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KpeTtame yHyTap Mojesa. TpaHcpopmanmja kKamepe.

Onuc npo6sema
Hanpasutu cneaehe metoae Koje he ce n3BpLuiaBaTM NPUTUCKOM NOjeaMHUX TacTepa Ha TacTaTypu:

e Tacrep ,w“ — KpeTare Hanpega,

e Tacrtep ,s“— KpeTare Hasaa,.

e Tacrtep ,a“ — boYyHO KpeTame neBo.
e Tacrtep ,d“ — BOYHO KpeTarbe AecHo.
e Tacrep ,4“ — OKkpeTarbe /1eBo.

e Tacrep ,6“ — OKkpeTarbe gecHo.

e Tacrtep ,8“—Nornen Ka rope.

e Tacrtep ,2“—Nornea Ka gone.

Pelieme

KpeTarbe Kpo3 mogen ce cBoAM Ha TpaHchopMaumjy Kamepe Kojom ce mogen nocmatpa. [a 6u ce
edekaT TpaHchopmaumje Kamepe BMAEO NOTPebHO je HaKoH TpaHcdopmauumje NOHOBO MO3BATH
bYHKUM]jY 32 NOCTaB/bakbe Kamepe ca U3MeHeHUM NapameTpuma.

MpBo je noTpebHO Aa onepaTUBHM CUCTEM yXBaTK gorahaj NpUTUCKa TacTepa Ha TacTaTypu, a NOTOM U
Aa oapearyje Ha ogrosapajyhm HaumH nosmBom oarosapajyhe ¢yHKkumje. HakoH Tora ce nosusa
NMOHOBHO MOCTaB/baktbe KaMepe M MOHOBHO MCLpTaBakbe mogena. Mcnog, je npuMKkasaHa meTtoda Koja
MMNJAEMEHTMPAONNCAHY GYHKLMOHANHOCT.

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

{
Matrix4x4 MT;
Vector3D V;
Vector3D L, T;

switch (key)

{

case 27: //ESC key
exit (0) ;
break;

case 'a':
cout << "a pressed -> moving left" << endl;
MoveLeft CameraTransform();
break;

case 'd':
cout << "d pressed -> moving right" << endl;
MoveRight_CameraTransform();
break;

case 'w':
cout << "w pressed -> moving forward" << endl;
MoveForward CameraTransform() ;
break;

case 's':
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cout << "s pressed -> moving backward" << endl;
MoveBackward CameraTransform() ;
break;

case 52:
cout << "4 pressed -> turning left" << endl;
TurnLeft CameraTransform();
break;

case 54:
cout << "6 pressed -> turning right" << endl;
TurnRight CameraTransform() ;
break;

case 56:
cout << "8 pressed -> look up" << endl;
LookUp CameraTransform() ;
break;

case 50:
cout << "2 pressed -> look down" << endl;
LookDown CameraTransform() ;
break;

setCameral() ;
glutPostRedisplay() ;

Y 3aBMCHOCTM 04, MPUTUCKA Ha HEKM TacTep Ha TacTaTypu, nsspwuhe ce ogrosapajyha metoga. O Tum
meTogama he 6UTK peun ucnoga.

Tpeba HanomeHyTH aa he ce y 0BUM meTogama Hahu jeaHa gogatHa dyHUMOHaNHOCT. To je Buparbe
6p3nHe Kojom he BUTK BpLLIEHO KpeTakbe Kpo3 mogen. O4HOCHO, YKOIMKO je MPUTUCHYT JIeBU TacTep
MuLa, KpeTarbe he 6UTK BprKe of CTaHZAPLHOT.

Y nporpamy cy aebuHUCaHM MaKkpou Koju he BogUTK padyHa 0 Bp3MHM KpeTarba Kao M O yray npu
OKpeTamy:

#define MOVING CONST 0.1

#define ROTATION_ CONST 3.14/180.0
#define SPEED CONST NORMAL 1
#define SPEED_CONST_FAST 10

[a 61 ce N3BpLIMNO KpeTakbe Hanpes NPBo je NoTpebHO 04peaAnTn BEKTOP NPaBL,A Y KOME je ycmepeHa

Kamepa V Kao pasfiMKy BEKTOpa TauyKe Ka KOojoj je KamepeHa ycMepeHa W Tayke Kojom je opeheH
NON0Xaj Kamepe. YKONUKO AedUHMILEMO KpeTakbe Mo YBPCTOj U PaBHOj NoAN03M Y KoopauHaTa ce

Hehe merbaTi, Na 13 Tor passora 4obujeHn sekTop Tpeba npojektoBaTh y pasaH XOz. [a 6p3uHa He
61 3aBMcMNa oA yAa/beHOCTM MO3ULMje Kamepe M TauyKe Ka Kojoj je ycmepeHa, notpebHo je

HOPMann30BaTM BEKTOP V , a MOTOM Yy 33aBMCHOCTU Of W3abpaHe Op3nHe KpeTarba NMOMHOMKMUTU
oarosapajyhom koHctaHTOM. CaZa je jow noTpebHOo TpaHCAMPATM NO3MLUMjY Kamepe U TauyKy Ka Kojoj

je Kamepa ycmepeHa 3a BekTop V.
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KPETaI-be YHa3aj ce ,D,ed)MHMLLIe Ha UCTU Ha4YNH OCMM LWITO Ce Tpchnau,Mja BpWM 3a BeKTop —V.

MporpamcKu Kog oBMX MeToAa AaT je UCMOoA.

void MoveForward CameraTransform()

{

Matrix4x4 MT;
Vector3D v = LookAt vector - CameraPosition;
v.m_y = 0.0;
v.Normalize () ;
double speed = SPEED CONST NORMAL;
if (speedIndicator == 1)
speed = SPEED CONST FAST;

v = v * speed * MOVING CONST;

MT.loadTranslate(v.m x, v.m y, v.m z);

CameraPosition = MT.Transform(CameraPosition);

LookAt vector = MT.Transform(LookAt vector);

void MoveBackward CameraTransform()

{

Matrix4x4 MT;
Vector3D v = LookAt vector - CameraPosition;

v.m y = 0.0;

\4

v.Normalize () ;
-v * SPEED CONST NORMAL * MOVING CONST;

MT.loadTranslate(v.m x, v.m y, v.m z);

CameraPosition = MT.Transform(CameraPosition);

LookAt vector = MT.Transform(LookAt vector);

—

—

Heka je f BekTop npasua y kome je ycmepeHa Kamepa. Bektopckum npoussogom sektopa f u

BeKTOopa Kamepe UP paobuja ce sektop W=UPx f . Bektop W ce KOpWCTM NpuanMKom 6GouHOr

KpeTatba 71eBO U AecHo. [oTpebHO je jow HOpManu3oBaTM A06MjeHU BEKTOP M MOMHOMWUTK ra

KOHCTaHTOM Kojom je oapeheHa bp3nHa KpeTara. Kamepa ce TpaHC/Mpa 33 BEKTOp W YKO/IMKO je pey
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0 60YHOM KpeTatby Y /1eBO, a 32 BeKTOp —W aKo je pey o 604HOM KpeTahy Y AeCHO0.3a UCTU BEKTOp ce
TpaHCAMpPa M TaYKa Ka KOjoj je ycmepeHa Kamepa.

void MoveLeft CameraTransform()

{
Matrix4x4 MT;
Vector3D f = LookAt vector - CameraPosition;
Vector3D w = LookUp vector.Cross(f);
w.Normalize () ;
w=w * SPEED CONST NORMAL * MOVING CONST;

MT.loadTranslate(w.m X, w.m y, W.m z);

CameraPosition = MT.Transform(CameraPosition);
LookAt vector = MT.Transform(LookAt vector);

void MoveRight CameraTransform()

{
Matrix4x4 MT;
Vector3D f = LookAt vector - CameraPosition;
Vector3D w

LookUp vector.Cross (f);

w.Normalize () ;

w = -w * SPEED CONST NORMAL * MOVING CONST;
MT.loadTranslate(w.m X, w.m y, wW.m z);

CameraPosition = MT.Transform(CameraPosition);
LookAt vector = MT.Transform(LookAt vector);

OKpeTatbe NeEBO U AECHO Ce peanunsyje poTMparbeM KaMepe OKO 0ce Koja MpoJiasy Kpo3 TauKy Kojom
je ogpeheH nonoxaj Kamepe, a uMma npasay, Y oce. TakBa poTaumja ce dopmupa U3 Tpu

TpaHcpopmaumje. Heka je BekTop N napanenaH ca XZ paBHM M TakaBs Aa Kamepy TpaHcampa 4o Y oce.

MpBa TpaHchopmaLMja BPLIM TPAHCAUPAHbEe Kamepe 3a BeKTop N . Notom ce BpwK oaroeapajyha
poTaumja oko Y oce. M Ha Kpajy ce BpWM MHBEP3HA TPaHCNauMja 33 BEKTOP —N . 3Hakom yrna

poTauuje ce ogpehyje ga M ce BPLWM OKPET Ha 1IEBO MW HA AECHO.

void TurnLeft CameraTransform()

{
Matrix4x4 MR,MT1,MT2,MT;

MT1.loadTranslate (-CameraPosition.m x, 0.0, -CameraPosition.m z);
MT2.loadTranslate (CameraPosition.m x, 0.0, CameraPosition.m z);
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MR.loadRotateY (ROTATION CONST) ;
MT = MT2 * MR * MT1;

LookAt vector = MT.Transform(LookAt vector);

void TurnRight CameraTransform()

{
Matrix4x4 MR,MT1,MT2,MT;
MT1.loadTranslate (-CameraPosition.m x, 0.0, -CameraPosition.m z);
MT2.loadTranslate (CameraPosition.m x, 0.0, CameraPosition.m z);
MR.loadRotateY (-ROTATION CONST) ;

MT = MT2 * MR * MT1;

LookAt vector = MT.Transform(LookAt vector);

Mornep Ha rope UK Ha JoNe Ce peanun3syje POTaLMjoM TauKe Ka Kojoj je ycmepeHa kamepa 100KAp u

BeKTopa Kamepe UP OKo oce Koja Mma npasau, Beh onncaHor Bektopa W, a Npo/1a3un Kpo3 TauKy Kojom

je oapeheH nonoxaj Kamepe. 3Hak yrna potauuje ogpehyje ga n ce BpWK Noraes Ka rope Uam Ka

. T
pone. Y nporpamckom Koay umcnog, A03BOJ/bEHO J€ CaMO pOoTUparbe Ha Aone U rope o yrna E .

void LookUp CameraTransform()

{
Matrix4x4 MR;
Vector3D f = LookAt vector - CameraPosition;
Vector3D w = LookUp vector.Cross (f);

if (rotationUpDown + ROTATION CONST < 0.5*M PI)

{
MR.loadRotate (CameraPosition, w, —ROTATION_ CONST) ;

LookAt vector = MR.Transform(LookAt vector);
Vector4D LookUp vector4d = LookUp vector;

LookUp vectordd.m w = 0.0;

LookUp vector4d = MR.Transform(LookUp vector4d);

LookUp vector = LookUp vector4d;

rotationUpDown += ROTATION CONST;
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void LookDown CameraTransform()

{
Matrix4x4 MR;
Vector3D f = LookAt vector - CameraPosition;
Vector3D w = LookUp vector.Cross (f);

if (rotationUpDown - ROTATION CONST > -0.5*M PI)
MR.loadRotate (CameraPosition, w, ROTATION CONST) ;
LookAt vector = MR.Transform(LookAt vector);
Vector4D LookUp vector4d = LookUp vector;
LookUp vectord4d.m w = 0.0;
LookUp vector4d = MR.Transform(LookUp vector4d);

LookUp vector = LookUp vector4d;

rotationUpDown -= ROTATION CONST;

Mcnop, ce Hanasm n GyHKUMja KOjOM Ce pearyje Ha MpUTMCaK TacTaType MMULLA, a KOjoOM ce MOXKe
n3abpaTn BprKe KpeTarbe yHanpea.

void mousePress (int button, int state, int x, int y)

{
switch (button)

{
case GLUT LEFT BUTTON:

if (state == GLUT_DOWN)
speedIndicator = 1;
else
speedIndicator = 0;
break;
default:
break;

MpupoaHo-maTemaTnukmn dakyntet, Kparyjesay,




