
Computer Graphics - Excercise 1

1.1.1

a)

• Matrix Multiplication ≡ transformation

• Inverse of a transformation T̃−1

⇒ T̃ ∗ T̃−1 = T̃−1 ∗ T̃ = Ẽ | ∗p̃

T̃−1 ∗ T̃ ∗ p̃ = Ẽ ∗ p̃
∣∣∣ T̃ ∗ p̃ = p̃′

⇒ Ẽ ∗ p̃ = p̃, T̃−1 ∗ p̃′ = p̃

b)

1.1.2
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c)

L(p) = length(px − ((px · (~e+ ~d ∗ t)) ∗ ~d ∗ t)− ~e)

V ector = (L(px), L(px+1), ..., L(px+n)) n ≡ Anz.Punkte

Berechnung:
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