Source: http://blogs.mathworks.com/graphics/2015/05/12/patch-work/
[image: $$x = \left(\begin{array}{cccc}v^3 v^2 v 1\end{array}\right) MPM^T \left(\begin{array}{c}u^3 \\ u^2 \\ u \\ 1\end{array}\right)$$]
In this equation, the matrix P is our 4x4 matrix of control points, and the matrix M is called the "basis matrix" of the patch.
Mcatmullrom = [-1  3 -3  1; ...
                2 -5  4 -1; ...
               -1  0  1  0; ...
                0  2  0  0] / 2;
s.XData = v_powers * M * px * M' * u_powers;
s.YData = v_powers * M * py * M' * u_powers;
s.ZData = v_powers * M * pz * M' * u_powers;
My own notes (Elias):
x and y are assumed to be in a regular grid, so I only need to calculate z.
I expect to miss on the order of u,v (mux,muy or muy,mux). I will assume u=mux, v=muy for now.
[bookmark: _GoBack]I will compute MPzMT for all cells once per frame. I will be using normalized coordinates, so I don’t have to do the calculations for Px,Py.
If I set a THREE.Matrix4 from an Array, the array is read in column-major order.


image1.png
v = ( vhtvl ) MPMT ‘fl
b1




