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Ch1-8 (A& T7HER)
HH:
Quiz 1-3

Find the solution set of the system of linear equations represented by the augmented matrix.

Midterm 4

Find the solution set of the system of linear equations represented by the given augmented matrix.
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H .
A=
Quiz 1-6 : Determine the size of the matrices.
a 1 3 5 7
12 4 6 8
1 4
b. |2 5
3 6
1 4 -4 4
Midterm 2 : Find the determinant of the matrix A = % :% 11 _%]
1 -2 2 2
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Ch2-6 (K AEFE)
REH:
Quiz 2-4-a
Find inverse matrix of the coefficient matrix in the following system of linear equations. Then
solve the system using the obtained inverse matrix.
X1+2X2+X3=4
X1-3X2+2X3 =1
2X1— X2 +2X3=3
Midterm 6

Find inverse matrix of the coefficient matrix in the following system of linear equations. Then

solve the system using the obtained inverse matrix.
X1+ X2 +2X3=4

X1-X2+X3=1

2X1— X2 +2X3=3
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REH:
Quiz 2-5 : Find a sequence of elementary matrices that can be used to write the

following matrix in row-echelon form.

Midterm 5

Find a sequence of elementary matrices that can be used to write the following matrix in row-

echelon form.
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REH:

Midterm 1

Find the determinant of A, and the cofactor and adjoint matrices of A. Then, use the adjoint matrix

to find inverse matrix of A.

1 2 3
A=l0 1 1
2 -1 3

Final 1

Find the determinant of A, and the cofactor and adjoint matrices of A. Then, use the adjoint matrix

to find the inverse matrix of A.

1 2 3
A=l0 1 1
2 -1 2
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HH:

Quiz 3-1 : Determine whether the set is linearly independent or linearly dependent.
a. S={(0,0,0,1),(0, 0,1,1) (0,1,1,1),(1, 2,1,1) }

boa=[y Sle=[] ole=

Final 3

Determine whether the set is linearly independent or linearly dependent.
a. S={(1,0,3),(—2,0,6),(4,0,1),(2,1,2)}
b. S=1{(-2,5,1),(4,1,3),(2,6,4)}
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HH:

Quiz 4-4

Let B = {uy,u,} and B’ = {uj,u,} be bases for R?.

w=[ w=[.w=[]. w=[]

(a) Find the transition matrix P from B to B’
(b) Find the transition matrix P from B’ to B

(c) Find [w], and [w], with w = [:;]

Final 6
Let B = {uy,u,} and B’ = {uj,u,} be bases for R?.

ulz[_ll]’”zz[ﬂ’uiz[ﬂ’ ué:[g]

(d) Find the transition matrix P from B to B’

(e) Find the transition matrix p~! from B’ to B

(f) Find [w], and [w]p,, with w = [_42]
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Chl-2 (ZE3)
e H:
Quiz 1-2
Find a parametric representation of the solution set of the linear equation.
(a) 2x+4y=6
(b) 3x; —5x, +x3+4x, =3

Midterm 3
Solve the system of linear equations.
W+ x +6z2=0
—-3x+ y—3z2=0
Final 2

Solve the system of linear equations.
W+ x +2z2=0
—Xx+ y—3z=0
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« Question 3.1: (Expansion by cofactors)

Let A is a square matrix of order .

Every bomber is not hanmed by its bomb, but is harmed by
other’s bomb
Question: How to let all # bombers die all at once?

Elementary Linear Algebra: Section 1.1, p.107
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4.5 Basis and Dimension

Edementary Linsar Algstra: Secticn 4.4, p.473

shor Thavalta

= Linear Independent (L.1.) and Linear Dependent (L.D.):

§= I,\'I LV, ¥, | faset of vectors in a vector space 'V
T RS

+o,v, =0

(1)1 the equation has only the trivial solution (¢, = ¢,
then § is called linearly independen 1.
(2)If the equation has a nontgyg

50 '_nn e w*crm]‘
then § is called linearly d¢ ndc(‘l 1{ b ’{
HOMOSE il 7 H i
RERBRIEE S~ -
MEML, EERT

AR, 2WER
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v 5323
FEAHE |
« Basis 3 : o (2) (Al-A)x=0
igenvalue probiem

¥+ a vector space @ |»!d:¢:.‘|;. E;} c | e : |

S=ivy v, ..., VIISF e g
[(a) §spans ¥ (ie.. span($)=V)
|(8) & is linearly independent

= § 15 called a basis for I
= Noles

(3)
{13 @ is a basis for {0}
(2) the standard basis for B*:

{i.7, &)

i=(1,0,0) j=(0,1,0),
k (:n, 0, ]o}
[Elementary Linear Algebra: Section 4.5, p.150

641123

Eigenvector

(Al-Ax=0
|

the nomero solutions

Solve it!

det(Al-A)=0
|
Eigenvector GET!

A GET!
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