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ObbekTHaa cuctema
KoopauHaT
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O0bObeKkTHada cucrtema
KoopauHaT

A
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Mcnonp30BaHHE OOBEKTHBIX KOOPAUHAT CHJILHO O0JIerdyaeT
"KU3Hb IIPU CO3JaHUU MOJelIel 00bEKTOB. PazHbie Moaenu
HHUKAK HE 3aBUCAT JIPYT OT Jpyra - MO>KHO MCIIOJIb30BaTh
pa3HbIC MAcIITA0bl, pa3HbIC TOYKU OTCUETA U T. II.



MwnpoBas cucrtema KoopauHat

J171s1 TOro, 4T0 OBl COCTABUThH M3 HECKOJBKUX OOBEKTOB CIICHY,
HEOOXOAUMO PACIIOIOKUTh U OPUEHTUPOBATH OOBEKTHI APYT
OTHOCHUTEJIBHO JIpyra onpeacaeHHbIM 00pa3oM.



MunpoBaa cuctema koopauvHar

Z

Mupoeoii Ha3pIBaIOT CUCTEMY KOOPAMHAT, UCIIOIB3YEMYIO KaK
CAUHYIO0 CUCTEMY OTCUETa JIJIsl BCEM CIICHBI.



Cucrtema KoopanHaT Kamepbl

ITocae Toro, Kak 0ObEKTHI IIOMEIIEHBI Ha CLICHY (B
MHPOBYIO CUCTEMY KOOpJMHAT!), caMO€ BpeMs OAyMarh O
TOM, IJI€ 1 KaK YCTAHOBUTh KaMeEpy.



Cucrtema KoopamHaT KamMmepbl

[ToMerasa kamepy B pa3jIiMyHbIE TOYKU < Q >

CLIEHBI MBI UMEEM BO3MOXKHOCTD p
aKIICHTUPOBAaTh BHUMAHUE 3PUTENIA HA v
PA3JIMYHBIX YACTIX CIECHBI




Cucrtema KoopamHaT KamMmepbl

JUCTEMA KOOPJMHAT, B KOTOPOU TOUYKA OTCUETA
MPUBS3aHA K KAMEPE, UCTIOJIb3YETCS B MPOLIECCE
0TOOpakeHUs 00ObEKTOB Ha DKPaH.



Cucrtema KoopamHaT KamMmepbl
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B ouonuorekax Direct3D u OpenGL ocu cucTeMbl KOOPAMHAT KaMephl
OPUEHTUPOBAHHKI ClieayomMnM 00pa3zoM: Ox - cieBa Ha npaBo, Oy - ¢ HU3Y BBEPX,
Oz - Bo1yOb 3kpana 1t D3D u Haooopot anist OpenGL.

[Imockocth Oxy COBIAAAET C MJIOCKOCTHIO DKpaHa.



[lonoxeHne HabnwaaTens

void gluLookAt(

GLdoub
GLdoub
GLdoub

);

e ex, GLdoub
e cx, GLdoub
e upx, GLdoub

e ey, GLdouble ez,
e cy, GLdouble cz,
e upy, GLdouble upz



Cucrema KoopamHat nosib3oBaTens
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OnpeneneHne cUCTeMbl KoopanHaT
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[Ipumep ynpaBneHns Kamepowu

#include <GL/glut.h>
#define  USE_MATH_DEFINES
#include <math.h>

struct Point3
{
double x;
double y;
double z;

X

struct Vector3
{
double x;
double vy;
double z;

%

Point3 eye, look;
Vector3 up;
Vector3 u, v, n;



[Ipumep ynpaBneHns Kamepowu

//3arpy3ka maTpuubl MOAENMPOBaHMA-BMAA CYLLECTBYIOWMMN OS1 KaMepbl BENNYMHaAMM
void setModelViewMatrix(void)

{

float m[16 |;
Vector3 eVec;

eVec.x = eye.x; eVec.y = eye.y; eVec.z = eye.z;

m[0] = u.x; m[4] = u.y; m[8] = u.z; m[12] =-eVec.x * u.x - eVec.y * u.y - eVec.z * u.z;
m[1] = v.x; m[5] = v.y; m[9] = v.z; m[13] = -eVec.x * v.x - eVec.y * v.y - eVec.z * v.z;
m[2] = n.x; m[6] = n.y; m[10] = n.z; m[14] = -eVec.x * n.x - eVec.y * n.y - eVec.z * n.z;
m[3] = 0.0; m[7] = 0.0; m[11] = 0.0; m[15] = 1.0;

glMatrixMode(GL_MODELVIEW);
glLoadMatrixf(m);



[Ipumep ynpaBneHns Kamepowu

/[ Co3paHue maTpuubl MOOENUPOBaAHUA-BUAA
void set(Point3 Eye, Point3 Look, Vector3 Up)
{
eye = Eye; look = Look; up = Up;
n.x = eye.x - look.x; n.y = eye.y - look.y; n.z = eye.z - look.z;
UX=Up.y *nz-up.z*ny;uy=up.z*nx-up.x*nz uz=upx*ny-up.y * nx;

double norm;

norm = sqrt(n.x *n.x + n.y * n.y + n.z * n.z);

n.Xx =n.x/norm; n.y =n.y/ norm; n.z=n.z/ norm;
norm = sqrt(u.x *u.x + u.y *u.y + u.z * u.z);

U.X = u.x/norm; u.y = u.y/norm; u.z = u.z/ norm;

VX=ny*uz-nz*uy,vy=nz*ux-nx*u.z vz=nx*uy-ny*ux;

setModelViewMatrix();



[Ipumep ynpaBneHns Kamepowu

//CKkonbXxeHne

void slide(float delU, float delV, float delN)

{
eye.x +=delU * u.x + delV * v.x + delN * n.x;
eye.y +=delU * u.y + delV * v.y + delN * n.y;
eye.z +=delU * u.z + delV * v.z + delN * n.z;
setModelViewMatrix();

}

//KpeH

void roll(float angle)

{
float cs = cos(M_PI1/ 180 * angle);
float sn = sin(M_PI /180 * angle);
Vector3 t = u;
Ux=cs*tx-sn*vx;uy=cs*ty-sn*wvy,uz=cs*tz-sn*vz
vx=sn*tx+cs*vx;vy=sn*ty+cs*vy,vz=sn*tz+cs*vz
setModelViewMatrix();



[Ipumep ynpaBneHns Kamepowu

[[TaHrax

void pitch(float angle)

{
float cs = cos(M_PI/ 180 * angle);
float sn = sin(M_PI /180 * angle);
Vector3 t =v;
VX=Ccs*tx-sn*nx;vy=cs*ty-sn*ny;vz=cs*tz-sn*n.z
nx=sn*tx+cs*nx;ny=sn*ty+cs*ny;nz=sn*tz+cs*n.z
setModelViewMatrix();

}

/[PbickaHue

void yaw(float angle)

{

float cs = cos(M_PI1/ 180 * angle);

float sn = sin(M_PI /180 * angle);

Vector3 t = u;

ux=cs*tx+sn*nx;uy=cs*ty+sn*ny;uz= cs*t.z+sn*n.z
nx=-sn*tx+cs*nx;ny=-sn*ty+cs*ny;nz=-sn*tz+cs”*n.z
setModelViewMatrix();



[Ipumep ynpaBneHnsa kKamepowu

//[TMoBOPOT KamMepbl BOKPYr OCU V

void rotate(float angle)

{
float cs = cos(M_PI/ 180 * angle);
float sn = sin(M_PI /180 * angle);
Point3 Eye, Look;
Vector3 Up;

Eye.x = cs * eye.x - sn * eye.z;
Eye.y = eye.y;
Eye.z =sn * eye.x + cs * eye.z;
Look = look;
Up = up;
set(Eye, Look, Up);
}
void setShape(float left, float right, float bottom, float top, float near, float far)

{
glMatrixMode(GL_PROJECTION);

glLoadldentity();
glOrtho(left, right, bottom, top, near, far);

}



[Ipumep ynpaBneHns Kamepowu

void myKeyboard(unsigned char key, int x, int y)

{
switch(key)
{
case '1": slide(0, 0, 0.2); break; // ckonbxeHue Bnepen
case '2": slide(0, 0, -0.2); break; // ckonbxeHne Hasag
case '3": pitch(-1.0); break; /[ TaHrax BBEpPX
case '4". pitch(1.0); break; /] TaHra>k BBHU3
case '5": roll(-1.0); break; // KpeH BneBo
case '6": roll(1.0); break; // KpeH BNpaBo
case '7": yaw(-1.0); break; /] pbICKaHMe BNeBO
case '8": yaw(1.0); break; // pbickaHne BnpaBo
case '9" rotate(1.0); break;
case '0": rotate(-1.0); break;
}
glutPostRedisplay();
}
void myDisplay(void)
{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glutWireTeapot(1.0);

glFlush();

glutSwapBuffers();

}



[Ipumep ynpaBneHns Kamepowu

void main(int argc, char **argv)

{
glutinit(&argc, argv);
glutinitDisplayMode(GLUT_DOUBLE | GLUT _RGB);
glutlnitWindowSize (640, 480);
glutInitWindowPosition(50, 50);
glutCreateWindow("lNnnotnpoBaHne Kamepbl BOKPYr YanHuka");
glClearColor(1.0f,1.0f,1.0f,1.0f);
glColor3f(0.0f,0.0f,0.0f);
glViewport(0, 0, 640, 480);
Point3 Eye = {4, 4, 4}, look = {0, 0, 0};
Vector3 up = {0, 1, 0};
set(Eye, look, up);
setShape(-2.0f, 2.0f, -2.0f, 2.0f, 0.0f, 10.0f);
glutDisplayFunc(myDisplay);
glutKeyboardFunc(myKeyboard);
glutMainLoop();



[Ipumep ynpaBneHns Kamepowu
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