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LECTURE 5 – Math Library
Creating your own transformations routines
There are two variations for setting up the basic transformation matrices, depending on how you intend using them. 
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Row * Column Version
	Translation Matrix:

where 
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	Scaling Matrix:
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	Rotation Matrices: 
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Column * Row Version
	Translation Matrix:

where 
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	Scaling Matrix:
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	Rotation Matrices: 
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Exercises:
· Create your own Math Library that contains the following functions:

· Identity matrix

· Translation matrix
· Scaling matrix
· Rotation matrix
· Create a simple primitive (square) using your line drawing algorithm and use this to test your transformation routines. 
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