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Homogeneous Coordinates

e The point (x,y, z) is represented as a column-vector
with an added w # 0 coordinate:
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e 3-D affine transformations are represented with a
4 x 1 matrix A of the following form:
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e We use w = 0 for direction vectors v = (x,y, z).
Effectively ignores “translation” component of A.



Rotation about principal axes
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