njinitCamera (NJS_CAMERA *c)

(X, py, pz)
(VX, vy, vz)
(roll)
(ang)
(n_clip)
(f_clip)
X (Ix)
Y ()
VA X
typedef struct {
Float pXx,py,pz; [/* */
Float vx,vwyvz; [* */
Angle roll; * */
Angle ang; * */
Float n_clip; I* */
Float f_clip; I* */
NJS VECTOR Ix,ly; /* */

} NJS_CAMERA;




njTranslateCameraPosition(NJS_CAMERA *c, Float x, Float y, Float z)
XY Z

njRotateCameraPositionX(NJS_CAMERA *c, Float ang)
njRotateCameraPositionY(NJS_CAMERA *c, Float ang)
njRotateCameraPositionZ(NJS_CAMERA *c, Float ang)
njRotateCameraPositionXYZ(NJS_CAMERA *c, Float ax, Float ay, Float az)
ang
njRotateCameraPositionXYZ XY z

ay az

njForwardCameraPosition(NJS_CAMERA *c, Float x)
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njPitchCameralnterest(NJS_CAMERA *c, Angle ang)
X ang

njYawCameralnterest(NJS_CAMERA *c, Angle ang)
Y ang

NjRollCamera(NJS_CAMERA *c, Angle ang)
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njPointCameralnterest(NJS_CAMERA *c, Float x, Float y, Float 2)
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NjSetCameraAngle(NJS_CAMERA *c, Angle ang)

ang

njSetCamera
njSetPerspective
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njSetScreenDist



NjSetCameraDepth(NJS_CAMERA *c, Float n, Float f)

Ninja 4
65535
65535
njClipz NjSetCamera
njClipz



VIEW

njSetCamera(NJS_CAMERA *c)

NJS_MATRIX mat[10]
NJS_CAMERA camera,;

njlnitMatrix(mat, 10, 0);
njlnitCamera(*camera);
njTranslateCameraPosition(&camera, 1000.f, 0.f, 0.f);

njPointCameralnterest(&camera, 0.f, 0.f, 0.f);

while(1){
njSetCamera(&camera);
I* */
njRotateCameraPositionY(&camera, NJM_DEG_ANG(1));

njPointCameralnterest(&camera, 0.f, 0.f, 0.f);



