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Step #3

2D Matrix Transformations

by Thom Parker
WindJack Solutions,Inc.

Restore Initial Position

Execute Transform

SetScalin SetSkew

scale X:|1.00
scale Y:[1.00
Skew X Angle: OOO
skew Y Angle: |0.00
L] L] |CT][Invert

Flip Horz|| Flip Vert

90 || +90] 25 || +45

0 1.0000 | (0.0000| QO 1.0000 | (0.0000
0 X 0.0000 | |1.0000| O X 0.0000 | {1.0000
1 0.00 0.00 |1 0.00 0.00

Rotation:|45,00 || 8 1.000 | |0.0000
CopyResult 0.0000 | |1.0000
Copy nitial Position 0.00 |[0.00
Invert Mx#1 1O
Matrix#1
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| O 1| O
Matrix#2 Matrix#3

Select a matrix and then use the controls on the left hand
side to set matrix values. Or set the matrix values

manually

— O O

Initial Size

width: |/5.41
Height: 54 67

After Transform
width: [75.41
Height:| 54 67

Initial Position:

1.0000 | |0.0000| O

0.0000| [1.0000| O

0.00 000 |1

Set Initial Position

Step #2

1.0000 | |0.0000| QO
0.0000| |1.0000| 0
0.0000 | |0.0000| 1

Transformation
Matrix



undefined
Sticky Note
Step #1:
Use controls to set up values for the 3 matrices.  These matrices are concatenated to form the Transformation Matrix

Values are applied to a Matrix when one of the buttons are pushed.  

Values are applied to the selected Matrix only.

Step #2:
Use the Transformation Matrix to set Smiley's initial position, if you want it to be something different than the default.

Step #3:
Apply the Transformation Matrix to Smiley.
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