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* * *

Appendix: Common formulae.

1.  Scalar product of two vectors 

 and 

 (see Chapter 5):




2.  Vector product of two vectors 

 and 

 (see Chapter 5):




3.  Translation transformation, where 

and 

describe the translation (see Chapter 2):




4.  Scaling transformation, where 

 and 

describe the scaling (see Chapter 2):




5.  3-D rotation transformation, where angles

 and 

 describe the rotation (see Chapter 2):




6.  Perspective projection, where focus specifies the perspective foreshortening (see Chapter 2):




7.  Reverse texture mapping equations where 

are the mappings of the texture space basis into the view space and O is the mapping of the texture space origin in the view space (see Chapter 3):







8.  Line equation where 

 is a co-directed vector and 

 a point on the line (see Chapter 5):




9.  Plane equation where 

 is a normal vector and 

 is a point on the plane (see Chapter 5):




10.  Sphere equation where 

 is sphere’s center and 

 its radius (see Chapter 5):




11.  Seeking intersection of a line and a plane (see Chapter 5):







12.  Seeking intersection of a line and a sphere (see Chapter 5):







13.  Equation for a Hermite plane curve where 

 are the endpoints and 

 the tangents of the curve in the endpoints (see Chapter 6):




14.  Equation for a Bézier plane curve where 

 are its control points (see Chapter 6):




15.  General form for a 3-D bicubic patch where 

contains the control points (see Chapter 6):




16.  Ambient lighting model (see Chapter 8):




17.  Diffuse lighting model (see Chapter 8):




18.  Phong lighting model (see Chapter 8):




19.  Radiosity equation where 

 are formed factors, 

radiosities and 

emissions (see Chapter 8):
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