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1 public
public
vecmath get/set
public Vector3f
XY, Z public float
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vecmath
Vector3f u = new Vector3f();
// X
u.setx(1); // ( )
u.x = 1; //




float x = u.getX(); // ( )
X = U.X; //

Matrix4d 4x4 =16 double
double [4][4]
m00, m01, ... ,m33 16 double
new [1
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API

Matrix4d m = new Matrix4d();

// n[1]1[2]

double e = m.getElement(1, 2); //

e = m.ml2; //

m.setElement(1, 2, 100); //

m.m12 = 100; //

final
Object toString()  hashCode()
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final
synchronized
synchronized synchronized
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synchronization)
return

float, double, boolean, int
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(this)
add()

Vector3f u = new Vector3f(l, 0, 0);

Vector3f v = new Vector3f(0, 1, 0);

Vector3f w u.add(v); // (
Vector3f w new Vector3f();

w.add(u, v); //
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Ue—u+v uadd( )
2 WU Vv w.sub(u, v)
Ue—u Vv u.sub(v)
U~ kv u.scale(k, v)
V « kv v.scale(k)
kK « v k = v.length()
2 k « uv=lulvicosO k = u.dot(v)
2 W — UX V w.cross(u, v)
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U v/yv u.normalize(v)
V < v/ v.normalize()
2 8 «~ cos(u v /Ziullvl) 6 = v.angle(u)
L, k « Ip-q| k = p.distance(q)
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L, k « X p-qi k = p.distanceL1(q)
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a’ b=|a|lblsngn=(ab, - a,b,, a,b, - ab,, ab, - ahb,) |ccross@b)
ax

a =1a b jcos© axb=ja,bisin@n




inner product, dot product, scalar product

( ) a b (aloos®) b
Rt -

a=a, +ta., a,=(@x)u, a, =a-a,
X i,k a
go @0 0 g
a=(@x)i+(axj)j+(ak)k=a,i+aj+ak=ac0++a,cl++a,cl+=ca +

0F W5 85 G

|al=+/axa= \/axz + ay2 +a,’

outer product, cross product, vector product

il -2



.S 2.
v=gp,+  W® V=gV, -

&p, &', 5
vV #e V
V =T(v)
m00 m22

V', =m00 v, +m0lv, +m02 v,
Vi, =mlOv, +mllv, +ml2v,
V,=m20v, +m2lv, +m22v,

3x3 M

an00 mOl mO2¢
M = gmlo mil m2-
&m20 m21 m22j

a,'0 a0 m0l mO2¢ew, §
Evy-;=8mlo mi1 leEvy%
&'z Em20 m21 m22z&v, 5

v'= Mv
M
vecmath
M i m,
(m00,m10,m20) X 10,0
(m01,m11m2l) vy 0,1,0) (mo2m12m22) z

0,0,1)



an00 | mOL| m025 & 2d¢ 206 a0
M =¢mi0 | mil| mi2=¢MEos Mcls Mo
§m20 | m21 | m225; & 05 p P

(] 1%7]
(
)
0)
Java3D API
°
°
°
Matrix3f public moi
i
0
,'0 o60sq -snq Oy,
¢v,'+=¢dng cosq OV, =+
&g €0 0 1gvjp
a€0sqg -9nqg 09
G . -
R,(@)=c¢sng cosq 0=+
&0 0 1y
(4,0,0) (cosB ,sin6 ,0) , 040 (-sinB,
cos 0 ,0) 0,0,1) 3
v (1,0,0) 0 vecmath
Vector3d v = new Vector3d(1,0,0); //
Matrix3d Rz = new Matrix3d(); //
Rz.rotZ(Math.P1/2); //
Rz.transform(v); //Rz v
System.out.printin(v); // (0,1,0)
vecmath
M v Mv Mitransform(v)
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System.out.printin(v); // (0,2,0)
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(- X-VeZW =-Xi- Vi- K+w=(-v.W g.conjugate()
g ( Y4 ) Y (-v.w) g.conjugate(ql)
99 =g q=x"+y*+2°+w =qf’
q-l — q* / |q |2 g.inverse()
Q9 =q'q=1
Quaternion Quaternion Quaternion
Quaternion Quaternion Quatemion ()
( ) Quaternion Quaternion Quaterion 3
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Quatemion v O
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v
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Quatemion 3 P
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V=V, vy, V) ) Quaternion q 6 =20
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Quaternion Quatemion
Matrix
AxisAngle XY,z
Quaternion
Quaternion Quatemion
+y2+Z2+w=1 Quaternion
Quaternion ( )
Quat4d.interpolate(gql,q2,t)
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AxisAngle, Quaternion, Matrix vecmath
set()
Matrixdd a  AxisAngledd, g  Quatdd
10
Matrix4d — AxisAngle4d | a.set(m) AxisAngle4d.set(Matrix4d)
AxisAngle4d - Matrix4d m.set(a) Matrix4d.set(AxisAngle4d)
Matrix4d - Quat4d g.set(m) Quat4d.set(Matrix4d)
Quat4d - Matrix4d m.set(q) Matrix4d.set(Quat4d)
Quat4d - AxisAngle4d a.set(q) AxisAngle4d.set(Quat4d)
AxisAngle4d - Quat4d g.set(a) Quat4d.set(AxisAngle4d)
m ... Matrix4d
a ... AxisAngle4d
g ... Quat4d
4x4
4x4 Matrix4d, Matrix4f  vecmath
54
g%mOO mO01l mO2( err03u0 % u é ut')
M = ggrmo mi mi2 Am13 + geRotatlonScaJ e &I anslatlong—
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° 3x3

3x3 API RotationScale
Matrix4d.setRotationScale(Matrix3d) Matrix3d
) 3x1
API Translation
Matrix4d.setTranslation(Vector3d) Vector3d
[ ) 1x3
) 1x1
m33
RotationScale
RotationScale M s
M;s=SER  |REL S()=4
R 1 S API
Matrix4d.setScale(double) Matrix4d setRotaion(Matrix3d)
RotationScale
M 3x3
11 Matrix4d m00 1 m{l m[]
mm’ mlm2 4x4 m3x3  3x3 g Quatemion a AxisAngle p
S i, j
10 Matrix4d
vecmath
M < [m] Matrix4d(mQ0,...,m33),
m.set(m00,...,m33)
4x4 Matrix4d(m[4][4]),
m.set(m[4][4])
16 Matrix4d(m[16])
m.set(m[16])
4x4 M <M Matrix4d(m),
m’ .set(m)
0 M~ O Matrix4d(),
m.setZero()
- m.setldentity()
Matrix4d(q, v, s),
m.set(q, v, s)




Matrix4d(m3x3, v, s),
m,set(m3x3, v, s)

m.set(q)

m.set(m3x3)

m.set(a)

m.rotX(6 )

m.rotY(0 )

m.rotZ(0 )

mset(s)

m.set(v)

m.set(v,s)

m.set(s,v)

m.setRotation(m3x3)

(Quaternion)

m.setRotation(q)

(AxisAngle)

m.setRotation(a)

m.setScale(s)

m.setTranslation(v)

m.setRotationScale(m3x3)

( )

m.get(m3x3)

(Quaternion)

m.get(q)

m.get(v)

s = m.getScale()

m.getRotationScale(m3x3)

S = m.get(m3x3, v)

mij<_value

m.setElement ijvalue

value - m;

value= m.getElement(i,j)

m.setColumn(j, v)

m.setColumn(j, m[4])

m.setColumn(j, x, y, z, w)

m.getColumn(j, v)

m.getColumn(j, m[4])

m.setRow(i, v)

m.setRow(i, m[4])

m.setRow(i, X, y, z, w)

m.getRow(i, V)

m.getRow(i, m[4])

m.invert()

m’ .invert(m)

s = m.determinant()

m.transform(p)

m.transform(p, p’ )

m.transform(v)

m.transform(v, v’ )

m.transpose()

m’ .transpose(m)

M ~ M1 M2

m.mul(m1,m2)

M~ MML

m.mul(m1)

~ M1 M2

m.mulTransposeRight(m1,m2)

M M1

m.mulTransposeRight(m1)

« M1 M2

m.mulTransposeLeft(ml,m2)

Y

- M ML

m.mulTransposeLeft(m1l)




3 M « ™M1 '™M2

m.mulTransposeBoth(m1,m2)

M« ™M M1

m.mulTransposeBoth(m1)

m,m1,m2 ... Matrix4d
m3x3 ... Matrix3d

v ... Vector3d

g ... Quat4d

p ... Point3d

a ... AxisAngle4d
S ...

ij ...

mij ...

m[]...1

m{f ... 2
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epsilonEquals()
L
distance() distanceSquared()
LC(
a a a \l/a
(p.-aF +p,-a,F+Ip-cf)
L a o
L, a
3x3
invert() transpose() transpose()
L\ f= M 33
1
My, == M 33
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Java3D Transform3D 1 vecmath
Matrix4d
Transform3D Matrix4d
Transform3D  invert()
Metrix
normalize()
Quaternion Transform3D autoNormalize
Transform3D
a, b
2, ax
g=cos'(——) (0£Q£p)
lallb]
© 187
cos™ java.lang.Math acos() vecmath  Vector
angle() T
a’b=ab, -apb,
.., a’ b p p
— 1
q=dn"( ) (Z£qf7)
la|lb] 2 2
/2 © mn/2 (m-0)



a' b
an*d22h  0gqel
lallb] 2
/2
C] cos (cos™) O =cos?x
©=0 ©
cos™ javalangMath acos()
sin asin() - tan atan() -
atan2() atan2) 2 Y, X
(xy) x java javalangMath
atan2 2
q=tan l( q) aan2(a’ bax) (2 _p£qEp)
ax
a b -Tt (-180° ) m (280° )
3 axb atan2
PP ED .
q=tan (3N _ genza blad) (3 0£q£p)
cosq
0 ) (180° ) acos()
atan2() 0
vecmath Vector angle()
atan2 acos Sun
Sun  vecmath acos
o= atan2()
// 2D
Vector2d a = new Vector2d(1,2);
Vector2d b = new Vector2d(2,3);
double theta = a.angle(b); // ab ( )
double theta2 = Math.atan2(ax*by ay*bx, adot(b)); // ab ( )
// 3D
Vector3d a = new Vector3d(1,2,3);
Vector3d b = new Vector3d(2,3,4);
Vector3d ¢ = new Vector3d()
double theta = a.angle(b); // ab ( )
c.cross(a, b); // c=axb
double theta2 = Math.atan2(c.length(), a.dot(b)); // ab ( )




(xy)

O =atan2(y,x)

9 atan2

vecmath vecmath
3x3 4x4
X +y +z = 6
X -z = 2
y -z =1
Ax=b
81 1o g
¢l 0O -lggy+=¢2+
& 1 -1xz5 &l
x =A7'
go g 1 100
gy+zgl 0 -1+ 92+
&5 & 1 -15 glp
Matrix3d inver ()
Matrix3d A = new Matrix3d(1,1,1, 1,0,-1 ,0,1,-1);

Vector3d b = new Vector3d(6,2,1);
Vector3d x = new Vector3d();

// Ax = b A
A.invert();
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// X X=A-1*bh
A.transform(b, x);

// x
System.out.printin(x);

234 n
n LU
b X GMatrix ~ GVector
n
double [] array = {1,1,1, 1,0,-1, 0,1,-1};
double [] vector = {6, 2, 1};
// A
GMatrix A = new GMatrix(3, 3, array);
// LU
GMatrix LU = new GMatrix(3, 3);
GVector permutation = new GVector(3);
//b
GVector b = new GVector(vector);
// X ()
GVector x = new GVector(3);
// Ax = b A W
A.LUD(LU, permutation);
// x
x.LUDBackSolve(LU, b, permutation);
// x
System.out.printin(x);
LU
GMatrix LU sV
(Singular Value Decomposition)
GMatrix.SVD()  Gvector.SVDBackSolve()
S\
javax.vecmath API
Sun Java3D 3D

LU

API

LU
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