Jekuia 7

NabopaTtopHa poboTta 7

KamMmepa

Y nonepeaHbOMYy po3gisii MM 06roBoproBaniv MaTpuULLKO OrNs4Y Ta Te, AK MU MOXXEMO
BMKOPWUCTOBYBATM il 4151 NepeMilLeHHsi Mo cueHi (My TpoLLKKM pyxanucs Hasag). OpenGL
caM o co6i He 3Hae NPO KOHLIENLito KaMepu, ane M1 MOXeMo HaMaraTucs CUMyoBaTy
Ti, NepeMilLytoymn BCi 06'EKTM Ha CLEHI B 3BOPOTHbOMY HaMpsiMKY, CTBOPIOKOUM iNt03ito

PYyXy.

Y uboMy po3aini M1 po3rnsgHeMo, AK M1 MOXXeMo HanawTyBaTtu kamepy B OpenGL. Mu
pO3rAsiHeEMO KaMepy Yy CTUANI "niTatoyol”, AKa 403BOMSIE BaM BifIbHO NepeMmillaTncs B
TPUBUMIPHIN CLeHi. M1 TakoXX 06roBOpnMO BBEAEHHS 3 K1aBiaTypu Ta MULLI, i
3aBepLInMMO CTBOPEHHSM BJIaCHOrO KJlacy KaMepu.

MpocTip kamepu/ornapy

Konn My rosopumMo nNpo nNpocTip Kamepu/ornsay, MM MaeMo Ha yBasi BCi KOOpAUHATH
BEPLUMH, SIKi 6a4MTb Kamepa 3 1l TOYKK 30py AK MoYaTKy CLEHU: MaTpuLs Ornsgy
NnepeTBOPIOE BCi CBITOBI KOOPANHATU B KOOPAUHATM Ornsay, ki € BiAHOCHO MOIOXEHHSA
Ta HanpsIMKY Kamepw. [1ns BU3HA4YeHHA KaMepu HaM NOTpPi6Ha i1 No3uLis B CBITOBOMY
NPOCTOPI, HAaNPSAMOK, B SIKOMY BOHa AMBUTbCSA, BEKTOP, L0 BKa3ye BNPaBo, i BEKTOP, WO
BKasye Bropy Bif, Kamepu. YBaXKHUM YnTay MOXE NOMITUTH, Lo GaKTUYHO MU
CTBOPKOEMO CUCTEMY KOOPAMHAT i3 TpbOMa rneprneHAnKYNSpHUMU OAUHUYHUMUN BiCAMMN,
[e rnosuuis Kamepu € novyaTkom.
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MNMo3uuia kamepu

OTpumMaTu nosuuito kamepu nerko. [1osunuisa kamepu - Lie BEKTOp Y CBITOBOMY
NPOCTOPI, AKMUM BKA3ye Ha NO3uLit0O Kamepu. Mn BCTaHOBIKOEMO KaMepy B Til
caMmin no3uuil, Wo i B nornepeaHboMy po3gini:



glm::vec3 cameraPos = glm::vec3(0.0f, @6.06f, 3.0f);

He 3a6yBa17|Te, L0 NO3NTMBHA BiCb Z npoxoanTb 4epe3 Ball eKpaH A0 BacC, TOMY AKLLO MU

X04eMO, LIJ,O6 KaMepa pyxasiacd Ha3ag, MM pyxXxaemMoCa B340BX NO3UTUBHOI BICi Z.

HanpsaMok kamepu

HacTynHuin HeoOXiAHUIN BEKTOP - Lie HanpsAMOK KaMepw, TO6TO B AKOMY HanpsiMKy
BOHa AMBUTbCA. Hapasi M1 [03BONSEMO KaMepi BKasdyBaTh Ha NOYaTOK HaLol
cueHu: (0,0,0). Nam'ATaiTe, WO AKLLO MU BigHIMEMO OANH BEKTOP Bif iHLLOMO, MU
OTPMMAaEMO BEKTOP, AKUN € Pi3HULEI LMX ABOX BEKTOPIB? BigHIMaHHA BeKkTopa
Nno3uLii KaMmepu Bif BEKTOpa NovyaTKy CLEeHU Npn3BoaAuTb A0 BEKTOPA HaMNpsMKY,
AKUA HaM NOTpPibeH. [1na cucteMm KoopauHAT MaTpuLi ornsay Mu Xo4emo, LWwoob ii
BiCcb z 6yna NO3UTUBHOWO, i, BpaxoByroUM KoHBeHLito (B OpenGL), kamepa
CNPSAMOBYETbLCSA B HAaNPAMKY HEraTUBHOI BiCi Z, TOMY MM XO4eMO iHBepTYBaTH
BEKTOP HanpsMKYy. AKLO0 MU 3MIHUMO MOPAAOK BiAHIMaHHSA, OTPUMAEMO BEKTOP,
KW BKa3ye Ha NO3UTUBHY BiCb Z KaMepu:

glm::vec3 cameraTarget = glm::vec3(0.6f, 06.0f, 0.0f);

glm::vec3 cameraDirection = glm::normalize(cameraPos - cameraTarget);

HasBa "BeKTOp HanpsiMKy" He € HalKpallie 06paHoKD, OCKiNbKM (PaKTUYHO BiH BKa3ye y

3BOPOTHbOMY HarnpsAMKY Bif TOro, Ha L0 BiH CNIPSIMOBaHUN.
BeKkTOp npaBoi BicCi

HacTynHuin BeKTOp, AKUA HaM NOTPIOEH, - Lie BEKTOP NpaBol BiCi, AKWI
npeacTaBnsie NO3UTUBHY BiCb X y NpocTopi Kamepu. LLlo6 oTpumaTn BeKTop npaBoi
BiCi, MY BUKOPUCTOBYEMO TPOXU XUTPUA MPUNOM, COYATKY BKa3aBLUN BEKTOP, LLO
BKasye Bropy (y ceitoBomy npoctopi). MNoTiM M1 BUKOHYEMO BEKTOPHUI JOBYTOK
MiXX BEKTOPOM, LLLO BKa3Yy€ Bropy, Ta BEKTOPOM HanpsiMKy 3 KPoKy 2. OCKifbKu
pes3ynbTaT BEKTOPHOIo [06YTKY - Lie BEKTOP, MepneHAVKYNspHUIN 060M BEKTOPaM,

MU OTPMMAEMO BEKTOP, L0 BKa3ye B HANpsAMKY NO3UMTUBHOI BiCi X (SKLO MK



3MiHUMO NOPSAAOK BEKTOPHOIO J06YTKY, OTPMMAEMO BEKTOP, L0 BKA3ye B

HanpsIMKY HeraTMBHOI BiCi X).
glm::vec3 up = glm::vec3(0.0f, 1.0f, 0.0f);

glm::vec3 cameraRight = glm::normalize(glm::cross(up, cameraDirection));

Bicb Bropy

Tenep, KoM y HacC € BEKTOP BiCi X i BEKTOP BiCi z, OTpUMaTH BEKTOP, LLLO BKA3Y€E Ha
MO3MTUBHY BiCb Y KAMEPW, AOCUTb JIEFKO: MU 6EPEMO BEKTOPHMIA AO6YTOK NPaBoro

Ta HaNpPAMHOIro BEKTOPIB:

cpp
Copy code

glm::vec3 cameraUp = glm::cross(cameraDirection, cameraRight);

3a ,ONOMOror BEKTOPHOMO A06YTKY Ta KiflbKOX XMTPOLLIB HAM BAAN0Cs CTBOPUTY BCi
BEKTOPW, sIKi GOPMYIOTb NPOCTIip ornaay/kKamepu. [Ans 6inblw MaTeMaTUYHO HaXUTEHUX
yuTayiB Lien npouec BigoMui sk npouec Mpama-LUmiara B niHinHii anre6pi. 3
BUKOPUCTAHHAM LMX BEKTOPIB KaMepu My Ternep MOXXeMO CTBOPUTU MaTpuLto LookAt,

AKa Ay>Xe KOpUucHa ana CTBOPEHHA KaMepu.

Look At

YypoBa piv y Matpuusax nossirae B TOMy, L0, AKLLO BM BU3HAYUTE NPOCTIP KOOPAMHAT 3a
LONOMOroto 3 nepneHAnKynapHUX (abo HeniHiNHKX) BiceW, BU MOXETE CTBOPUTHU
MaTpuuto 3 UMK 3 BiCAMU MKOC BEKTOPOM repeksiagy, i BU MOXXeTe nepeTBopuTH
6yAb-AKMI BEKTOP A0 LbOro NpoCcTopy KOOPAUHAT, NEPEMHOXMBLLM NOro Ha Lo

MaTpuuto. Lle To4Ho Te, wo pobuTtb maTpuus LookAt, i Tenep, konu y Hac € 3



nepneHAnKYNsapHI BiCi Ta BEKTOP NO3uLil A1 BUSHAUYEHHA NPOCTOPY KaMepu, MU MOXEMO

CTBOPUTM CBOKO BNacHy matpuuto LookALt:

'R, R, R, 01 J1 0 0 -P7
, U, U0 010 -P
LoakAt = #
D, D, D0 0 0 1 -F
o 0o 0 1 o0 o 1
cpp
Copy code

// Kol pnsi cTBOpeHHs maTpuui LookAt

glm::mat4 viewMatrix;

// BusHayeHHAa BekTopiB R, U, D Ta P

glm::vec3 R = cameraRight;
glm::vec3 U = cameraUp;
glm::vec3 D = -cameraDirection; // YBara: BeKTOp HanpsiMKy iHBepTyeTbCs [Ans

npaBuJibHOro BU3HA4Y€HHA

glm::vec3 P = cameraPos;

// 3anoBHeHHA MaTpuui LookAt

viewMatrix[0][0] = R.x;



viewMatrix[1][0]

viewMatrix[2][0]

viewMatrix[0][1]

viewMatrix[1][1]

viewMatrix[2][1]

viewMatrix[0][2]

viewMatrix[1][2]

viewMatrix[2][2]

viewMatrix[3][0]

viewMatrix[3][1]

viewMatrix[3][2]

viewMatrix[3][3]

-glm::dot(R, P);

-glm::dot(U, P);

glm::dot(D, P);

1.0f;

[e R - BekTOp npaBol Bici, U - BekTOp Bropy, D - BEKTOp HanpsaMKy, a P - BeKTop nosuuil

Kamepu. 3BepHiTb yBary, Wo YacTuHU obepTaHHsA (niBa MaTpuua) Ta TpaHcnsAuil (NpaBa

MaTpuus) iHBepToBaHi (TpaHCNOHOBaHI Ta HeraTMBOBaHI BiiMOBIAHO), OCKINIbKN MU

Xxo4yemMo 06epTaTVI Ta TPpaHCNKOBaTU CBIiTB NPOTUNEXHOMY HanpAMKY TOro, kyam Mmu

X04YeMo nepemilat kamepy. BukopucTtoBytoum Lo MaTpuuio LookAt sk Hawy maTpuuo

ornsagy, Mm ebeKTMBHO NepeTBOPIOEMO BCi CBITOBI KOOPAUHATK B MPOCTIp Ornaay, AKUn

MW TiNIbKK WO BU3Haumnn. Matpuusa LookAt pobuTb Te, WO BOHa 06ilsie: CTBOPIOE

MaTpULIIO OrNsiay, ika AMBUTbCA Ha 3ajaHy Linb.



Ha wacTta gns Hac, GLM B)xe BUKOHYE BCHO L0 po60Ty. HaM NnpocTo NoTpibHO BKa3aTK
NO3u1LUit0 KaMmepu, MO3ULIKO LiNi Ta BEKTOP, AKUKW NMpeaCTaBNsA€ BEKTOP Bropy B CBIiTOBOMY
npocTopi (BEKTOP Bropy, iIKnii M1 BUKOPUCTOBYBANN 4111 06YMCNIEHHSl BeKTOopa NpaBoil
Bici). Micna uboro GLM cTBOptoe MaTpumLto LookAt, siky M1 MOXXEMO BUKOPUCTOBYBATU SIK

Hally MaTpuLo BUAY.

glm::mat4d view;

view = glm::lookAt (glm::vec3(0.0f, 0.0f, 3.0f),

glm::vec3(0.0f, 0.0f, 0.0f),

glm::vec3(0.0f, 1.0f, 0.0f));

®yHKuia gim::LookAt BuUMarae BkasiBkM Ha NO3uLitO, Ljifib Ta BEKTOP "Bropy" BiANOBiIgHO.
Y uboMy npuknagi CTBOPHOETbCA MaTpULIA Oriaay, Ka iJeHTUYHa 3 TIEtD, AKY MU

CTBOPUAY B NonepeaHboMy po3gini.

MNepL Hi>XX 3aMMaTUCA KOPUCTYBaLbKUM BBEeHHAM, flaBanTe TPOLLKN PO3BaXXNMMOCH,
06epTaroyn KaMepy HaBKOJIO HALLOT CLEeHU. My TpMMaeEMO Liflb CLLEHM Ha NO3HaYLi
(0,0,0). M1 BMKOPUCTOBYEMO TPOLLKM TPUFOHOMETPIT, LLLO6 KOXKHOIO KaZpy CTBOPHOBATH X-
Ta z-KoopAuHaTu, AKi NpeaCcTaBA0Tb TOYKY Ha KOS, i BAKOPUCTOBYEMO 1X 419 NO3ULiT
HaLLol Kamepu. [NepepaxoByroun KOOPANHATU X Ta Z 3 MIMHOM Yacy, MM 06XOAMMO BCi
TOYKM Ha Koni, i, 0T)Ke, Kamepa 06epTaeTbCsA HaBKOJO CLEHU. Mu 36inbLIyeEMO e Koo
Ha 3a3jarnerigb BUSHa4YeHUM pajiyc i KOXXeH Kaap CTBOPHOEMO HOBY MaTpULIO ornsagy sa

gonomoroto GyHkuii glfwGetTime 3 GLFW:

cpp
Copy code



const float radius = 10.0f;

float camX = sin(glfwGetTime()) * radius;

float camZ

cos(glfwGetTime()) * radius;

glm::mat4 view;

view = glm::lookAt(glm::vec3(camX, 0.0, camZ), glm::vec3(0.0, 0.0, 0.0),

glm::vec3(0.0, 1.0, 0.0));

AKLW0 BM 3anycTuTe Uen Ko, BU MOBUHHI OTPUMATM LLOCb NOAiGHe A0 Lboro:

https://learnopengl.com/video/getting-started/camera_circle.mp4



https://learnopengl.com/video/getting-started/camera_circle.mp4

3a 4oMoMOoroto Lboro KOPOTKOro YpuBKa Kogy Kamepa Tenep 06XoAuTb CLEHY 3 M/IMHOM
Yyacy. He copomMTecs ekcriepuMeHTyBaTu 3 napamMeTpamm pafiyca Ta nosuuii/HanpsMKomMm,
06 3p0O3yMiTH, AK Npautoe Lua MaTpmus LookAt. Takoxk nepeBipTe BUXiAHUIA KO, AKLLO Y

BaC BUHUKIIN prﬂ,HOLIJ,i.

I'IepecyBal-u-m HaBKOJ10

O6epTaHHA KaMepWu HAaBKOJIO CLIEHM LiKaBo, arne L Lie LikaBille pobuTu BCi pyxu
camocTinHo! CnoyaTky HaM NOTPiI6HO HanawTyBaTKU CUCTEMY KaMepK, TOMY KOPUCHO

BU3HAUYUTU AedAKi 3MiHHI KaMepu Y BEPXHi/ YaCTUHI HaLwol nporpamu:

“epp

glm::vec3 cameraPos = glm::vec3(0.0f, 0.0f, 3.0f);
glm::vec3 cameraFront = glm::vec3(0.0f, 0.0f, -1.0f);

glm::vec3 cameraUp = glm::vec3(0.0f, 1.0f, 0.0f);

®yHkUia LookAt Tenep cTae Takoto:

“epp

view = glm::lookAt(cameraPos, cameraPos + cameraFront, cameraUp);



CnoyaTKy MY BCTAHOBJTFOEMO MO3ULIH0 KaMepUX Ha nonepeaHbO BU3HaYeHe 3Ha4YeHHS
cameraPos. HanpAaMoKk - Lile NoTo4YHa No3uLis + BEKTOP HanpsMKy, AKUA MU LLONHO
BU3Haumnu. Lle 3abesneuyye, L0 He3aneXHO Bif TOro, K MU pyXxaeMocs,, Kamepa
NPOAOBXYE AUBUTUCA B HANpsMOK LifIbOBOro Hanpsmky. [laBante TpoLIKn
NOeKCnepuMeHTYEMO 3 MMM 3MiIHHUMU, OHOBJTIOIOYM BEKTOP cameraPos, Konv mMu

HaTUCKaTUMeMO AesiKi Knasilui.

Mu Bxxe BU3Haumnn GyHkuito processinput ana 06pobku knaeiw knaeiatypu GLFW, Tak

LLL0 A0AaMO KiflbKa A0AaTKOBUX KOMaHA, KNaBill:

“cpp

void processInput(GLFWwindow *window)

const float cameraSpeed = 0.05f; // BiakopuryinTe 3a HeO6XiAHOCTI

if (glfwGetKey(window, GLFW_KEY_W) == GLFW_PRESS)

cameraPos += cameraSpeed * cameraFront;

if (glfwGetKey(window, GLFW_KEY_S) == GLFW_PRESS)

cameraPos -= cameraSpeed * cameraFront;

if (glfwGetKey(window, GLFW_KEY_A) == GLFW_PRESS)



cameraPos -= glm::normalize(glm::cross(cameraFront, cameraUp)) * cameraSpeed;

if (glfwGetKey(window, GLFW_KEY_D) == GLFW_PRESS)

cameraPos += glm::normalize(glm::cross(cameraFront, cameraUp)) * cameraSpeed;

o

Ko)xHoro pasy, Konm Mu HaTuckatuMmemMo ofHy 3 knasiw WASD, noauuia kamepu
BiANOBIAHO OHOBNOBATUMETbLCSA. AKLLO MU XO4YEMO pyxaTucs Bnepes abo Hazad, My
[04aeMO abo BigHIMAaeMO BEKTOP HaMpsIMKY Bif BEKTOpPa NO3uLii, TOMHOXEHUI Ha aeske
3HAYEHHS LWBMUAKOCTI. AKLO0 MM XO4eMO pyxaTucs B 6i4HOMY HanpsAMKY, M1 po61umo
BEKTOPHE MHOXEHHS, W06 CTBOPUTM NMpaBuUiA BEKTOP, i pyXaeMocs B340BX MPaBoro
BEKTOpa BiANoBiAHO. Lle cTBOptOE 3HaNoMy e eKT CTOPIHKYBaHHSA NPU BUKOPUCTaHHI

Kamepu.

3BepHITb yBary, Wo MU HOpManisyeMo oTpUMaHuU NpaBun BEKTOP. AKLO MU He
HOpMasi3yeMO Liel BEKTOP, OTPMMaHUIN BEKTOPHNIN JOOYTOK MOXKe MOBEpPTaTH BEKTOPU
Pi3HOro po3Mmipy B 3aneXHOCTi Bif 3MiHHOI cameraFront. AKL0 M1 He HopManisyemMo
BEKTOpP, MM 6yAeMO pyxaTUCS MOBISIbHO YM LWBUAKO B 3aNI€XKHOCTI Bif, OpieHTaLii kKamepw,

a He 3i CTanoo WBUAKICTIO PyXY.

Ha yboMy eTari Bu BXXe MOBWHHI BMIiTM NepecyBaTu KaMepy, MPoTe Lie MOXXe 3aexaTu
Bifi KOHKPETHOro ob6s1agHaHHs, TOMy BaM MOXe 3HagobuUTuUCS HanalwTyBaTu napameTp

cameraSpeed.



LWBUAKICTb PYXY

Hapasi My BUKOPUCTOBYEMO KOHCTaHTHE 3HaYeHHS LWWBUAKOCTI Pyxy nif yac
nepecyBaHHs. TeOPETMYHO Lie BUrNsgae Joo6pe, ane Ha NpaKTuLi y pisHUX KOMN'IOTEPIB Y
nofen pisHa NOTYXXHICTb 06PO6KH, | pe3ynbTaT NonAsrae B TOMY, LLO OAHI NFOAN MOXYTb
BiATBOpOBATK HabaraTo Gifblue KaapiB 3a CeKyHAY, HiX iHWi. Konn kopuctysay
BiATBOPIOE GiNnblue KaapiB, BiH TAaKOX YacTiwe BUknkae dyHkLito processinput.
PesynbTaT nonArae B TOMY, LLO OAHi NIIOAM pyXatoTbCs AyXXe LWBUAKO, a iHLWi Ayxe
NMOBINbHO B 3aN€XHOCTI Bif, IXHbOro 06/1agHaHHSA. [1py BUBaHTaXKE€HHI Balloro

3aCTOCYHKY BM Xo4eTe BMNEBHUTUCA, LLLIO BiH npauroe o AHakKoBO Ha piSHVIX O6J'IaD,HaHHFIX.

padiyni 3aCTOCYHKM Ta irpu 3a3BuYar BeayTb 06/iK 3MiHHOT deltatime, sika 36epirae yac,
KU 6yB BUTPAYE€HUI Ha BiATBOPEHHSI OCTaHHbOro Kaapy. MNoTiM BCi LUBUAKOCTI
MHO)KaTbCsl Ha Lie 3Ha4yeHHsA deltaTime. PesynbTaT nonsrae B TOMy, WO KOS MAEMO
Bennke 3HauyeHHs deltaTime y Kaapi, Wo 03Hayae, WO OCTaHHIN Kaap TpMBaB AoBLUE 3a
cepefHin, WWBMAKICTb ANSA LbOro Kaapy Takox dyae TPOLIKM BMLLOHO, WO6 36anaHcyBaTu
Bce ue. [1pn BUKOPUCTaHHI LibOro NigxoA4y He BaXX/IMBO, YN Yy BaC AyXKe WBUAKUIA YN
MOBINbHUIA KOMMN'HOTEP, WBUAKICTb KaMepu byae BUPIBHIOBATUCA BifMOBIAHO, | KOXEH

KOpUCTyBay oTpuMae 0gHaKoOBUN JOCBIA.

na o6uncneHHs 3HadeHHs deltaTime My BeaemMo 061K ABOX rMo6anbHUX 3MiIHHUX:

s

cpp

float deltaTime = 0.0f; // Yac Mi>Xk NOTOYHMM KaapoM Ta nonepeaHiMm Kaapom

float lastFrame = 0.0f; // Yac ocTaHHbOro Kagpy



Y KOXXHOMY Kazpi M1 064MCNIHOEMO HOBe 3HauyeHHA deltaTime ana noganbLioro

BUKOPUCTAHHA:

“cpp

float currentFrame = glfwGetTime();

deltaTime = currentFrame - lastFrame;

lastFrame = currentFrame;

Tenep, konu y Hac e deltaTime, MM MOXXeMO BpaxoBYyBaTU MOro Npu 06UYNCNEHHI

LUBUAKOCTEMN:

“cpp

void processInput(GLFWwindow *window)

float cameraSpeed = 2.5f * deltaTime;

[..]



s

Ockinbku Mu BUkopuctoByemo deltaTime, kamepa Tenep 6yae pyxaTucs 3i CTanoro
LWBKUAKICTIO 2.5 oANHULb Ha cekyHAy. Pa3oM i3 nonepeaHiM po3aisioM y Hac Tenep
NOBWHHA 6yTK HabaraTo 6inbLuU NaaBHa Ta NOC/IfOBHA CMCTEMA KaMepu ans pyxy

HaBKOJ1O CLEHN.

| Tenep y Hac € kKamepa, sika pyxaeTbCs Ta ANBUTLCA OLHAKOBO LUBUAKO Ha byab-sKi
cucTemi. 3HOBY NepeBipTe BUXiIAHUIM KOA, SKL0 Y BaC BUHMKAKOTb TpyaHoLwi. Bu yacTto

6yneTe 6aunTn 3HavyeHHs deltaTime B ycboMy, LLLO NOB'I3aHe 3 PYXOM.

Ornap HaBKoOnNo

JIvwe BUKOPUCTaAHHA KnasiL KﬂaBiaTyle ana nepecyBaHHA HaBKOJ10 HE € AyXe LiKaBUM.
0co61BO, OCKiNbKM MU HE MOXXEMO noBeprtaTucd, pyx € gOCuUTb o6mMexxeHuM. Ocb ne

BXOAMTb MuLua!

LLlo6 gMBNTUCS HABKOJO CLIEHWN, HAM NOTPIOHO 3MiHUTKN BEKTOp cameraFront Ha OCHOBI
BBeAeHHA MuLi. OgHaK 3MiHa BEKTOpPA HanpsMKY Ha OCHOBI 06ePTaHHSA MULLI TPOLLIKK

CKNnafHilwa i BuMarae Tpoxu TpMroHoMeTpil. AKLLO BU He po3yMieTe TPUrOHOMETPIto, He
neperMManTecs, BU MOXeTe NPOCTO NPONYCTUTU A0 PO3AiNniB Koay i BCTaBUTU IX Y CBIN

KOA, BU 3aBXAN MOXXETE noBeptaTtnucAa Hasap, AKWO 3axo4deTe AisHaTucs GinbLue.

Kytu Ennepa



KyTn Einepa - ue 3 3HauyeHHs, AKi MOXyTb NpeacTaBnaTn 6yab-ske obeptaHHs B 3D,
BU3Ha4yeHe JleoHapaom Ennepom gecb y 1700-x pokax. € 3 kyTu Ennepa: pitch, yaw and

roll. HacTynHe 306pa)keHHs HaJa€ iM BisyasibHe 3HAYEHHS:

Vau

KyT KpeHa - ue KyT, AKWI MoKasye, HacKisibKn M1 AMBUMOCS BrOpYy Y/ BHU3, IK BUOHO Ha
nepomMy 306paxkeHHi. [lpyre 306pa>keHHs1 MOKa3ye 3HaYE€HHS PUCKaHHS, AKe
npeacTaBfsAe BeNMUYMHY, Ha SKY MW AMBMMOCS NiBOPYY YK NpaBopyd. PynoH BU3Havae,
HACKiNbKN MU KOYYEMO, FOJIOBHUM YUHOM BUKOPUCTOBYHOUU KaMepn A1 KOCMIYHUX
nonboTiB. KoxeH 3 KyTiB Einnepa npeactaBneHnin o4HUM 3HaYEHHSM, | 3 KOMOGiHaLier

BCIX TPbOX MW MOXXEMO po3paxyBaTu 6yab-AKui BeKTop ob6epTtaHHs B 3D.

[ns Hawol cucteMun Kamepu Hac LiKaBNATb TiIbKU 3HAYEHHA PUCKaHHSA | KpeHa, TOMy MU
TYT He 6yAeMO 06roBOptoBaTU 3HAYEHHS PY/IOHY. 3 3aaHUMMN 3HAYEHHAMY PUCKAHHSA Ta
KpeHa M1 MOXXeMO KOHBepTyBaTw iX y 3D-BekTop, Lo npefcTaBisie HOBUN BEKTOP
HanpsMKy. Npouec KoHBepTaLil 3Ha4YeHb PUCKaAHHA Ta KpeHa B BEKTOP HarMpsiMKy

BMMarae TPOLLUKN TPUrOHOMETPII, i MM po3noyYnHaemo 3 6a30BOro BUNaaKy:



[MOYHEMO 3 HEBENIMKOIro OHOBJIEHHA Ta I'IepeBipKVI 3araJibHoro sunaaky rnpAaMoOKyTHOIro

TPUKyTHMKA (i3 o4HMM 60KOM nig KyToMm 90 rpagyciB):

siny

COs X

AKLLO0 MW BU3HAYMMO TiNOTEHY3Y AOBXWUHOI 1, MU 3HAaEMO 3 TpuroHoMeTpii (soh cah toa),
LLIO AOBXXMHA NpUAernol CTOPoHM - Le cos x/h = cos x/1 = cos X, i Wo JOBXMHA
NPOTUNIEXHOI CTOPOHMU - Lie sin y/h = siny/1 = siny. Lle gae Ham 3aranbHi dopmynu ans
OTPUMaHHSA AOBXWHU AK NPUErNOI, TaK i MPOTUIEXHOT CTOPiH MPSMOKYTHOIO
TPUKYTHUKA, B 3a/1€XHOCTI Bif 3afaHoro Kyta. [laBante BUKOPUCTOBYBATU Lie AJ1A

poO3paXxyHKy KOMMOHEHTIB BEKTOPa HanpsAaMKy.

MNpencTaBUMO Len caMuii TPUKYTHUK, arne Ternep AMBMMOCS Ha HbOro 3 BEPXHbOIO
nornsgy, Konu npunerni Ta NpoTUEXHi CTOPOHW NapanenbHi Bici X Ta z cLeHu (Hibu

AVBUMOCS B3[0BX BiCi ).
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AKLWO MK Bi3yanisyeMo KyT pUCKaHHSA K KYT NPOTU FOAMHHUKOBOI CTPISIKK, MOYNHAIOUN 3i
CTOPOHM X, M MOXXEMO NOBAUNTMH, LLLO AOBXKMHA CTOPOHU X BifHOCUTbCS A0 cos(yaw). |

noAibHO TOMY, IK IOBXMHA CTOPOHM Z BiAHOCUTbCA A0 sin(yaw).

AKLLO MU BUKOPUCTOBYEMO L€ 3HAaHHA Ta 3ajaHe 3Ha4YeHHA PUCKaHHA, MU MOXXEMO

BUKOPWUCTOBYBATU MOr0 AJ151 CTBOPEHHS BEKTOPA HanpsiIMKY KamMepwu:

N

cpp
glm::vec3 direction;

direction.x = cos(glm::radians(yaw)); / 3BepHiTb yBary, Lo M1 KOHBEPTYEMO KYyT B

pagiaHu cno4yaTky

direction.z = sin(glm::radians(yaw));

s



Lle Bupiwye, Ak M1 MoXkxeMo oTpumaTun 3D BeKTOp HanpsAMKY 3i 3HaYEHHAM PUCKaHHS,
ane Tpeba BK/IIOUMTM TaKOX KpeH. Tenep faBanTte po3rissHEMO CTOPOHY BiCi Y, HI6KU Mu

CUAMMO Ha MAOWMNHI XZ:

/«’f

/
sin pitch

-~ pitch
e "

cos pitch

AHanoriyHo, 3 Lboro TPUKYTHUKa MU 6aymmo, LLIO KOMIOHEHT Y BEKTOpPaA HarpaMKy

LopiBHIoE sin(pitch), oTxe, faBaiiTe 3aN0BHUMO Lie:

o

cpp

direction.y = sin(glm::radians(pitch));

N

OpHak 3 TpUKyTHMKa pitch My Tako)x 6a4unMMo, L0 CTOPOHM Xz BNAMBatoTb Ha cos(pitch),
TOMY MU NOBUHHI BNEBHUTUCH, L0 Lie TaKOXX € YaCTUHOKO BEKTOPA HanpsAMKY. 3 LM
BKJIFOYEHMM MU OTPUMYEMO KiHLIEBUI BEKTOP HaMNpsAMKY, NnepeknageHui 3 KyTiB Ennepa

PUCKaHHSA Ta KpeHa:

cpp



direction.x = cos(glm::radians(yaw)) * cos(glm::radians(pitch));

direction.y = sin(glm::radians(pitch));

direction.z = sin(glm::radians(yaw)) * cos(glm:radians(pitch));

s

Lle pae Ham popMmyny A5 KOHBepTaLUil 3Ha4eHb PUCKAHHA Ta KpeHa B 3-BUMipHUI BEKTOP

HanpPsIMKY, AKMI MU MOXXEMO BUKOPUCTOBYBATHU A5t 06epTaHHS.

Mwu BCTaHOBW/IM CBIT CLEHM TaK, L0 BCe pO3TallOBaHO B HaNpsMKY Bif'€MHOI BiCi Z.
OfHaK, SIKLLO MU PO3rNIiTHEMO TPUKYTHUK PUCKaHHSA X Ta z, TO no6aynmo, wo 6 0
NpU3BOAMUTb A0 TOrO, L0 BEKTOP HaNpsAMKY KaMepu BKa3dye Ha NO3UTUBHY BiCb X. LLLo6
3a6e3neynTy, L0 KaMepa 3a 3aMOBYYBaHHSIM BKa3ye Ha Bifj€MHY BiCb Z, MU MOXXEMO
BCTAaHOBUTM 3HAUYEHHS PUCKAHHSA 3a 3aMOBYYBaHHSAM sIK 06epTaHHs 3a FOAUHHUKOBO
cTpinkoto Ha 90 rpagyciB. No3UTUBHI rpagycun o6epTaroTbCA MPOTU FOAUHHUKOBOT

CTpiJ'IKVI, TOMY MU BCTaHOBJTHOEMO 3Ha4Y€HHA PUCKAHHA 3a 3aMOBYYBaHHAM Ha:

N

cpp

yaw =-90.0f;

N

Bu, MOXNNBO, BXe Le 3afaeTecs NMTaHHAM: SK MW BCTaHOBIKOEMO | 3MIHKOEMO L

3Ha4YeHHA PUCKaHHA Ta erHa?



BBefneHHs 3 MULLI

3HaYeHHS pUCKaHHSA Ta KpeHa OTPUMYHOTbCS Bif, pyxy MuLli (a6o
KOHTpoOnepa/aXXoNCTMKa), e FOPU3OHTaNbHUIA PyX MULLI BNJIMBAE Ha PUCKaHHS, a
BEpPTUKAsIbHUI PyX MULLI BNJIMBAE Ha KPeH. |aea nonsarae B Tomy, Wwo6 36epiratn nosuuii
MULLI 3 MUHYNOro Kaapy i 064MCNOBaTH, HACKINTbKN 3MIHUIUCA 3HAYEHHS MULLI B
NOTOYHOMY Kazpi. Y1M BULLLE Pi3HULA Y TOPU3OHTaNIbHOMY ab0 BEPTUKaNIbHOMY HanpsMi,
TUM GinbLLe M1 OHOBJTFOEMO 3HAYEHHSI KPEHA YM PUCKAHHS, i, OTXXe, TUM biNnblue Kamepa

NMOBUHHa pyxXxaTUcA.

CnovaTtky Mu ckaxkemo GLFW, w0 BiH NOBUHEH NMpuxoBaTn KYpcop i 3aXonuTn noro.
3axonneHHs Kypcopa 03Havae, Wo, AKLLO nporpama Mae ¢poKyc, Kypcop MuLLi
3anMwaeTbCcsa B LEHTPI BikHa (KpiM BunagkiB BTpaTu okyca abo BMxoay 3 nporpamu).

Mwu MOXXeMO Lie 3p0BUTN OfHUM NPOCTUM BUKIIMKOM KOHIrypauii:

s

cpp

glfwSetinputMode(window, GLFW_CURSOR, GLFW_CURSOR_DISABLED);

s

Micns uboro BMKINKY, Kyan 6 M1 He pyxanu Muly, ii He 6yae BUAHO, i BOHa He MOBMHHA

3anuwaTu BikHO. Lle ineanbHo nigxoauTb Ana cuctemu kamepu y ctuni FPS.



LLlo6 064nCANTN 3HaYEHHSA PUCKaAHHS Ta KpeHa, HaM NoTpibHo ckasatn GLFW cnyxatu
noAaii pyxy Muuli. Mn pobumo e, CTBOPMBLLKN (DYHKLiIFO 3BOPOTHOIO BUKIIUKY i3 HACTYMHUM

NPOTOTUMOM:

a

cpp

void mouse_callback(GLFWwindow* window, double xpos, double ypos);

N

Ocb Xpos Ta ypos npencTaBnAaoTb NOTOYHI NO3ULIT MULWLI. AK TiSIbKN MU 3apeeCcTpPyEMO
bYyHKLiHO 3BOPOTHOIO BUKJ/IMKY 3a AonomMoroto GLFW, KOXXHOro pasy, Konv MuLua

pyxaeTbcs, BUKNNKaeTbca GyHKkuis mouse_callback:

s

cpp

glfwSetCursorPosCallback(window, mouse_callback);

o

MNpyn 06po6Li BBEAEHHA MULLI ANS KaMepu y CTUAI "niTadol” € Kinbka KPOKiB, AKi HaM
NOTPIGHO BUKOHATW, NEPLU HDX MU 3MOXXEMO MOBHICTO po3paxyBaTu BEKTOP HanpsiMKy

Kamepu:

1. Po3paxyBaTu 3MilLLeHHS MULLI 3 MUHYIOrO Kaapy.



2. [loaaTn 3Ha4YeHHs 3MiLLeHHA [0 3HaYeHb pUCKaHHA Ta KpeHa KaMepu.

3. [lopatn aeski obMexKeHHs s MiHiManbHUX/MaKCUMalbHUX 3Ha4YeHb KpeHa.

4. Po3paxyBaTun BEKTOP HaMNpsAMKY.

[MepLunn KpoK - po3paxyBaTu 3MiLLEHHA MULLI 3 OCTaHHbOro Kagpy. CnovaTtky Ham
NOTPiIGHO 36eperT oCTaHHI NO3uLil MULWI B Nporpami, AKi Mu iHiLianisayeMo B LeHTPiI

ekpaHa (po3mip ekpaHy - 800 Ha 600) Ha no4aTKy:

s

cpp

float lastX = 400, lastY = 300;

o

MoTiM y PYHKLIT 3BOPOTHOrO BUKJIMKY MULLI PO3Pax0BYEMO 3MiLLLEHHS MK OCTaHHIM Ta

NOTOYHUM KaapoOM:

s

cpp

float xoffset = xpos - lastX;

float yoffset = lastY - ypos; // 3BOPOTHE 3HAUYEHHS, OCKiNIbKM KOOPANHATU Y 3MiHIOOTbCSA

BigHW3Y Bropy

lastX = xpos;

lastY = ypos;



const float sensitivity = 0.1f;

xoffset *= sensitivity;

yoffset *= sensitivity;

s

3BEpHITb yBary, Lo M1 MHOXWUMO 3Ha4YeHHS 3MILLLEHHA Ha YyT/IUBICTb. AKLLO MU
OMYCTMMO Lie MHOXEHHS, pyX MuLi 6yae 3aHaaTO CUNTbHUM; eKCNEPUMEHTYITE 3i

3HAYeHHAM YyTIMBOCTI 3a CBOIM CMaKOM.

Lani Mn gogaemMo 3Ha4YeHHS 3MiLlLEeHHSA 40 rno6anbHO BU3HAYEHMX 3HAYEHb PUCKaHHA Ta

KpeHa:

s

cpp

yaw += xoffset;

pitch += yoffset;

s

Ha TpeTboMy Kpoui MK Xo4eMo AoaaTth Aesiki 06MeXeHHs1 Kamepy, o6 KopucTyBadi He
MOT/IY POBUTU AMBHI pyXun KaMepoto (L0 TaKOX BMKJIMKAE 06epTaHHs npu LookAt, konu
BEKTOP HanpsAMKY napanesibHUi HanpsaMKy Bropy cBiTy). PCKaHHSl MOBUHHO 6YTH
obMmexKeHe Tak, o6 KopucTyBaui He Mornu ameuTucs euile 89 rpaaycie (npu 90

rpagycax Big6yBaeTbcsi o6epTaHHsA LookAt), a TakoX He Huxk4Ye -89 rpaaycis. Lle



3a6e3ne4ynTb MOXJ/IMBICTb KOPMCTYBavya NoANUBUTUCA HA HE6O abo BHU3 A0 CBOIX Hir, ane
He gani. 06MeXKeHHs NpaLooTh Tak, WO BOHM 3aMiHIOOTb 3HaYeHHs Enepa rnoro

3HAYEHHAM 06MEXXEHHS, AAKLLO BOHO MOPYLUYE OBMEXEHHS:

a

cpp

if(pitch > 89.0f)

pitch = 89.0f;

if(pitch < -89.0f)

pitch = -89.0f;

o

3BepHiTb yBary, L0 M1 He BCTAaHOB/THOEMO 06MEXEHHS /1 3HaYEHHS PUCKaHHS,
OCKifIbKM MU HE XOYEMO 06MeXyBaTh KOPUCTYBaYa B ropu30oHTaNIbHOMY 06epTaHHi.

OfHak ue TakoX nerko gopatu 06MeXXeHHSs 01A pPUCKaHHA, AKLWO BU TaK BVIpiLUVITe.

YeTBEpPTUI | OCTaHHIN KPOK - po3paxyBaTn GakTUYHUIA BEKTOP HaNpPSIMKY,

BUKOPUCTOBYOUM (hOpMySy 3 NonepeaHboro po3ainy:

o

cpp

glm::vec3 direction;

direction.x = cos(glm::radians(yaw)) * cos(glm::radians(pitch));



direction.y = sin(glm::radians(pitch));

direction.z = sin(glm::radians(yaw)) * cos(glm::radians(pitch));

cameraFront = glm::normalize(direction);

s

OTpuMaHuUn UMM BEKTOP HaMNpPsIMKY BXXe MIiCTUTb BCi 06epTaHHS, po3paxoBaHi Bif pyxy
mMuLi. OcKinbky BeKTOp cameraFront Bxe BkAtoUeHUn y dyHKUito lookAt gim, My roTosi

00 BUKOPUCTAHHA.

AKLL0 BM 3apas 3anycTuTe Ko, BU MOMITUTE, LLLO KaMepa POOBUTb BEIMKNIN panToOBUMA
CTPMBOK, KoMK BiKHO BrnepLue oTpuMye GOKyC Bif Kypcopa Muui. MprUUYnHOLO LUboro
panToBOro CTpMbKa € Te, WO, AK TiNIbKM KYypCOp BXOANUTDb Y BiKHO, GYHKLiA 3BOPOTHOIO
BUKJTUKY MULLI BUKJTMKAETbCA 3 NO3HAYKaMM XpPOS Ta Ypos, PiBHUMU MiCLLO, 3 AKOIO
MULLA yBiNLIIA Ha eKpaH. Lle 4acTo € NOMTIOXXEHHAM, AKe BUABMAETbCA 3HAYHO
BiAfaneHuM Bif, LEHTPY eKpaHa, LWo NpU3BoANTb 40 BEIMKUX 3MILLLEHD i, OT)Xe, BESIUKOIo
CTpubKa pyxy. Mn MoXXemMo 06iiTu Lo NpobnemMy, BUBHaUNBLLM r106anbHY 3MiHHY TUMNY
bool ansa nepeBipky, 4n Le NepLue BBeAEHHS MULLI. AKLLO Lie nepLle BBEAEHHS, MU
OHOBJIFOEMO MOYATKOBI MO3HAYKN MULLI HOBUMU 3HAYEHHAMM XPOS Ta ypos. OTpumaHi
NOTIM PyXu MuULi 6yayTb BUKOPUCTOBYBATU KOOPAMHATMU MicLisl, BBE,EHOr0 HOBOK

NMO3HAYKOH MULLI, A1 PO3PaXyHKY 3MilleHb:

N

cpp

if (firstMouse) // cnoyaTKy BCTaHOBJIEHO B true

lastX = xpos;



lastY = ypos;

firstMouse = false;

3aBepLUGHVIl7I Ko Tenep surnagace Tak.

“cpp

void mouse_callback(GLFWwindow* window, double xpos, double ypos)

if (firstMouse)

lastX = xpos;

lastY = ypos;

firstMouse = false;

float xoffset = xpos - lastX;

float yoffset = lastY - ypos;



lastX = xpos;

lastY = ypos;

float sensitivity = 0.1f;

xoffset *= sensitivity;

yoffset *= sensitivity;

yaw += xoffset;

pitch += yoffset;

if(pitch > 89.0f)

pitch = 89.0f;

if(pitch < -89.0f)

pitch = -89.0f;

glm::vec3 direction;

direction.x = cos(glm::radians(yaw)) * cos(glm::radians(pitch));

direction.y = sin(glm::radians(pitch));

direction.z = sin(glm::radians(yaw)) * cos(glm::radians(pitch));



cameraFront = glm::normalize(direction);

s

Ocb i Bce! NonpobyiTe Tenep i B Nnob6auymTe, WO TeNep M1 MOXEMO BiflbHO

nepemiwartnca B Hawin 3D-cueHi!

ZOOM

AK [OAaTKOBUI €NeMEHT A0 CUCTEMU KaMepK, MU TaKoXX peanidyemMo iHTepdenc
3yMyBaHHS. Y nonepegHbOMY po3Aisi MM CKasanu, Lo nosie 3opy a6o FOV B 3HaYHi Mipi
BU3HA4YaEe Te, CKiJIbKN MU MOXEMO 6aunTu cLeHun. Konu none 30py CTa€ MEHLLUM,
NPOEKTOBaHUM MPOCTIp CLUEHU CTaE MeHLNM. Llen MeHLLInn NpOCTip NPOEKTYETbCA Ha TOM
camuii NDC (Normalized Device Coordinates), cTBoptotou into3ito 36inblueHHs. s
36iNbLUEHHS, MM 6yAEMO BUKOPUCTOBYBATM KOIECO MPOKPYTKM MuLi. MNogibHo [0 pyxy
MULLI Ta BBELEHHSA 3 KnaBiaTypu, Y Hac € dhyHKLi 3BOPOTHOMO BUKJIIMKY A1 MPOKPYTKM

MULLI:

s

cpp

void scroll_callback(GLFWwindow* window, double xoffset, double yoffset)

fov -= (float)yoffset;

if (fov < 1.0f)



fov = 1.0f;

if (fov > 45.0f)

fov = 45.0f;

Mig yac npokpyyyBaHHA 3Ha4YeHHsA 'yoffset’ Bkasye Ham, Ha CKiflbKM MU MPOKPYTUM
BepTMKanbHO. Konn BuknNunkaeTbcsa GyHKUiA 3BOPOTHOro BMKAKKY scroll_callback’, mu
3MiHOEMO BMICT riobanbHO BU3Ha4YeHo! 3MiHHOT fov'. Ockinbku 45.0 - Lie 3Ha4YeHHSA 3a

3aMOBYYBaHHAM Ans ‘fov', MM XoueMo 06MEeXUTH piBeHb 3yMyBaHHA Mix 1.0 Ta 45.0.

Tenep HaM NOTPIGHO 3aBaAHTAXUTN MaTPULKO NepPCneKTUBHOI Npoekuii Ha GPU KoxeH

Kagp, ane uboro pasy 3 ‘fov' sik nonem 3sopy:

“cpp

projection = glm::perspective(gim:rradians(fov), 800.0f / 600.0f, 0.1f, 100.0f);

|, HapeLUTi, He 3abyabTe 3apeecTpyBaT QYHKLiFO 3BOPOTHOIO BUKJTUKY A5t MPOKPYTKMU:

“cpp



glfwSetScrollCallback(window, scroll_callback);

o

| ocb BaM Lie. My peanisyBanu NpocTy CUCTeMYy KaMepW, sika 103BOJIAIE BifIbHO pyxaTucs

B 3D-cepenoBuLL,.

https://learnopengl.com/video/qgetting-started/camera_mouse.mp4

Knac kamepm

*Y HacTYMHUX po3Ainax Mu 3aBXau 6yaemMo BUKOPUCTOBYBATH KaMepy, o6 nerko
OrnAfaTv CLEeHM | 6a4nTh pe3ynbTaTu 3 pisHUX KyTiB. OAHAK, OCKiNIbKK KO, KaMepu MoXe
3aliMaTy 3HAYHY KiNbKiCTb MiCLISi B KOXXHOMY pO3Jisli, MM HEBENMYKO abCcTparyemMo noro
JAeTani Ta CTBOPHOEMO CBIill BNACHUIN 06'eKT KaMepu, AKNN BUKOHAE BiNbLUICTb po60TH 3a
Hac, AoAaBLuM AesiKi uikasi Qiwku. Ha BigMiHy Big po3giny npo wenaep, Mu He 6yaemMo
[IOKJ1afHO Bac NPOBOAMTM KpPisb CTBOPEHHS KJlacy Kamepw, afe HagaMo BaM (NMOBHICTHO
3aKOMEHTOBaHMWI) BUXiAHWI KOZ, SKLLO B 3aX04eTe posibpaTucst B MOro BHYTPILLHIX

po6oTax.*

*MopibHO A0 06'eKTa Wenaepa, MM BU3SHAYAEMO KJlaC KaMepy BUKJIFOYHO B O4HOMY
3aronioBkoBoMy dainni. Bu MoxxeTe 3HaTh Knac KaMepu TyT; BU NOBUHHI MaTH
MOXJ/IMBICTb 3pO3YMITU KO NiCNA Lboro po3ainy. PekoMmeHayeTbCca NnpUuHanMHi oguH pas

I'IepeBipVITVI Knac aK rnpukriajg 1oro, AK B MOXXeTe CTBOPUTU BJTaCHY CUCTEMY Kamepm.*


https://learnopengl.com/video/getting-started/camera_mouse.mp4

*CucTeMy KaMepu, aKy M1 NpeacTaBuIMY, € KaMepa, aKa NigxoauTb Ans 6inbLoCTi
3aBfaHb i Npautoe Jobpe 3 ennepoBUMM KyTaMu, ane byabTe 06epexkHi, KOs CTBOPOETE
pi3Hi cMcTeMM KaMep, Taki ik kamepa Big nepwoi oco6u (FPS) un kamepa ans cumynsuii
nonboTy. KoXXHa cMcteMa KaMmepu Mae CBOI XMTPOLLi Ta 0CO6IMBOCTI, TOMY byabTe
BMeBHEHI, WO YnTaeTe Npo HMX. Hanpuknag, ua kamepa He [03BONAE 3HAYEHHAM KpeHy
6inbluMMM abo piBHMMM 90 rpagycam, a cTaTudHuii BekTop Bropy (0,1,0) He npautoe, Konu

MMV BPaxoOBYEMO 3HAYEHHS KyTa KpeHy.*

*QHOBJIEHY BEPCitO BUXiAHOMO KoAy i3 HOBMM 06'€KTOM KaMepy MOXHa 3HaWTh TyT.*

**BnpaBu**

1. *CnpobyinTe NepeTBOPUTM KS1aC KaMepu Tak, LWob BiH CTaB CNpaB)XHbOK KaMepoto Bif,
nepwoi ocobu (FPS), fie BU He MOXKeTe NiTaTh; BU MOXKETE NNLIE AUBUTUCSA HAaBKOJIO,

3a/IMLLIAKYMCD Ha NJIOLLMHI XZ: [pileHHA](NocUNaHHA_Ha_pilleHHs).*

2. *CnpobywTe CTBOPMTM CBOO BNacHy GyHKLito LookAt, e BM Bpy4YHy CTBOpUTE BUAOBY
MaTpuLto, SIK 06roBOPHOBANOCs Ha NoYaTKy Liboro po3giny. 3amiHiTb GyHKuUito LookAt Big
glm cBOIM BNacHMM BUKOHaHHSIM i NepeKoHanTecs, L0 BOHa BCe L Nnpawutoe Tak caMmo:

[pileHHA](NnocMnaHHA_Ha_pilleHHs).*






