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(ES): https://www.cnblogs.com/graphics/archive/2013/02/21/2920627 .html
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Quaternion(x, y, z, w)
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NEsLH, TREERE: Quaternion(const Vector3& rAxis, float rAngle)
D E: Quaternion( const Vector3& xAxis, const Vector3& yAxis, const Vector3& zAxis )
Quaternion( float Yaw(Y), float Pitch(X), float Roll(Z))

Quaternion(const Vector3 &rotateFrom, const Vector3& rotatelo)
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V2 = V1 * Quatl

3) JELEREAE
Quat3 = Quatl * Quat?
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Quat = slerp( float fT, const Quaternion& rkP, const Quaternion& rkQ, bool shortestPath = false );
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NeFeREbE (Translation matrices) , @%UAEFERIZRTR,
WNRZ(THEE, WX, Y. ZEE 1T

A EHERE(10, 10, 10, 1);5XH 5 1018z
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0 1 0 0 ) 10 O+ 10+ 1+ 1040104+ 0=1 B 0+ 10+ 040

0 0 1 0 ¥ 1wl |0+104+0%*10+1+104+0+«1] | 0+0+104+0
0 0 0 1 1 D10+ 0+ 104+0*x10+ 11 04+0+0+1

17RERE . o3k [10, 10, 10, 1] * Matrix = [20, 10, 10, 1]
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Al eIV 25l glsl shaderdr 2555604
i B 7-3f€

m[@][e] = 1.ef; m[@][1] = e.ef; m[@][2] = e.6f; m[0][3] = x; ?!{E%%EBEIEEE?'
m[1][e] = 0.ef; m[1][1] = 1.ef; m[1][2] = 0.@f; m[1][3] = y; TSR E TR
m[2][@] = @.ef; m[2][1] = ©.ef; m[2][2] = 1.6f; m[2][3] = z;
m[3][@] = @.ef; m[3][1] = @.ef; m[3][2] = @.6f; m[3][3] = 1.0f;

mvp = proj * view * model, g5, Gk
1TIRSERINIAZ AE mvp = model * view * proj, {315, ATk
m[@][e] = 1.ef; m[e][1] = @.ef; m[e][2] = @.6f; m[@][3] = 6.6f;
m[1][@] = @e.ef; m[1][1] = 1.ef; m[1][2] = @.6f; m[1][3] = 6.6f;
m[2][@] = @.ef; m[2][1] = @.ef; m[2][2] = 1.6f; m[2][3] = @.0f;
m[3][@] = x; m[31[1] = y; m[3]1[2] = z; m[3]1[3] = 1.ef;
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Color(r, g, b, a) Hrbr, g, b, a, Z24AHYE [0, 255] EAHYE [0.0f 1.0f],
EGLES APIFdshaderfr—f&FB0RI1Z Bl ZE R EFZ R~ 2(E.
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