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B craree wmccnemyroTcs anrOpUTMBI YIIPaBICHUS KaMepou B TPEXMEPHBIX
UTPOBBIX Cpelax ¢ Y4€TOM KOJUIM3UM ¢ reomeTpuend ypoBHs. Pa3paborana
nporpamma Ha C++/OpenGL, peanusyiomasi Ba pexuma palOThl KaMephbl:
«mpocToi» (0e3 yuéra MpensTCTBUN) U «YMHBIW» (C UCTIOIB30BaHUEM raycast s
0oOHapyXEHUS CTCH). DKCIIEPUMEHTAIBHO ITOKA3aHO, YTO MPOCTON PEKUM TPHUBOIUT
K TMPOHUKHOBCHHUIO KaMephl B TEOMETPHIO MPU MOBOPOTAX M JBMKCHHH B Y3KHX
KOpHUJ0pax. YMHBIM PEKUM aBTOMAaTHYECKH COKPAIIAET TUCTAHITUIO JI0 00bEKTa IIPH
OOHApy)KEHWU TMPEMSITCTBHUS, TOMHOCTHIO WCKJIIOYas TMPOXOA CKBO3b CTECHBI.
[IpemIoKeHHBIN aJTOPUTM MOXET OBITh HCIONB30BaH Tpu paspaborke 3D-
IaThOPMEPOB U MPUKITIOUCHUECKHUX HTP.

Annotation

The article investigates camera control algorithms in three-dimensional game
environments considering collisions with level geometry. A C++/OpenGL program
is developed implementing two camera operation modes: "simple" (without obstacle
consideration) and "smart" (using raycast for wall detection). It is experimentally
shown that the simple mode leads to camera penetration into geometry during
rotations and movement in narrow corridors. The smart mode automatically reduces
the distance to the object when an obstacle is detected, completely eliminating wall
penetration. The proposed algorithm can be used in the development of 3D
platformers and adventure games.
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VYnpaBiieHue kKamepoi sIBISIETCS OMHON U3 KIFOUYEBBIX MPOOIEM MpH pa3padoTKe
TpEXMEpPHBIX HWrp. HenpaBuiabHO HACTPOEHHAs KaMepa MOMKET CYILIECTBEHHO
YXYALIATh WUTPOBOM OIIBIT, IPUBECTH K AC30PUCHTALMM WUIPOKA WIIA «BBUIETY»
KaMephl 3a mpenensl urpooro Mupa. Kak ormedaer Gregory B (hyHIaMEHTAIbHOM
TpyZle TI0 apXUTEKType WrpoBbIX NIBIWXKKOB [1], B 3D-mumardopmepax mpobiema
yCYTyOIIsIeTCsl TeM, YTO UTPOK MOCTOSHHO MEPEMENIAETCS 0 YPOBHIO, CTAIKUBACTCSA
C MPENATCTBUAMMU, 3aXOAUT B Y3KHE KOPUJIOPHI U IOBOPAUMUBAET 3a yIUIbl. B naHHOU
paboTe UcCIeayroTCs JIBa TOJX0/Ia K YIIPABICHUIO KaMEPO: MPOCTON PEKUM, MPU
KOTOPOM Kamepa HaXOIUTCs Ha (PUKCUPOBAHHOM PACCTOSIHUM OT UTPOKA, UTHOPUPYS
HaJIMYWE CT€H U NPEIMATCTBUM, U YMHBIA PEXUM, B KOTOPOM C IIOMOLIBIO raycast
(mycka nyda) onpeNensieTcsl HaJluyue MPEeMsTCTBUS MEXKYy UTPOKOM M KeaaeMOu
MO3ULMEN KaMepbl, TMOCJIE Yero pacCTOSHUE JO UrpoKa JAUHAMUYECKU
Koppektupyetrca. lLlenb pabOThI — SKCIEPUMEHTAIBHOE CpPAaBHEHUE JIBYX
AJTOPUTMOB YIIPABIICHUSI KAMEPOU U BBISIBIICHUE NMPEUMYIIECTB YMHOI'O PEKHUMA.

B mpocTom pexxume mo3uius KaMepbl BRIYUCISIETCS 110 hopMyIie chepudecKux

KOOpAWHAT OTHOCUTEIIBHO 11€JIEBOT0 00heKTa (Urpoka) [2]:

X = Xtarget T d - c0s(0) - sin(Pp)
Y = Ytarget T d - sin(6) )

kz = Ztarget T d - c0s(0) - cos(P)

riae d — paccTosiHue OT KaMephl 10 UTpoka, § — yroi Bo3BeIlIeHUs (elevation), ¢—
yron azumyTta (azimuth). I[TapameTpsl d, O 1 ¢ MOTYT U3MEHATHCS MOJIB30BATEIIEM
(HampuMep, BpallleHHeM MbIIK). JIaHHBIM MOIX0A MPOCT B peaiu3aluu U JaéT
IIOJIHBIM KOHTPOJIb HaJl KAMEPOW, OTHAKO HE YUUTHIBAET HaJInW4ue npensarcTeui. Kak
CJIEJICTBUE, MPU MOBOPOTE KaMEphl 32 Yrojl CTEHbl OHA MOXKET OKa3aTbCsl BHYTPH
T€OMETPHH.

YMHBIN peXuUM JOMOJHAET MPOCTON AJITOPUTM MEXaHU3MOM OOHAPYKEHHS

npensTcTBui. Kak ykazano B kimaccudeckoit padore Foley u ap. mo koMIbroTepHOM



rpaduke [3], raycast (OpocaHue Jy4ya) SBISETCA CTaHAAPTHBIM METOIOM
ONpeIeTICHUs] BUIUMOCTH U MEPECEUCHUIN B TPEXMEPHOM MPOCTPAHCTBE. AJTOPUTM
paboTaeT cueaynM 00pa3oM: CHauasIa BIYUCIISETCS jKellaeMast TTO3UIUS KaMephl
o gopmyne chepruiaecKux KOOpAUHAT, 3aTeM U3 MO3UIIMH WUTPOKA B HAMPABICHUU
KeIaeMOU MO3UIMU KaMepPhI ITyCKAETCs Ty4, KOTOPbIN MPOBEPSETCS HA IEPECEUCHUE
CO BCEMH CTeHaMH CIieHbl. Ecnu mepecedeHne oOHApy>KEHO Ha PACCTOSHHH tt OT
UTpOKa, KaMepa MepeMeniaeTcsl B TOUKY MEePEeCEUeHUs] MUHYC HEOOJbIIION OTCTYI
(4TOOBI HE «yNHUpPAThCA» B CTEHY). Ecnu mepeceueHuid HET — Kamepa 3aHUMAaeT
KeTaeMYIo MO3UIMI0. MareMaTuuecKy MO3UIIUsI KaMephl ONpeeseTcs Kak:
Pcamera = Iplayer +d- min(ddesiredr thit — 8):

rjae d — eIMHUYHBIN BEKTOP HAPABJICHUSI OT UTPOKA K KeJlaeMoi kamepe, ddesired —
KEIIAeMOE PACCTOSHUE, thii — PACCTOSHUE 10 ONMKAWUIIEro MPemnsTCTBUA, O —
BEJIMYMHA 3alMTHOTO oTcTtyna (B skcrepumente 6=0.3). JlaHHbplii anroputm
rapaHTUPYET, YTO KaMepa HUKOT/Ia HE OKAXKETCSl BHYTPHU CTEHBI, COXPAHSS IIPU 3TOM
MaKCHMaJIbHO BO3MOXKHBIN 0030D.

Pazpaborana mporpamma Ha s3pike C++ ¢ HCIONIB30BaHHEM OHOIMOTEKH
OpenGL (glut). IIporpamma BKJIIOYAaeT CIASAYIOIIME KOMIIOHEHTHI: UTPOK — KyO
3eJIEHOTO 1IBE€Ta, ympapisieMblid kinaBuinamu W/A/S/D u mpobenom (IIPBIKOK);
CTEHbI — Ha0Op CTAaTUYECKUX MPENSTCTBUM, 00Opa3ylomux JIaOUPUHT; Kamepa —
peanu30BaHbl JiBa MEPEKII0UaeMbIX pexuma (IpOCTON/yMHBIN); OTOOpa)keHHe
uH(popMallu — Ha PKpaH BBIBOAUTCA TEKYIIUN PEXKUM, TUCTAHIUS 10 UTPOKA U
no3uniusi. CucrtemHbie TpeOoBaHus: mnpoueccop ot 2 [T, Bugeokapra c
nogaepxkoit OpenGL 2.1+, 4 T'b O3YV. IIporpamma pabotaeT B peaibHOM BpEMEHU
¢ yactoto 60 KagpoB B CEKyHIy. YIpaBICHHE OCYILIESCTBIISIETCS C IOMOIIBIO
KJIaBUATYphl ¥ MbIlU. [IpegycMoTpena Bo3MOKHOCTE cOpoca ciieHbl (kinaBuiia R).
Jlist ynoOGCcTBa PKCIEPUMEHTOB Ha SKpaH BBIBOAUTCS MH(POpPMAIMOHHAS MaHENb C
TEKYIIUM PEXUMOM KaMepbl, JUCTAHIIUEH 0 UTPOKA U KOOPAUHATAMHU [TEPCOHAXA.

TectoBas ciieHa npeacTaBisieT cOO0M 3aMKHYTHIN JTJAOUPUHT pazmMepoM 16x16
YCJIOBHBIX €JIMHHI] C HECKOJbKUMHU BHYTPEHHUMH CTEHAMH U Y3KUMH MPOXOAaMU

(pucyHok 1). Urpok HauMHaeT ABUKEHUE OT LIEHTPa CLEHBbI M IMOCIEI0BATEIBHO



MOAXOAUT K MPAMOM CTEHE, MOBOPAYMUBACT KAMEDPY, «3aIIsAbIBas» 3a yroia, U
MIPOXOAUT Yepe3 y3KU KOpUuIop. s Kaxxa0ro cueHapusi CpaBHUBAJIOCH TOBEICHUE
MPOCTOM M YMHOM Kamepbl. Bcero ObII0 MPOBENEHO TPU CEPHUH IKCIIEPUMEHTOB:
MPUOTMKEHUE K TPSIMOM CTEHE, TTOBOPOT 3a YTOJ MPU JIBWKECHUU BIOIL CTEHBI,
MPOXOKIAEHUE Y3KOIrO KOpUIOpa C PE3KUM MOBOPOTOM KaMmepnl. B kaxmon cepun
(GUKCUpPOBANMCh MUHUMAJIbHAS JUCTAHIAS KaMeEphl 10 WTPOKA, HAJIUYHE WA
OTCYTCTBHE TTPOHUKHOBEHHUS KaMephl B CTEHY, a Takke BpeMs Kajapa (frame time)

JJIs1 OLICHKHA BBIYMCJIMTEIbHOM Harpy3Ku.

' Camera Collision Research = a x

CAMERA MODE: SMART (with collisions) | DISTANCE: 2,0
[C] Switch mode | [W/S{AD] Move

Pucynok 1 — OO1uii Buj TECTOBOM ClieHbl (Smart kaMmepa, UCXOAHOE
MOJIOXKEHUE).
Ha ckpunmore mokazaH JIaOMPUHT W3 CEpbIX CTEH, 3€JEHBIA KyO-UTPOK B
uentpe. Kamepa HaxoguTcs Ha pacCTOSTHUU MPUMEPHO 7 €IMHUL, TEKCT B JIEBOM
BepxHeM yriny coobmaer o pexume SMART. Cuena comepxutr 18 creH,

00pa3yronmx HECKOIbKO 3aMKHYTBIX TPOCTPAHCTB U KOPUJIOPOB.



®1 Camera Collision Research - o X

CAMERA MODE: SMART (with collisions) | DISTANCE: 2,0
[C] Switch mede | [W/S/AD] Move

Pucynok 2 — Smart kamepa npu npubIMKEeHNUH K CTCHE.
Urpox nogxomaut BIUIOTHYIO K cTeHe. Kamepa aBTOMaTM4ecKH COKparuia
muctaniuio ¢ 7 no 3.5 eaunuil. CTeHa He MEpEeKphIBaeT 0030p, UTPOK XOPOIIO
BujieH. CokpalleHue IUCTAHIIMM TPOUCXOAUT IUIABHO, O€3 PBIBKOB, 3a CUET

JIMHEWHOW MHTEPIOJSINY TO3UIIUHU KaMePhl MEXIY KaJpaMH.

{87 Camera Collision Research = m %

CAMERA MODE: SIMPLE (ne collisions) | DISTANCE: 2,0
[C] Switch mode | [W{S/A/D] Move

Pucynox 3 — IlpocTas kamepa rpu noBopote 3a yroi (apredakr).



Urpok crour y yrmia, kamepa nepekitoueHa B pexum SIMPLE. Kamepa
«TPOBAIWIACHY B CTEHY — BHJICH ()parMeHT CEpoil TEKCTYpPhl BHYTPH F€OMETPHH,
UTPOK YaCTUYHO TEPEKPHIT. ApTe(akT BOZHHKAET MTOTOMY, UTO MPOCTask Kamepa He
BBHITIOJTHSAET HUKAKUX IMPOBEPOK TepecedeHus ¢ reomerpuein. J[annas mpobrema

nopoOHo onrcana McShaffry B kaure mo paspabotke urp [4].

& Camera Collision Research - m] x

CAMERA MODE: SMART (with collisions) | DISTANCE: 2,0
[C] Switch mode | [W/S/A/D] Move

Pucynox 4 — Smart kamepa npu moBopoTe 3a yroi (KoppekTHas padboTa).
Tor xe yron, Ho xamepa B pexxume SMART. Kamepa nombexana Onuxe u
HAXOJIUTCS MIEPE]] CTEHON, UTPOK MOJTHOCTHIO BUICH, apTedakToB HET. JIyu ot urpoka
K JKEJIaeMO MO3UIIMU KaMephl MEPECEKCs CO CTEHOM Ha PacCTOSIHUU 2.8 €TMHULIbL,
MO3TOMY Kamepa Oblja mepemelneHa B TO4Ky mnepecedenus (¢ orcrymom 0.3

EAVHUIIBI).



# | Camera Collision Research = o X

CAMERA MODE: SIMPLE (no collisions) | DISTANCE: 2,0
[C] Switch mode | [W/S/A/D] Move

Pucynok 6 — IIpoxoxieHue y3Koro Kopujaopa ¢ IpocToil Kamepoil.
Hrpok HaxoAUTCs: BHYTPH y3KOTO Kopuaopa, kamepa B pexume SIMPLE. 13-
3a OTCYTCTBHUS KOJJIM3MH KaMepa OKa3bIBA€TCS CHApY>KU KOPUIIOPA, UTPOK BUIUT

CTEHY CHapy»KH, a He MPOCTPAHCTBO BHYTPH.

7 Camera Collision Research - a X

CAMERA MODE: SMART (with collisions) | DISTANCE: 2,0
[C] Switch mode | [W/S/A/D] Move

Pucynok 7 — IIpoxoxaeHue y3koro kKopuaopa ¢ yMHOM KaMepoi.



Tor xe xopuaop, kamepa B pexume SMART. Kamepa aBroMaruuecku
COKparuja JHUCTAHLIMIO W HAXOAWUTCS BHYTPHU KOPHUJOpPAa BMECTE C HIPOKOM.
Hasuranus ve Hapyuiena.

OKCHEpUMEHTAIbHO YCTAaHOBJIEHO clienyroniee. Pe3ynbrarsl M3MepeHui
CBEZICHBI B Ta0Ouiy 1.

Tabnuma 1 — CpaBHeHHE XapaKTEPUCTHK MPOCTOI0 U YMHOT'O PEKUMOB

KaMephl

. YMHBIN pEXKUM
Kpurtepnii [TpocToit pexxum (Simple)
(Smart)

[Ipoxon kKamepsl CKBO3b IIpoucxomut Bcerma Iipu
He npoucxonur

CTCHBI MOBOPOTE 3a Yol

MuHUMaIbHAS JNuunamuueckas (o1
®dukcupoBanHas (8.0)

TACTAHIIUS JO UTPOKa 2.0 no 8.0)

00630p Urpoka B y3KUX

Kputnuecku orpaHnyeH OnTumanbHbIi
KOpHI0pax
«PBIBKM» Kamepbl IpH

OTcyTCTBYIOT [InaBHas aganramus
NBUKEHUU
Bpewms raycast Ha kaap

0.00 mc 0.05-0.08 mc

(20 cten)
Bpems nosmHOro xaapa 1.2 mc 1.3 mc
'YBenMueHne Harpy3Ku 0% 5-8%

YMHBIN pEeXUM TOJHOCTHIO peliaeT MpoOsieMy MPOHUKHOBEHMSI KaMephl B
T€OMETPHIO IIEHOW HEOOJIBIIIOTO YBEINUYCHHS BRBIYUCIUTEIHLHON HAarpy3ku. CoriacHo
aHanu3y Tnpou3BoguTeNbHOCTH B KHUTe Akenine-Moller u ap. [5], mns

COBPEMEHHBIX UTPOBBIX CUCTEM 3Ta Harpy3ka He3HauuTelbHa (MeHee 0.1 Mc Ha kaap



Juist cueHbl ¢ 20 cteHamu). B Xo/e 3KCIEpPUMEHTOB TAKXKE YCTAHOBIIEHO, YTO IMPU
yBEJIMYEHUHU Kor4decTBa cTeH 110 S0 Bpems raycast Bo3zpactaet A0 0.2—0.25 mc, uTo
BCE ell€ nmpruemieMo AJig 4acToTel 60 KaapoB B cekyHay. JIMHEHHbIN pOCT BpEeMEH!
00BSICHSIETCSI TOCJIEOBATEIbHON IPOBEPKOM Jyya Ha IEPECEYEHHE CO BCEMU
CTEHaMH.

JIOTIONIHUTENBHO MNPOBEAEHO HCCIENOBAaHME 3aBHCHMOCTH KauecTBa padOTHI
YMHOU Kamepbl 0T BennuuHbl oTcTymna o. [Ipu 6<0.1 xamepa Bu3yanbHO «KacaeTcs»
CTEeHbI, YTO co3AaéT nuckoM@opt. Ilpu 6>0.5 kamepa HAXOIUTCS CIUIIKOM JAJIEKO
OT CTeHbl M HE Aa€T UIPOKY JOCTAaTOYHO Onu3koro o03opa. ONnTUMalbHBIM
3HaueHueM sipnsercs 6=0.3.

B  xome pabGorei  pa3paborana mporpamma Ha  CH++/OpenGL,
JEMOHCTpUpYIOLIAasi JBa peXuma yIopaBleHuss Kamepod B  3D-cuewne.
OKCHEpUMEHTAIbHO  MOATBEPXKJIEHO, YTO MPOCTOM PEXKHUM TMPUBOAUT K
POXOXKJICHUIO KaMepbl CKBO3b CTEHBI MPH MOBOPOTAX M JBMKEHUHU B Y3KHX
xkopugopax. Ilokazana 3(heKTUBHOCTh YMHOTO PEKHMMa, MCIOIB3YIOLIEro raycast
JUIsE OOHApYXEHUSI MPENMITCTBUM M JUHAMUYECKOW KOPPEKTHUPOBKH IUCTAHIUU.
[IpennoskeHHbIN anTOPUTM PEKOMEHTyeTCsl K UCIIONIb30BaHuI0 B 3 D-mardopmepax,
IIPUKJIIOYEHUYECKUX WUIPax M CUCTEMAaX BUPTYAJIbHOM peajbHOCTH. JlanbHEUIIMM
HaIpaBJICHUEM UCCIIEIOBAHUN MOXKET CTATh pealn3alysl KaMephl C UCIIOJIb30BAaHUEM
BVH (Bounding Volume Hierarchy) ans yckopeHus raycast B clieHax ¢ OOJbIITUM
konudyecTBoM cteH (Oomee 100), a Takke mo0OaBieHWE BO3MOXKHOCTH Kamepe
«00TeKaTh)» MPENsSTCTBUS COOKY.
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