CMSCA425 Lecture notes 10/8
Skeletons, rigging and animation

These notes parallel the PowerPoint “Skeletons and Skins”, Day 12
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1-2) Observes that you can construct a rotation matrix if you know the angle, or if you know the
vector into which you’re rotating the x-axis — that vector is the first column of the rotation
matrix.

Much cheaper than doing the dot product and using sin/cos to compute rotation matrix.

3) Observes that rotation matrices are orthonormal, so each column is orthogonal (linearly
independent) of the others so the dot product of pairs of different columns is 0, but each
column is normalized so column i dot column is 1.

4) Does example from Mount notes on coordinate transforms.

5-6) Digression on projective geometry to explain homogenous coordinates. More on this later.

7) More on homogenous coordinates, points vs. vectors, and homogenous matrices.

8-9) Mount example on transforms for binding pose of arm, and rotation of joints.






























