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00000000000000000000000000000000% 0000000000

vec2 2000000

vec3 3000000

vecd 4000000

mat2 2x200

mat3 3x300

mat4 4x400

quat JOOooodoo (quaternion;DDD)...SDDDDDDDDDDDDDDD
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vec3 a;

vec3 b(1,1,1); // 000000000000

vec3d c(b); // 0000000000 0OOOOOO ... c = b;

vec3d d(a, b); // 0000 a 00 b 00000000 ...d=>b - a;

gooooooooocoooo

Real x = a.x; // x, y, z 000000
Real y = a.vec_arrayl[1l]l; // x, y, z 000 vec_array[3] 0OO0OO
Real z = a[2]; // a.vec_array[2] OO0

ooobooooooon
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a.set( 1.f ); // x, y, z OOOODOOODODOO
a.set( 1.f, 2.f, 3.f ); // x, y, z OOOODOOO
a.set(b); // alO0O0OO bOOO

gobooood
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b - c;

b + c;

+= Db;

pop

)

-=¢c;
a.add( b ); // a+=Db; OO0
a.sub( b ); // a-=D>b; 00O

coooooooo

Real f; // my_algebra.h O float O Real OO0 typedef O0OODO
a=1f*b; //000000C00CCOCOOOCOOOO

ax=f; // 000000000000

a=b/f; // 0000000

a/=f; // 000000C0C0CCOCOOO

a.scale( f ); // a*=f£; 00O

0000000 (dot product)

Real d;

d = dot(a, b);
d = a.dot(b);
d =a * b;

0000000 (cross product)

c=a " b;

c.cross(a, b); // 00000 cOOOOOO
ogooooooo

Real 1 = a.norm(Q); // |lall
Real 12 = a.sq_norm(); // |lall"2 ... 2 0000

2000000000

Real dist = a.distance( b ); // ||l a - b ||
Real dist2 = a.squareDistance( b ); // |l a-Db |[|72 ... 2 000

ooooogooon

a.normalize(); // a O0O0OO0OOOO
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b = normalize( a ); // b O0O0O0O0O a OO0

oooood

vec3 i; // O0OOOOOOO
vec3 r = reflect(i, n); // n O0OOOOOOOO

goobgooo

Real eta = 1.5f; // OO0O0OO
vec3 r = refract(i, n, eta); // n 00000000000 0D0000 rOOGQOOGQOOO

ooooood

cout << a << endl; // (1,2,3) O0OO0O0OOO0OO

2 OOO0DOoOdg

000 MyAlgebra.h OO OO OMyAlgebra 0000000 (namespace) 000000 DOO:
MyAlgebra.h
yalg ™

e
#pragma once // 000000000000 OO0OOOOOOOOOOOOOODOO

namespace MyAlgebra {

// 00

¥
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U000OMyAlgebra.hODOODOOOOOOO

MyAlgebra::vec3 a;
0000 MyAlgebra: : 000000000000 00000000000O00O0O00O0O0O
using namespace MyAlgebra;
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