 Extreme Perspective
0282 Eye-Level Perspective/View
F
0283 False Perspective (1)
0284 False Vanishing Point Perspective
0285 Far Distance Perspective (B)
0286 Firework Display Perspective
0287 First, Second, Third Person Perspective
0288 First-Angle Perspective
0289 Fishbone Perspective
0290 Five-Point Perspective
0291 Fixation Centred Perspective
0292 Fixed Perspective
0293 Fixed Viewpoint Perspective
0294 Flat Perspective
0295 Flat Picture-Plane Perspective
0296 Flat-Sphere Perspective (1, 2)
0297 Flattened Perspective
0298 Flawed Perspective
0299 Floating Perspective (1, 2, 3, 4, 5)
0300 Floor Plan Perspective
0301 Focal Perspective (A)
0302 Focal Perspective (B)
0303 Focussed Perspective
0304 Folding Back Perspective (B)
0305 Foot (of Perspective)
0306 Forced Perspective
0307 Foreshortening Perspective
0308 Fossilisation of Perspective
0309 Four-Dimensional Perspective
0310 Four-Point Perspective
0311 Fragmented Perspective (1)
0312 Fragmented Perspective (2)
0313 Framed Perspective (1,2)
0314 Free Perspective
0315 Freehand Perspective
0316 Freie Perspective
0317 Frog’s Eye Perspective
0318 Front Perspective
0319 Front Perspective (from above)
0320 Front-Clipping Perspective
0321 Front-Elevation Perspective
0322 Front/Frontal Perspective
0323 Frontal Perspective (A)
0324 Frontal Perspective (B)
0325 Frontal Perspective (C)
0326 Frontal Perspective (D)
0327 Frontal Perspective (E)
0328 Full Scale Perspective Drawing
0329 Future Time Perspective
G
0330 Galaxy Perspective
0331 Geo-Globe/Geo-Map Perspective
0332 Geometrical Perspective [A] (1, 2, 3)
0333 Geometrical Perspective [B]
0334 Gestalt Perspective
0335 Giottesque Perspective
0336 Glass Ball Perspective
0337 Global Perspective (1)
0338 Global Perspective (2)
0339 Glory/Pilot’s Glory (Natural Perspective)
0340 Gnomonic Perspective/Projection
0341 God's Perspective
0342 Good Perspective/Good Projection
0343 Gothic Perspective (literary form)
0344 Gradient of Chiaroscuro Perspective
0345 Gradient of Degradation of Form Perspective
0346 Gradient of Loss of Acuity Perspective
0347 Gradient of Loss of Colour Perspective or Gradient of Colour

Perspective
0348 Gradient of Loss of Contrast Perspective
0349 Gradient of Loss of Relief Perspective
0350 Gradient Perspective (all types)
0351 Graphic Perspective
0352 Graphical Perspective
0353 Grotesque Perspective
H
0354 Haptic Perspective
0355 Hauck Perspective
0356 Head Movement Tracking Perspective
0357 Heavenly Vault Perspective
0358 Height in Visual Field Perspective
0359 Height Perspective (1, 2)
0360 Helicopter Perspective
0361 Herringbone Perspective
0362 Hidden Perspective
0363 History of Perspective
0364 Holographic Perspective
0365 Horizontal Perspective (A)
0366 Horizontal Perspective (B (1, 2)) - Parallel Class
0367 Horizontal Perspective (D) - Cylindrical Class
0368 Horizontal Plane [A] ( Eye/perspective projection)
0369 Horned Perspective
0370 Human Perspective/Unaided Human Perspective
0371 Hyperbolic Linear Perspective
0372 Hyperbolic Perspective
I
0373 Ichnographic Perspective
0374 Ideal Perspective
0375 Identity (perspective)

I • CONTINUED
0376 Illogical Perspective and de Chirico, Giorgio
0377 Illumination Perspective
0378 Image Form - Perspective View/Image
0379 Images (new kinds and those inspired by perspective)
0380 Imaging or Viewing Perspective
0381 IMAX/OMNIMAX Perspective
0382 Importance Perspective
0383 Inclined Isometric Perspective
0384 Inclined Perspective Representation
0385 Inclined Picture Plane Perspective
0386 Incommensurate Perspective(s)
0387 Increasing Perspective
0388 Indian Perspective
0389 Individual Perspective
0390 Inside Out Perspective (A)
0391 Inside Out Perspective (B)
0392 Inside View Perspective
0393 Instrument Perspective
0394 Interior Elevation Perspective
0395 Interior Perspective
0396 Intermediary or Mixed Perspective
0397 Intermediary Perspective Drawing
0398 Internal Perspective
0399 Intersecting Plane (B) Perspective (1, 2)
0400 Intuitive Perspective (Empirical Perspective; Non-Mathematical

Perspective)
0401 Inverse Perspective (1)
0402 Inverse Perspective (2)
0403 Inverse Perspective Transformation
0404 Inverted Perspective (A)
0405 Inverted Perspective (B) (2)
0406 Inverted Perspective (B) (3)
0407 Inverted Pyramid Perspective (1, 2, 3)
0408 Invisible Perspective (2)
0409 Invisible Wall/See-Through Perspective
0410 Irregular Perspective
0411 Isometric Perspective (A)
0412 Isometric Perspective (B)
0413 Italian Perspective
J
0414 Jacob De Keyser’s Perspective ‘Gunsight’ Instrument
0415 Jacob’s Sta Perspective
0416 James Watt’s Perspective Instrument
0417 Japanese Perspective
0418 Jumping Perspective
K
0419 Kaleidoscope Perspective
L
0420 La Perspective
0421 Landscape Perspective
0422 Laser Range nder (Perspective)
0423 Laser/Radar Scanning Perspective
0424 Leaning Pyramid Perspective
0425 Level (Perspective - Normal View)
0426 Level Plane Perspective (A)
0427 Level Plane Perspective (B)
0428 Level-Plane Perspective
0429 Light (Reflection) (Mirror Perspective)
0430 Light and Shade Perspective
0431 Lighting Perspective (1, 2, 3, 4, 5, 6, 7)
0432 Linear and Rhythmic Perspective (photographic)
0433 Linear or Central Perspective - Semiology
0434 Linear Perspective
0435 Local Perspective
0436 Logical Perspective
0437 Long Perspective
0438 Looking At/In Perspective
0439 Looking Out/Up/Around Perspective
0440 Looking Through Perspective
0441 Looking Up Perspective
0442 Lopsided Perspective
0443 Luminance Perspective
M
0444 Machine Perspective
0445 Macroscopic Perspective
0446 Magic Cabinet Perspective
0447 Magni ed Perspective
0448 Manifold Perspective
0449 Map Perspective (Terrestrial)
0450 Marine Perspective - The Open Space/Clouds
0451 Marine/Sea Drawing Perspective
0452 Mathematical Perspective (A)
0453 Mathematical Perspective (B)
0454 Mathematical Perspective (History)
0455 Mathematically Equivalent Perspective(s)
0456 Mazzocchio Perspective
0457 Meaningless Perspective
0458 Measured Perspective (1, 2)
0459 Measuring a Line in Perspective
0460 Measuring in Perspective
0461 Measuring Point Perspective
0462 Mechanical Perspective (A)
0463 Mechanical Perspective (B)
0464 Memory Perspective
0465 Mental Perspective
0466 Mercator Perspective
0467 Meta Perspective (2)
0468 Meta Perspective (3)
0469 Metaphorical Perspective (A)
0470 Metaphorical Perspective (B)
0471 Metaview Perspective
0472 Meteorological Perspective
0473 Microscopic Perspective (A)
0474 Microscopic Perspective (B)
0475 Middle-Age Perspective
0476 Military Perspective (2)
0477 Mirror (Magic Cabinet Perspective)
0478 Mirror Ball Perspective (1, 2)
0479 Mirror Perspective (curved)
0480 Mirror Perspective (plane)
0481 Mirror Point Perspective
0482 Misplaced Perspective
0483 Mixed Perspective
0484 Mixed Projection Perspective
0485 Mobile Perspective
0486 Modern Perspective (A, B)
0487 Modular Perspective (B)
0488 Modular/Brick Perspective (A)
0489 Monocular/Uniocular Perspective
0490 Montage Perspective
0491 Motif Perspective
0492 Motion Perspective
0493 Moulding Perspective
0494 Mountain-Top Perspective
0495 Movie Camera Perspective
0496 Moving Object Perspective
0497 MRI Perspective
0498 Multi-Angular Perspective
0499 Multi-Directional Perspective
0500 Multi-Layer Perspective

M • CONTINUED
0501 Multi-Mirror Perspective
0502 Multi-Ocular Perspective
0503 Multi-Plane Perspective (1) - Multi-Object Plane Perspective,

Multi-Plane Perspective (Paolo Uccello)
0504 Multi-plane Perspective (Theatre)
0505 Multi-Plane/Stacked-Plane Perspective - Defined
0506 Multi-Plane/Stacked-Plane Perspective - Technology
0507 Multi-Point Perspective (Linear Perspective)
0508 Multi-Scale Perspective, 280
0509 Multi-View Flat Perspective
0510 Multi-View Mirror Perspective
0511 Multi-View Perspective (1, 2, 3, 4)
0512 Multi-View Stationary Perspective
0513 Multiple Aspect Perspective/Composite Viewing Angle Perspective
0514 Multiple Cone of Vision Perspective
0515 Multiple Lens/Eye Perspective
0516 Multiple Perspective
0517 Multiple Plane Perspective
0518 Multiscopic Perspective (1, 2)
0519 Multiview Drawing Perspective
0520 Mutoscope Perspective
N
0521 Narrative Perspective
0522 Narrow Field Perspective
0523 Natural Perspective
0524 Nautical Perspective
0525 Naval Perspective
0526 Nearby Perspective
0527 Negative Perspective (2) - Photographic Negative
0528 Negative Perspective - Synonyms
0529 New Media and Multi-View Perspective
0530 New Media Perspective
0531 New Perspective (1, 2)
0532 Non-Compound-Eye Perspective
0533 Non-Euclidean Perspective
0534 Non-Linear Perspective (1,2,3)
0535 Non-Participation Perspective (1)
0536 Non-Perspective (1)
0537 Non-Perspective (2)
0538 Non-Picture Space Perspective
0539 Non-planar Projection Surface Perspective
0540 Normal Perspective
0541 Northern Perspective
0542 Numbers, dimensions and perspective space
0543 Näherer Weg Perspective (Dürer’s Construction Method)
O
0544 O ce Perspective Method
0545 Object Perspective (1, 2)
0546 Object Source Colour Perspective
0547 Objective Perspective
0548 Oblique Parallel Perspective
0549 Oblique Perspective (1: A, B)
0550 Oblique Perspective (2)
0551 Oblique Perspective - Graphics Method
0552 Oblique Perspective - Mathematical Method
0553 Oblique Perspective Method
0554 Oblique Perspective of a Cube
0555 Obscured Perspective
0556 Occlusion Perspective
0557 Ocular Perspective
0558 Oculling Perspective
0559 Old Perspective
0560 Olfactory Perspective
0561 Omni-Directional Perspective
0562 One Axis Horizontal Perspective
0563 One Axis Vertical Perspective
0564 One Point Perspective
0565 One View Drawing Perspective
0566 One-Eyed Linear Perspective
0567 One-Eyed Perspective
0568 One-Point Perspective (1)
0569 Ontology of Perspective
0570 Op Art Perspective (Art)
0571 Opaque Perspective
0572 Open Book Perspective
0573 Open Perspective
0574 Opening Principle (of perspective)
0575 Optical Correction Perspective
0576 Optical Perspective (1)
0577 Optical Perspective (2)
0578 Optical Special E ects (in movies) - Perspective andSpecial E ects
0579 Ordinary Perspective
0580 Origin of Perspective
0581 Ornament Perspective
0582 Orthodox Perspective
0583 Orthogonal Perspective/Drawing
0584 Orthographic Perspective/Projection (1, 2)
0585 Orthographic Projection (B) - Application to Linear Perspective
0586 Oscillating Perspective
0587 Outline Perspective
0588 Outside View Perspective
0589 Overlaid Perspective/Multi-Picture Plane Perspective
0590 Overlapping Contours Perspective
P
0591 Painted Ball Perspective
0592 Painter’s Perspective
0593 Panoramic Perspective (1, 2, 3, 4) - Observing
0594 Panoramic Perspective (A, B, C, D) - Capturing
0595 Parabolic Superposition Eye Perspective
0596 Paragone Perspective
0597 Paraline Perspective
0598 Parallax Perspective
0599 Parallel Lines - Appearance in Central Perspective
0600 Parallel Lines - Receding or Converging in Perspective
0601 Parallel Motif Perspective
0602 Parallel Perspective
0603 Parallelogram Perspective
0604 Partial Perspective (1, 2, 3)
0605 Partial Perspective Drawing
0606 Partial View Perspective
0607 Participation Perspective (Non-Visual Perspective)
0608 Particle Perspective
0609 Particular Perspective
0610 Patchwork Perspective
0611 Pathological Perspective
0612 Peephole Perspective
0613 Penetrating Surface Perspective
0614 Perceptual Perspective
0615 Perspective
0616 Perspective Axis Constellation (1, 2)
0617 Perspective Axonometry -
0618 Perspective Blocks
0619 Perspective Box (A) Spatial Box
0620 Perspective Box (B)/Peepshow
0621 Perspective Cave
0622 Perspective Centre
0623 Perspective Chart
0624 Perspective Circle (1)
0625 Perspective Control

P • CONTINUED
0626 Perspective Control Lens
0627 Perspective Coordinates
0628 Perspective Cube
0629 Perspective Diagram
0630 Perspective Distance
0631 Perspective Distance Point Method
0632 Perspective Distortion
0633 Perspective Distortion (Vertical)
0634 Perspective Drawing (1, 2)
0635 Perspective Drawing Frame
0636 Perspective Drawing Machine
0637 Perspective Elevation View
0638 Perspective Field
0639 Perspective Frame (1, 2)
0640 Perspective Games
0641 Perspective Goal (2)
0642 Perspective Grid
0643 Perspective Hinge
0644 Perspective Illusion
0645 Perspective Illusion (types)
0646 Perspective Image
0647 Perspective Imaging or Visualisation
0648 Perspective Immersion
0649 Perspective in Astronomy
0650 Perspective In Height
0651 Perspective Lattice
0652 Perspective Machines (1, 2, 3, 4, 5)
0653 Perspective Map
0654 Perspective Mirror (1)
0655 Perspective Model (A)
0656 Perspective Model (B)
0657 Perspective Path
0658 Perspective Peepshow Box
0659 Perspective Phenomena
0660 Perspective Plane (A:1)
0661 Perspective Plane (A:2) [Central]
0662 Perspective Plane (A:4) [Flat/Central/Visual]
0663 Perspective Point
0664 Perspective Principles (Axioms) [1-5]
0665 Perspective Projection (1,2)
0666 Perspective Projection Mode
0667 Perspective Room
0668 Perspective Scale
0669 Perspective Screen
0670 Perspective Shadows - Artificial Light
0671 Perspective Shadows - Natural Light
0672 Perspective Space
0673 Perspective Sphere
0674 Perspective Square (A)
0675 Perspective Square (B)
0676 Perspective à rebours
0677 Perspective, not categorised (1, 2)
0678 Perspective-Taking (1, 2)
0679 Perspectograph Perspective
0680 Phantom Perspective
0681 Photographic Perspective
0682 Photomontage Perspective
0683 Physical Perspective (1, 2)
0684 Physical Perspective (A, B)
0685 Pictorial Perspective
0686 Picture Perspective
0687 Piecemeal Perspective
0688 Pigeon Hole Perspective (1, 2)
0689 Pin-Hole Camera Perspective (A)
0690 Pin-hole Camera Perspective (B)
0691 Plan Perspective
0692 Planar Perspective
0693 Plane Perspective (1, 2)
0694 Plane Table (1, 2) (Perspective)
0695 Plane-Projection Perspective
0696 Planes/Visual Angles Problem of Perspective
0697 Planisphere Projection/Perspective
0698 Planometric Object (in perspective)
0699 Planometric Perspective
0700 Planosphere Perspective
0701 Playful Perspective
0702 Plunging Perspective (1,2)
0703 Plural Perspective
0704 Pocket Perspective (1, 2)
0705 Point Projection Perspective
0706 Point-Counting Perspective
0707 Pointed Arch in Perspective
0708 Points on the Perspective of the Object
0709 Polar Perspective
0710 Poly Perspective (1, 2)
0711 Polycentric Perspective
0712 Polyconic Perspective
0713 Polyfocal Perspective
0714 Polyscopic Perspective
0715 Polyvalent Perspective
0716 Position Perspective (1, 2, 3)
0717 Positive Perspective
0718 Practical Applications of Perspective
0719 Practical Perspective
0720 Practice (Perspective)
0721 Presentation Perspective
0722 Primitive Perspective
0723 Principal Point (of perspective)
0724 Principle of Perspective
0725 Principles (Rules of Linear Perspective)
0726 Principles or Rules of Linear Perspective
0727 Prism Perspective
0728 Pro le Perspective
0729 Problematic Perspective (1)
0730 Procrustian Stretch Perspective
0731 Projected Perspective Image
0732 Projected/Projective Perspective
0733 Projecting Class/Projection Perspective
0734 Projection Perspective/Projecting Class
0735 Projective Perspective
0736 Proportion (and perspective constructions)
0737 Proportion and Perspective (1, 2)
0738 Proposed perspective machine
0739 Proto Anamorphic Perspective
0740 Proxemic Perspective (B)
0741 Proxemic Perspective (C)
0742 Pseudo-Perspective
0743 Pseudo-Technical Perspective
0744 Psychological Perspective
0745 Pyramid of Spatial Recession Perspective
0746 Pyramid of Vision/Sight Perspective
0747 Pyramid Perspective
0748 Pyramid Picture Plane Perspective
Q
0749 Quattrocento Perspective
R
0750 Radial Perspective (2)

R • CONTINUED
0751 Ranksbill Perspective
0752 Ratio of Division Perspective
0753 Ratio of Length Perspective
0754 Rational Perspective
0755 Ray-Tracing Perspective
0756 Real Perspective (1, 2: View Type)
0757 Realist Perspective (Art)
0758 Receding Perspective
0759 Recession of Form Perspective
0760 Recession of Planes Perspective (1, 2)
0761 Reconstructed Perspective(s)
0762 Rectilinear Perspective
0763 Rectilinear Perspective (Lens)
0764 Rectilinear Perspective - Graphics Method
0765 Reduced Perspective
0766 Reflection Perspective (1, 2, 3)
0767 Reflection Perspective with Mirror Inclined to Picture Plane,

Reflection Perspective with Mirror Parallel to Picture Plane,
Reflection Perspective with Mirror Perpendicular to Picture Plane

0768 Reflector Eye Perspective
0769 Refractive Camera Eye Perspective
0770 Regular Perspective
0771 Regular Polyhedroid Perspective
0772 Relative Brightness Perspective
0773 Relative Contrast Perspective
0774 Relative Size Perspective
0775 Relativistic Perspective
0776 Relay Perspective (1,2)
0777 Relief Perspective (1, 2, 3)
0778 Renaissance Perspective (1A, 1B, 2)
0779 Renaissance Perspective Types
0780 Represented Perspective
0781 Retinal Perspective
0782 Reverse Outlining Perspective
0783 Reverse Perspective
0784 Reversible Perspective (1)
0785 Reversible Perspective (2)
0786 Reversible Perspective (3)
0787 Reversing (Perspective and)
0788 Revolving View Perspective
0789 Riemannian Perspective/Geometry
0790 Robot Perspective
0791 Rocket Perspective
0792 Roman Perspective (1, 2)
0793 Roof Perspective/Open Book Perspective (a gable roof or pitched

roof)
0794 Roof Plan Perspective
0795 Rotating Object Perspective
0796 Rotating View Perspective
0797 Rotation Perspective
0798 Rural Perspective
0799 Russian Perspective
S
0800 Satellite Perspective
0801 Scale - Perspective Impression of
0802 Scale Drawing Perspective
0803 Scale on Picture Sides (linear perspective graphic); Grid of Potential

Vanishing Points
0804 Scale Perspective
0805 Scanning Instrument Perspective (Focal Type)
0806 Scanning Instrument Perspective (Parallel Type)
0807 Scene Structural Analysis Perspective
0808 Scene/Scene Perspective/Scenographic Perspective
0809 Scenic Perspective
0810 Scenographic Perspective
0811 Scenographical Projector Perspective
0812 Schematic Perspective/Drawing
0813 School of Art Perspective
0814 Sciagraphic Perspective
0815 Scientific Perspective (1, 2, 3)
0816 Scorci Perspective
0817 Scratchboard Drawing Perspective
0818 Scrim Perspective
0819 Scrolling Perspective
0820 Sculptural Perspective (Forced Perspective)
0821 Seasonal Perspective
0822 Secret Perspective
0823 Sectional Perspective Drawing/Section View
0824 Seeing in Perspective (A)
0825 Seeing in Perspective (B) - Imaging Spatial Reality
0826 Sfumato/Smoky Perspective
0827 Shadow Perspective - Imaging
0828 Shallow Perspective
0829 Shallow Space Perspective
0830 Shallow-Depth Perspective
0831 Shape Perspective(Cancelling Perspective)
0832 Shape Sufficiency Problem of Perspective
0833 Shaped Plane Perspective
0834 Sharp Perspective (1, 2)
0835 Shear Perspective
0836 Simple Perspective/Projection
0837 Simplified Perspective
0838 Simulated Perspective
0839 Simultaneous View Perspective
0840 Single Perspective or Single Category Perspective
0841 Single-point Linear Perspective
0842 Six-Point Perspective
0843 Six-Point Perspective - with Eggs
0844 Six-Point Perspective - with Geometric Solids (1, 2)
0845 Six-Point Perspective - with Spheres
0846 Size-Distance Relation in Perspective
0847 Skenographic Perspective
0848 Skew Compression Perspective (Oblique Compaction)
0849 Skewed Perspective (1, 2, 3)
0850 Slow Motion Perspective
0851 Slowed Down Perspective
0852 Solar Perspective
0853 Solitary Perspective
0854 Sound Perspective
0855 Space (artificial perspective)
0856 Speeded Up Motion Perspective
0857 Speeding Car/Bullet Perspective
0858 Sphere of Revolution Perspective
0859 Sphere of Rotation Perspective
0860 Sphere of Vision Perspective
0861 Sphere Theatre Perspective
0862 Spheric Perspective (A)
0863 Spheric Perspective (B)
0864 Spherical Display Perspective (1, 2, 3)
0865 Spherical Perspective
0866 Spiral Perspective
0867 Splintered Perspective
0868 Split Perspective (1)
0869 Split Perspective (2)
0870 Split Perspective (3)
0871 Split-Screen Perspective
0872 Split-View Perspective
0873 Spotlight/Light Beams/Sun-beam Perspective
0874 Staggered Perspective
0875 Staggering Perspective [A]

S • CONTINUED
0876 Stained Glass Perspective
0877 Standard Perspective
0878 Star Globe Perspective
0879 Starburst Perspective
0880 Static Focus (of Attention or fixed line of sight) of Linear

Perspective
0881 Static/Stationary Perspective
0882 Stepped Perspective
0883 Stereographic Perspective (1)
0884 Stereographic Perspective (2) - Axial or O -Centre
0885 Stereographical Perspective
0886 Stereoscopic Perspective (1, 2)
0887 Stone Mason’s Perspective/Stonecutting Perspective
0888 Subjective Perspective
0889 Sunbeam Perspective
0890 Sunburst Perspective (1, 2, 3)
0891 Superposition Perspective (A)
0892 Superposition Perspective (B)
0893 Superposition Perspective (C)
0894 Surveying Perspective
0895 Swing Lens Camera/Perspective
0896 Symbolic Perspective
0897 Symmetrical Dimetric Perspective
0898 Synchronic Perspective
0899 Synthetic Cubist Perspective
0900 Synthetic Perspective
T
0901 Tachiste Perspective (A)
0902 Tachiste Perspective (B)/Tachisme
0903 Tactile Perspective
0904 Technical Perspective
0905 Technical/Engineering Drawing Perspective
0906 Telescopic Perspective
0907 Template (Perspective)
0908 Terrestrial Perspective (1, 2, 3)
0909 Tetraconic Perspective
0910 Tetrahedron Perspective
0911 Texture Perspective
0912 Theatre Perspective
0913 Theatrical Perspective
0914 Themes (of Perspective)
0915 Third-Angle Perspective
0916 Three Orders of Perspective
0917 Three-Point Perspective
0918 Three-Quarter View Perspective
0919 Tilted Perspective (1, 2, 3)
0920 Tone Perspective
0921 Topographic Perspective (1, 2)
0922 Topological Map Perspective
0923 Topological Perspective (1, 2)
0924 Toroidal Perspective
0925 Total Perspective
0926 Transcendental Perspective
0927 Transformation Principle (of Linear Perspective)
0928 Transformational/Transformed Perspective
0929 Transformed Perspective
0930 Translation Perspective (1, 2)
0931 Transparent Perspective (1, 2, 3)
0932 Tree Perspective
0933 Tri-Lateral Perspective (1, 2)
0934 Triangular Perspective
0935 Triaxial Perspective (A)
0936 Triaxial Perspective (B: 1, 2, 3, 4, 5, 6)
0937 Trick/Curious Perspective
0938 Triple Perspective
0939 Trompe L’Oeil Perspective
0940 True Perspective (A: 1, 2, 3)
0941 True Perspective (B)
0942 Tubular Mirror Perspective
0943 Tubular Perspective (1, 2, 3)
0944 Tunnel Perspective
0945 TV Perspective
0946 Twentieth Century Perspective
0947 Twisted Perspective (A) - Composite Pose
0948 Twisted Perspective (B: 1, 2, 3)
0949 Two Directions of Perspective
0950 Two-Point Perspective (A)
0951 Two-Point Perspective (B: 1, 2)
U
0952 Unattached Object Perspective
0953 Unbalanced Perspective (1, 2)
0954 Underwater Perspective
0955 Uni-Angular Perspective (1, 2)
0956 Unified Perspective (A)
0957 Unified Perspective (B]) (1, 2, 3)
0958 Unione Perspective
0959 Unistic Perspective (1, 2)
0960 Unistic Perspective (3)
0961 Unlimited Vanishing Point Perspective
0962 Unlimited/Multi-Point Perspective
0963 Unstable Perspective
0964 Unusual Perspective
0965 Uphill Perspective
0966 Upshot Perspective
0967 Upside-Down Perspective - Optics and Visual Adaptation
V
0968 Validity of Linear Perspective
0969 Vanishing Area/Vanishing Area Perspective
0970 Vanishing Axis Perspective
0971 Vanishing Vertical Axis Perspective
0972 Variation in Height (Apparent Perspective Phenomenon)
0973 Vertical Axis Perspective
0974 Vertical Light Plane Perspective
0975 Vexing Perspective
0976 Video Game Perspective
0977 Viewing Distance [B] - Perspective Phenomena
0978 Viewing or Imaging Perspective
0979 Viewport/Viewport Perspective
0980 Virtual Perspective (1, 2, 3)
0981 Visual Angles Perspective
0982 Visual Perspective (Types 1 and 2)
0983 Volume Perspective
0984 Vortex Perspective
0985 Vredeman Perspective
W
0986 W.H. Wollaston’s Perspective Instrument
0987 Walking/Running Perspective
0988 Walled Perspective
0989 Warped/Violent Perspective
0990 Western Perspective
0991 Wide-Angle Perspective
0992 Window Figure/Windowpane Perspective
0993 Window Perspective (1, 2)
0994 Wire-Frame Perspective
0995 Wobbly Perspective (1, 2)
0996 Worm’s Eye Perspective
X
0997 X-Ray Perspective
Z
0998 Zero-Point Perspective (A)
0999 Zero-Point Perspective (B)
1000 Zooming (Imaging Perspective Class) - Optical versus Digital,

Zooming Perspective - Types (1, 2, 3, 4)

1,000 INDIVIDUALLY WRITTEN AND NUMBERED ENTRIES — NO HIDDEN CONTINUATIONS
Source: Alan Stuart Radley, Dictionary of Perspective, Second Edition 2.1 (2026), Index of Perspective.

A0 landscape • 1189 × 841 mm • infinitely scalable vector artwork

1000 Types / Forms of Perspective






Visual Perspective


Every perspective image is 
produced through one or 
more systems

But which systems produced 
this view?


• 3-D Scene

• Glass ball

• Photographic camera

• Conference-room projector

• Viewer’s eye
 AI-simulated 

photograph



The Appearance Problem of Perspective


Size changes primarily with distance


Position  changes with viewpoint and object position 


Shape / Aspect changes with viewpoint and object orientation


Perspective translates 


3D spatial relationships into 2D appearance




How Knowledge of Perspective Helps


Perspective enables us to understand, represent 
and create spatial experience


Functions of perspective


• View — depth, scale, position and viewpoint


• Match — maps, surveys, models and instruments


• Represent — art, science, engineering, media, AI


• Illusion —  art, photography, cinema and CGI


• Immersion — VR / AR, IMAX and Sphere


AI-generated illustration



Central Questions

What kinds of “space” and      
“form” are we talking about?


Perspective deals fundamentally with 
spatial form and depth.




Kinds of Space


• Physical / Object  — real objects and environments


• Optical / Visual — space formed or experienced through 
vision and optical systems


• Image / Represented — depth on a surface or screen


• Perceived / Imaginary — depth inferred by vision or illusion


• Synthetic / Immersive — simulated virtual, or mixed spaces


Perspective involves different kinds of 
space — and these do not always coincide

A perspective view may involve 
several kinds of space at once.

Conceptual Clarification



Form in Perspective:         
Meaning and Kinds


Classified perspective output             

(characteristic appearance: generalised 

visual and geometric features)


Examples


• Photographic Form


• Linear Perspective Form


• Spherical Perspective Form


Form: Classified Output

Form: Particular Scene Structure

The shape, or structure of a spatial thing

(particular geometric features)


Three kinds


• Physical Form = shape of real object


• Apparent Form = object appearance


• Modelled Form = idealised geometric 
form used for analysis or construction


Example


• Cube: physical form, apparent form, 
modelled form

Conceptual Clarification
Meanings and Kinds of Perspective Form



Relationships Among the Three Forms


Production / appearance

Conceptual Clarification

Physical Form + Modelled Form → Apparent Form

Interpretation / reconstruction

Apparent Form → Physical Form + Modelled Form

A single apparent form does not always determine one unique physical form.

Perspective works in both directions: producing appearance and interpreting appearance.

possible

 Physical Form exists; Apparent Form is its 
perspective appearance; Modelled Form is the 

assumed geometrical approximation by which that 
relationship is analysed. Their correspondence 

varies across scale and geometry.

The arrows indicate relations of dependence and 

interpretation, not a temporal causal sequence.

appropriate



Physical and Apparent Form


Physical form appears through 
perspective as apparent form

 Perspective distinguishes 
between physical form and 

apparent form.

Conceptual Clarification
Particular Scene Form

Physical and apparent forms do not always coincide.

• Physical / Object-Space Forms  —                      
actual structure of objects and environments


• Apparent / Perspective-Space Forms  —             
appearance from a particular viewpoint



Conceptual Clarification
Perspective PhenomenaPerspective Phenomena Shaping Apparent Scene Form

Apparent scene form is shaped by several kinds 
of perspective phenomenon.                                
Linear perspective is only one of them.

LINEAR PERSPECTIVE — edges, 
outlines, planes, vanishing

aerial / atmospheric colour 
change with distance

clarity, sharpness, detail and 
resolution diminish

light–dark contrast and tonal 
gradients

1. Perspective of Form — GEOMETRICAL FACETS

2. Gradient of Colour Perspective — OPTICAL FACETS

3. Gradient of Acuity Perspective —                    
OPTICAL  + GEOMETRICAL FACETS

4. Gradient of Chiaroscuro Perspective — OPTICAL  FACETS

 Main focus of this talk → Linear Perspective




Depth Cues: Visual Information for Spatial Depth

Using visual information to infer depth and spatial relationships.

phenomena → visual cues → depth interpretation

Monocular / Pictorial cues

•  Overlapping contours / occlusion

•  Relative size and height in visual field

•  Texture gradients

•  Linear convergence

•  Aerial colour, contrast and acuity changes

Motion cues

•  Motion parallax

•  Optic flow

•  Viewpoint change

Binocular cues

•  Retinal disparity → stereopsis 

•  Convergence

Contextual / perceptual cues

•  Familiar size and object recognition

•  Scene structure and spatial relations

•  Image invariants and affordances

Conceptual Clarification
Depth Cues

Depth cues help interpret 

apparent form and infer 

possible scene/object 

structure and possible 

physical form.



Why space and form matter


• Image space is not object space


• Apparent form is not physical form


• Depth, position and form may be 
ambiguous


• One image may correspond to more 
than one possible spatial reality

Understanding perspective views 
and images involves fundamental 
problems of space and form…

Perspective helps relate image 
space and apparent form to possible 

scene structure and physical form



Problems and Solutions

A perspective image does not 
uniquely determine the spatial 
reality that produced it


Perspective presents fundamental 

problems — and possible solutions.




Recurring Problems of Perspective


These problems recur across disciplines


• Space — how spatial structure is organised


• Scale — how size and detail change with distance


• Time — how perspective freezes, links, or unfolds time


• Viewpoint — how each position gives a partial view


• Reality — how appearance equates to spatial reality


Next: scale and viewpoint…

AI-generated illustration



Scale — How Long is the Coast of Britain?


Measured length depends on measuring 
unit, resolution and map scale


• Smaller measuring units follow more bays, 

inlets and irregularities


• As the measuring scale becomes finer, the 

measured coastline becomes longer


• There is no single fixed coastline length 

independent of method or resolution


Smaller measuring unit = 
longer distance

Mathematical Schematic




Scale — Shape — Size  < Problem >


Shape and size depend on the scale and 
resolution of observation


• Apparent size depends on viewpoint, 
geometry, scale and measurement.


• Changing scale reveals or obscures 
structural detail.


• No single observed shape represents 
every scale.


• This is why perspective must distinguish 
physical, apparent and modelled form.
 Electron Micrographs of 

Compound Eye                  
of  Fruit Moth



Shape Sufficiency Problem

At what range of scales do Modelled Form and 

Apparent Form approach Physical Form sufficiently 

closely for the perspective system to remain valid?


• Example — Linear Perspective remains valid while physical surfaces and 

edges are sufficiently approximated as flat, straight and parallel.


• Principle — Physical Form is the limiting reality; Modelled Form and 

Apparent Form with differing degrees of adequacy across scale.

Perspective validity depends on the 
assumed geometry remaining sufficiently 

close to physical reality across the 
relevant scale range.

Form = particular scene structure

Physical · Modelled · Apparent Form.



Viewpoint — Correspondence Problem


One Apparent Form can correspond to many          
possible Physical Forms.


• Depth, shape and position are underdetermined by 

Apparent Form alone.


• Additional views or constraints can narrow the 

possible Physical Forms.


• Modelled Form provides the geometrical framework 

for analysing the relationship between Apparent 

Form and Physical Form.


Object–Image-Space Schematic

Graphical / Mathematical Perspective


Eye-Point



Why Parallel Lines Matter


Parallel lines make spatial structure legible


They help us…


• Structure space — establish directions, planes and surfaces


• Contextualise depth — show how forms extend into space


• Generate perspective cues —  establish vanishing points 

and horizons


• Support interpretation —  reveal shape, scale and position


Without known spatial relations, different 3D scenes                                        
can produce the same 2D image




Towards a Science of Perspective


Perspective provides a shared spatial framework 
across disciplines:


• Seeing — viewpoint and appearance


• Representing — turning space into images and models


• Measuring — resolving scale, depth, and position


• Simulating — constructing artificial and virtual spaces


• Interpreting — understanding what images reveal or distort


Together, these form the 
basis of a science of 

perspective



Perspective Theory

From visual appearance to 
underlying structure


Connecting perception, geometry, 
representation and visual construction




Image/light → reality = Projecting ClassReality → image = Viewing or Imaging Class

Two Directions of Perspective




Natural, Artificial, 

and Synthetic Perspective


Three modes of perspective


Seeing, Representing, Synthesising


• Natural perspective — perspective as seen


• Artificial perspective — perspective as 
represented


• Synthetic perspective — perspective as 
computationally generated or reconstructed


AI-generated illustration

Natural = as seen

Artificial = represented

Synthetic = 
Computationally 

Generated
Conceptual Clarification


Synthetic = production mode ·  Simulated = altered appearance 
Combined = multiple spaces ·  Blended = combined spaces made continuous           



Form = the visual outcome

Type = the production system
Object–Image-Space Schematic


Graphical / Mathematical Perspective

Image–Space / Picture-Plane View


Graphical / Mathematical Perspective



Two kinds of Looking

Object-Space Schematic


Visual / Optical Perspective




Looking Around

Sphere of Vision


Looking Around = Sphere of Vision

Perspective 3-D Panorama Drawing 
Machine, Ryan and Trevor Oakes. 2020.



Natural, Artificial, 

and Synthetic Perspective


Three modes of perspective


Seeing, Representing, Simulating


• Natural perspective — perspective as seen


• Artificial perspective — perspective as 

represented


• Synthetic perspective — perspective as 

computed or simulated


AI-generated illustration

Natural = as seen

Artificial = represented

Synthetic = Computed 
or Simulated



Perspective Category Map




AI-generated illustration

        


The Seven Analytical Levels of Perspective Levels of Analysis


• Category — source / mode


• Class — fundamental direction


• Type — system or process


• Form —  resulting appearance


• Phenomenon — visible effect


• Function —  what it does


• Product — what is produced

A single perspective view can be 
analysed at seven distinct levels.



Two Classification Ambiguities


AI-generated illustration

When perspective types or terms do not                              
fit neatly into one meaning


Category Overloading

One perspective type belongs to more than one category


• A single type may fit two or more categories

• Different systems may contribute to the same image

• Graphical, optical, mathematical, or computational 

aspects may overlap


Type / Form Ambiguity

 One term describes both method and appearance


• Type = the method or system

• Form = the visual result

• Example: “linear perspective” can name both a 

method and a visual result


Key distinction

Category Overloading = one type fits 
multiple categories

Type / Form Ambiguity = one term 
names both method and appearance


AI-generated illustration



Composite Perspective

Multiple systems contribute to producing 
one perspective image


Composite perspective asks:

What systems or categories produced this image


Example of “Category Chaining”


A scene (natural perspective) is photographed 
(camera perspective), displayed on a screen 
(instrument perspective), possibly altered by        
New Media perspective, and viewed with             
visual perspective (Type 2).

Photograph



Combined and Blended Perspective


Layered spaces vs fused spaces

Combined Perspective

Multiple spatial domains function together within one view.


• Real, represented, projected or digital spaces may coexist


• Each may retain its own spatial identity


• Example: AR overlay aligned with real space


Blended Perspective / Blended Scene Perspective

 Combined spaces are made to appear spatially continuous.


• Boundaries between component spaces become visually integrated


• The result appears as one continuous spatial field


• Example: virtual production

AI-generated illustration

Combined Perspective 

Key distinction

Combined = layered spaces

Synthetic = fused spaces




Blended Scene Perspective


Real and artificial spaces made to        
appear continuous


• Blends physical, represented, and 
digital space


• Integrates component spaces into 
one continuous scene


• Common in CGI, VFX, spatially 
integrated AR, and virtual 
production


Photograph

Photograph



Simulated Perspective


Creates a spatial appearance that differs from 
physical spatial reality.


Key Idea

• Produced through visual illusion, optical adjustment,                 

or false scene geometry


Examples


• Forced perspective + trompe-l’œil effects

• Anamorphic perspective


Photograph



Origins of Perspective

Perspective emerges from: 

optics, geometry, art, 

instruments, and culture


A field shaped by vision,    

measurement, and image-making




A Landmark in Linear Perspective

An early example of coherent projection


Unified Vanishing Point


• Receding parallels converge on the VP


• Architectural edges share the same system        


• A single-viewpoint image unifies space


• Linear perspective helped define        
modern visual theory


The Holy Trinity 

Masaccio, 1425–1427

Artwork reproduction



The Last Supper,  Leonardo da Vinci, 1495  — 1498

Take a first look…

Artwork reproduction

Adjusted Perspective

• Linear Perspective — Single viewpoint

• Geometric halo — Christ framing

• Inclined plane — false table aspect

• Light as integration — natural lighting

• Combined perspective = real + represented





Photograph

Leonardo da Vinci

One-point perspective creates… 


the illusion of a room extending 
from the dining hall

The Last Supper,  Leonardo da Vinci, 1495  — 1498

More than one-point perspective

Leonardo visually extends the real refectory into a 
represented architectural space. In PRC terms, this 
creates a form of Combined Perspective—real and 
represented space functioning together to produce a 
unified synthetic spatial illusion.



Elements of Graphical Linear Perspective

A linear perspective system contains five basic elements: 


• Eye / Camera — Establishes a single viewpoint or projection centre.


• Spatial Object / Scene — The subject or spatial forms extending into depth.


• Visual Rays / Visual Cone — The sight-lines connecting the spatial scene with the viewpoint. 


• Picture / Projection Plane — The two-dimensional surface on which the perspective view is formed


• Pyramid of Spatial Recession — The spatial depth structure within which recession, 

diminution and vanishing occur.


WHAT the perspective system contains.



Axioms of Perspective

Perspective is governed by: 

viewpoint, projection,   

convergence, and scale


How space becomes visual form




Size–Distance Law

Projection geometry explains why 
distant objects appear smaller 


Apparent size decreases with distance


• Doubling the distance halves apparent size


• Receding parallel lines appear to converge


• A key fact of vision and drawing


• Applies to photography and projection


Object-Image-Space Schematic

Graphical / Mathematical Perspective




Two Kinds of Plane 
Original Plane - Extending into Depth (exists in Object Space)


• Original Plane → seen at an angle — An object-space plane, such as a ground 
plane, wall, ceiling or road. Visible as a two-dimensional surface.


• Original Plane → seen Edge-On — An object-space plane whose extension 
passes through the eye-point. Visible as a line.


Imaginary Plane - Extending into Depth (in Object Space)


• Visual Plane — Imaginary plane passing through the eye-point and extending 
across the visual field. Represented by crossed lines centred on the sight line.


• Reference Plane — Directional reference plane passing through the eye-point 
and extending across the visual field.


Planes themselves — not their 
picture-plane appearances.



Object Space Planes


1) Parallel to the picture plane (I)


2) Horizontal (D)


3) Vertical (A)


4) Inclined - along sight line (G)


5) Directly Ascending or 
Descending (E or F)


6) Vertical Angled (B or C)


7) Obliquely Ascending or 
Descending (H) 


Plane Positions
Object-Space Schematic


Graphical / Mathematical Perspective




Visual Plane 

An observer-centred imaginary reference   
plane passing through the eye-point and 
extending across the visual field 


Facets


• Seen Edge-on — the Visual Plane                
appears as a line.


• Two Planes — Vertical / Horizontal.


Explains


• Sight Line + Point of Sight — establish visual direction and centre of view.

Object-Space Schematic

Visual / Optical Perspective




Real Eye or Camera -  Image Plane 

A real eye or camera forms the image behind the effective projection centre.


Object → lens / aperture → projection centre → retina / sensor


• Ray Sorting — Rays from each object point fall at a single image point.


• Inverted Image — The physical image is inverted.


• Image Plane Shape — Eye: curved retina. Camera: planar sensor or film.


Two Related Configurations:


• Conventional Picture Plane — the conventional geometrical projection plane in front of the eye-point.


• Rear Image Plane — physical imaging surface; inverted image.

Picture Plane ≠ Physical Image Plane / Retina / Sensor



The Visual Element and 
Vanishing

The Visual Element connects 

spatial direction and plane 

orientation to vanishing


From spatial direction → to 
vanishing point, vanishing trace 
and plane collapse




Parallel Systems in Object Space

Perspective begins with two basic organised 
systems in object space: systems of parallel 
lines and  systems of parallel planes.


Parallel Line System

A family of lines that remain

mutually parallel in object space and share one 
common direction.


Parallel Plane System

A family of planes that remain

mutually parallel in object space

and share one common plane orientation.


Key Idea

These are object-space systems. Parallel in object 
space; converging or vanishing in projection.

Object-Space Schematic

Graphical / Mathematical Perspective




Visual Element of the System
A system-specific geometrical reference defined through 
the eye-point by the direction or orientation of a particular 
parallel-line or parallel-plane system in object space.


Components


• Line system — The Visual Element is directed parallel to the line 
system, establishing a Directional Reference Line through the 
eye-point and parallel to that system.


• Plane system — The Visual Element is directed parallel to the 
plane system, establishing a Directional Reference Plane 
through the eye-point and parallel to that system. 

Key idea

The Visual Element belongs to 

the spatial system being 
analysed. Each family of parallel 
lines or planes therefore has its 

own Visual Element, defined 
relative to the eye-point.


There are potentially an infinite 
number of different line 

directions and plane orientations 
present and each one associated 

with a unique Visual Element.  


It is distinct in function from the observer’s sight line 
or optical axis, although the two may geometrically 

coincide in the special central one-point case.



Directional Reference Line
An imaginary line that passes through the 
eye-point and represents the reference 
direction of a given directional system. 


It provides the geometrical basis by which 
the directional and vanishing behaviour of 
that system can be understood.


Key Points

• Passes through the eye-point


• Defines the reference direction of the system 


• Provides the basis for understanding 
directional vanishing A key visual and geometrical reference line in 

perspective (exists in object space).

Directional Reference Line

(DRL)

Directional Reference Line

(DRL)

Object-Space Schematic

Graphical / Mathematical Perspective




Directional ‘Line’ Vanishing
Parallel lines in object space that are parallel to  
a corresponding Directional Reference Line 
project towards the Vanishing Point established 
where that DRL intersects the picture plane.


• Key Idea — Plane remains visible                                     
(extension does not pass through eye-point).


• What Vanishes — Parallel depth-directions                                  
and lines within the plane. 


• Formula — Directional Reference Line → Vanishing Point.


• Explains — Roads, floors, ceilings and walls where the plane 
remains visible while its internal directions converge.


Directional Vanishing Line

Directional 

Reference Line


The lines remain parallel in object space; only 
their projected images converge.

Object-Image-Space Schematic

Graphical / Mathematical Perspective




Directional Reference Plane
An imaginary plane in object space that passes 
through the eye-point and has the orientation of 
a given system of parallel planes. 


It provides the geometrical reference by which 
directional plane vanishing and aspect 
vanishing can be understood. 


Key Points

• Passes through the eye-point


• Directional Reference Plane projects edge-on as a line


• Defines the reference orientation of the system 


• Helps explain directional plane vanishing and aspect vanishing
A key visual and geometrical reference plane 

in perspective (in object space).

Object-Space Schematic

Graphical / Mathematical Perspective




Directional ‘Plane’ Vanishing
A plane has a parallel Directional Reference Plane through 
the eye-point. Its intersection with the picture plane forms 
the Vanishing Trace, containing the vanishing points of 
directions within that plane.


• Key Idea — The object plane and the Directional 
Reference Plane are parallel and distinct.


• What Vanishes — Line directions within the plane 
generate vanishing points aligned on one 
common trace. 


• Formula — Directional Reference Plane projects 
edge-on → Vanishing Trace.


• Explains — apparent convergence of            
parallel wall planes.

Directional 

Reference Plane 
(seen edge-on)


The planes’ horizontal edges also converge to their VP; 
plane vanishing does not replace line vanishing.

Image-Space Schematic

Graphical / Mathematical Perspective




Plane Collapse Condition: Plane Whose Extension Passes Through the Eye-Point

The limiting condition of Aspect Vanishing, 
reached when the extended plane of an 
object-space plane becomes geometrically 
coincident with its corresponding 
Directional Reference Plane and therefore 
passes through the eye-point.


Geometrical Limiting Condition


• Original Plane  — Its imaginary 
extension in object space passes 
through the eye-point.


• Image of Plane is a Line — The plane 
projects as a line on the image surface.


Object-Image-Space Schematic

Graphical / Mathematical Perspective




Visual Effects of the Visual Element

A: Bottom Left Pole B: Middle Pole

C: Middle Plane

System-Specific Visual 
Elements


Different parallel line and 
plane systems establish 

different Visual Elements 
from the same eye-point.

Each parallel line or plane system has its own 
Visual Element, defining its geometrical 
relationship to the eye-point.


• Line system — the Visual Element extends from the 
eye-point along the direction of the parallel lines and 
defines their directional vanishing relationship.


• Plane system — represented by a Directional 
Reference Plane passing through the eye-point and 
parallel to the corresponding plane system.


• Vanishing condition — Directional Line or 
Aspect Vanishing depends on the eye-point/system 
projection angle. Changing sight line or optical axis 
leaves the Visual Element fixed, but may shift the 
projected vanishing element.


Image-Space Schematic

Graphical / Mathematical Perspective




Principles of Graphical        
Linear Perspective

Linear perspective is structured 
by parallels, planes, vanishing 
structures, and horizon lines


How spatial form appears


This section considers the Perspective of Form—
especially linear perspective, involving lines, 
planes and geometrical vanishing.



Exact Geometrical Construction of Linear Perspective

Geometrical Construction


• Establish the station point, object space and picture plane

• Project visual rays from spatial points to the station point

• Ray–plane intersections determine the image points


Image points are fixed where visual 
rays intersect the picture plane.

Station Point / Eye

Picture Plane

Object Space

Perspective Image

Ray-Plane 

Intersections

Visual /

Projecting Rays

....

Object-Image-Space Schematic

Graphical / Mathematical Perspective


ONE-POINT EXAMPLE



Orthogonal Lines

Ground-plane parallel lines that 
run directly away from the viewer


Orthogonal Lines on the Ground Plane


Like railway tracks, they are parallel in reality but 
appear to converge in perspective   


Set of Parallels


Lines that extend through 
space while remaining 
mutually parallel


Depiction of Original Plane geometry: slight convergence suggests depth

Object-Space Schematic
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Horizon Plane
The Horizon Plane is the 
horizontal reference plane 
passing through the eye-point.


Horizon plane and ground plane are parallel

In the standard level-ground configuration, the Horizon Plane is 

parallel to the ground plane and acts as its Directional Reference Plane


Geometrical Relationship


The horizon plane passes through 
the eye point


The horizon plane and ground 
plane are horizontal and parallel


Their physical separation remains 
constant with distance


Horizon Plane

Standard level-view arrangement

< Horizon Plane projects edge-on 

and appears as a line >

The Horizon Plane is the Directional Reference Plane for a horizontal ground-plane system.

Ground Plane

Object-Space Schematic
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One-Point Recession and 
Vanishing Point
A flat ground-plane grid diminishes in 
depth as receding parallels converge      
to a vanishing point


What is a Vanishing Point?


Where receding parallels visually meet

Horizontal line spacing becomes 

indistinguishable  


Horizon Plane — projects 
edge-on as a lineKey Ideas


• Horizon Plane — an imaginary plane 
through the eye-point, parallel to 
the ground plane


• Horizontal Recession — receding 
parallels form a wedge that signals 
spatial depth


• Vanishing Point — the common 
visual meeting point of the 
receding parallels


Image-Space Schematic
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Horizon Line = Line of Vanishing Points
Every plane orientation 

has a corresponding 
vanishing line

Vanishing Line              
(Vanishing Trace)


A line containing all vanishing 
points for  one plane


The horizon line is the 
vanishing line of the ground 
plane


Image-Space Schematic

Graphical / Mathematical Perspective


The ground-plane horizon contains all 
vanishing points for horizontal directions. 

The Horizon Plane projects edge-on; its trace 
on the Picture Plane is the Horizon Line.




Horizon plane has fixed 
orientation, horizon line position 

can change with sight line


Ground-Plane              
Vanishing Line


For a horizontal ground 
plane, the horizon line 
contains the vanishing points 
of all horizontal directions. 


It contains these VPs; it does 
not cause their convergence. 


Image-Space Schematic

Graphical / Mathematical Perspective


The horizon line is where the Horizon Plane 
intersects the picture plane.

The Horizon Plane projects edge-on; its trace 
on the Picture Plane is the Horizon Line.


Horizon Line: Trace of the Horizon Plane



Horizon Line = Vanishing Line 

of the ground plane

Photograph

Why do we see a horizon when 
no surface lines are visible?


The visible surface of a ground plane 

tends toward its vanishing line —                                       

even without visible surface lines
 Caveat = Illustration of  infinite flat 
plane - ignoring Earth’s curvature

Horizon Line = edge-on vanishing trace of 
the horizontal Horizon Plane.



Why the Horizon Line Appears at Eye-Level

Horizon Plane


A horizontal plane 
through the eye, parallel 
to the ground plane


Horizon Line = Horizon 
Plane on Picture Plane


In this level configuration, 
also the ground-plane 
vanishing line.


In a level view, the horizon line 
appears at eye level


Vertical Diminution

Equal vertical measures 

receding in depth diminish 
toward the horizon  


HORIZON PLANE

Image-Space Schematic
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 A camera rolled to the left makes the 
ground-plane vanishing line appear to 
rotate down to the right in the image.

Photograph

A camera rolled to the left rotates the     
horizontal vanishing line in which direction?



Perspective Phenomena

Visible changes that reveal perspective

Optical Phenomena


Loss of colour 


Loss of contrast


Atmospheric depth


Light-dark gradients

Geometrical Phenomena


• Diminution of size


• Foreshortening of form


• Receding parallels / vanishing points


• Horizon / depth direction


AI-generated illustration

Optical + Geometrical 
Phenomena


Acuity (loss of detail) = 


Optical + Geometrical facets




Graphical Linear Perspective
Image-Space Schematic


Graphical / Mathematical Perspective




Vanishing Structures

Vanishing occurs through 

both geometrical projection 

and optical limitation


From geometrical vanishing to 
optical vanishing




Optical and Geometrical Vanishing Beyond Geometrical Vanishing

Vanishing is not only geometrical, it can 
also depend on the resolving power of the 
eye or camera


Two kinds of Vanishing


• Geometrical Vanishing — where projected 
directions converge


• Optical / Resolution-Limited Vanishing — 
when forms disappear below the threshold of 
visual perception


Object-Space Schematic

Graphical / Mathematical + Visual / Optical Perspective




Limit of Optical Resolution   

Resolution-Limited 
Vanishing Plane

Resolution-Limited Vanishing

Image-Space Schematic

Visual / Optical Perspective




Resolution-limited 
Vanishing Sphere

Resolution-Limited Vanishing

Spherical / all-direction model

Object-Space Schematic

Visual / Optical Perspective




Vanishing Trace


The line formed where the 
Directional Reference Plane 
intersects the picture planes.


Directional Reference 
Planes in All Directions
Directional reference planes may occur at 
every orientation around the eye-point


Geometrical Vanishing 

Directional Reference Plane


→ passes through the eye-point.

→ parallel to the object-space plane system 
it represents.

→ projects edge-on as a line.

→ it is the vanishing plane for related planes

Object-Space Schematic
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Viewing Direction


Each point on the sphere represents 
a viewing direction in space


Each point corresponds to the 
vanishing point of a family of 
parallel lines.


Vanishing Points in 
all Directions

A sphere of vanishing directions 
centred on the eye-point


Geometrical Vanishing - Directional Line Vanishing

Directional Reference Lines and Vanishing Points in All Directions

Object-Image-Space Schematic
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Vanishing Points are Everywhere



Types and Forms of Perspective

Perspective is not one system — 

but a family of systems


Types — define how space is produced


Forms — define how space appears 


Form has two related meanings: 


Form = classified output


Form = particular scene structure / appearance 



Graphical Perspective


Uses drawing or pictorial construction to 
represent spatial appearance on a surface

Technical Types


• Linear


• Cylindrical


• Curvilinear / Spherical


• Parallel


• Non-standard


Object-Space Schematic
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Curvilinear Perspective


Wide-field perspective beyond the 
central viewing direction


Features


• Curved projection system


• Wide field of view


• Fisheye / five-point appearance


• Straight lines may bend toward the edges


• Peripheral space is compressed


• Links to panoramic, spherical, etc.

Image-Space / Picture-Plane View

Graphical / Mathematical Perspective




Cylindrical Perspective


Projects space on a curved vertical surface


Features


• Uses a curved vertical picture plane


• Keeps verticals straight


• Curves horizontals around the viewer


• Expands the field of view


• Useful for panoramas and immersive spaces


• Shows perspective beyond the flat picture plane

Object-Image-Space Schematic
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Panoramic Perspective

A wide-field view of a spatial scene

Hong Kong Island from the air: 360 photograph panorama 
Lok Yiu Cheung  

Extends vision beyond a single frame


• Expands space laterally

• Combines multiple directions

• Connects photography, mapping, VR, and immersion

Photograph



Cinerama widescreen cinema, 1952  

Film Frame: Immersive / Panoramic Projection Perspective 



Spherical View Types


• Glass / metal ball - unfolding projection

 

Reflects or refracts a miniature panoramic scene 
that changes as the ball moves.


• Globe / digital model - unfolding view

 

Reveals changing views through rotation,           
zoom, or viewpoint shift.


• Multi-view 6-point sphere


Maps multiple directions into one spherical image.


Spherical Perspective


Glass Ball - Type 1

Spherical Perspective View

AI-generated illustration



Sphere of Revolution


Unfolding Globe Ball - Type 2

Spherical Perspective View

Photograph



Spherical Perspective - Type 3

Projects spatial appearance onto a spherical field, 
allowing wide-angle, panoramic, or 360° views


Sphere of Vision


• Spherical field of view


• Space seen in all directions


• Six-point perspective structure


• Opposite paired vanishing points


• Projected onto flat or spherical displays
6-Point Sphere - Type 3


Spherical Perspective System


Object-Space Schematic
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Termespheres

Spherical / Total-View Perspective

Artwork reproduction



3D Illusions and Immersion

Perspective can make 

space appear altered


Illusions of size, depth, distance, 
position, and transparency




Perspective and Immersion


Perspective becomes an environment


Merging digital and physical worlds


• Images no longer stay inside a frame


• Projection and digital media surround the viewer


• Space is experienced from within, not only 

observed from outside


Immersive  projection environment

Curved multi-angle screen

Sphere Theatre, Las Vegas, 2024

Spectacular theatre environment

Photograph

Photograph



Anamorphic Perspective

A distorted image that becomes 
clear from one special viewpoint 

Features


• Distorted image


• Correct from one viewpoint

• Often needs a special angle 

or mirror


Photograph



Virtual Production


Blends physical space, digital space, and 
camera perspective


Blended Scene / Synthetic Perspective


• Camera movement is matched to digital 
perspective


• LED volumes place actors inside responsive 
virtual scenes


• Physical and computer-generated space blend 
in real time

AI-generated illustration



Forced Perspective


Altered space made convincing from                 
a controlled viewpoint


Accelerated Perspective

• Compresses real space

• Exaggerates apparent depth

• Makes distant objects appear smaller


Decelerated Perspective


• Expands real space

• Reduces apparent depth

• Makes distant objects appear larger


Borromini’s Palazzo Spada Gallery in Rome, c. 1653

Accelerated Perspective

What the eye sees: long corridor                             

What the body reveals: shortened, tapered space

Photograph



Measuring and Mapping Space


Perspective makes spatial reality 
measurable


• Maps, surveys, GIS, GPS, and navigation


• Photogrammetry, architecture, 
archaeology, and landscape analysis


• Visual images become data for 
measurement and comparison


Media-Enhanced Photograph

Media-Enhanced Photograph



Inside and Outside of the Image


Expanding cognition through perspective


Turning images into spatial experience


• Perspective becomes a world you live inside


• Stereo, parallax, projection and head-tracking 

create spatial depth


• Digital multiverse cross-matches reality


• From stereoscopes to VR, domes and 

holographic displays

AI-generated illustration



Perspective as immersive architecture

Turns perspective into a total spatial experience


• 16K-by-16K wraparound interior LED display

• 875,000 sq ft (516 ft wide) exterior screen

• Spatial audio and sensory effects surround the viewer

• Image, architecture, sound, and viewpoint merge

• Perspective becomes environment, not just image

Sphere, Las Vegas


Photograph



Perspective becomes 
computational, adaptive, and 

generative


AI infers depth and viewpoint


Images are reconstructed


Spatial structure is generated


Human and machine vision converge


Artificial Intelligence Perspective
From computer vision to immersive spatial intelligence

AI-generated illustration







Toward a Unified Future

Perspective becomes immersive, 
interactive and intelligent.


Space 360

Spherical projection theatre at 
the Gwangju National Science 
Museum, South Korea.


Photograph



From looking at and around to 
looking through 


• Looking-at/in — focused views


• Looking-around — wide-field views


• Looking-through — transparent and 
immersive views


Digital systems increasingly combine 
these modes


Converging Modes of Perspective


AI-generated illustration



Why Perspective Matters


Perspective is the visual infrastructure for 
representing, measuring and constructing space


A keystone of spatial knowledge


• Visualises — depth, scale, position, and viewpoint


• Measures — maps, surveys, models, and 
instruments


• Underpins — art, science, media, AI, and               
spatial computing


AI-generated illustration



My thesis is that…


Perspective is the science of spatial appearance —          


unifying optics, geometry, vision, and representation


across disciplines


It deserves recognition as a major field of study



