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Abstract

In the present, 3D is popular and easy to access for users, included game or animation
because it seem to be real in displaying. Faculty of science is one of extensive area in Naresuan
University that has several rooms. The visitors may be confused and waste time when they
would like to contact the officer in the faculty. In addition, 2D map still difficult to understand.
Therefore, we create this project, Searching Location in Faculty of Science using 3D Style via
Internet, to offer the convenience for visitors. The system will discover the location by choosing
the name of beginning and destination places. After that, the system will be display as traveling

sample in 3D pattern. The efficiency output and using this system equal 90.5 %( good levels).

Keywords: 3D, Location Searching System
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g1l 2.5 wihaellsunsy 3Ds Max 6.0

2. aaniuinnag Export linaiilieanunlagliunuana x
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2.2.3 F9UINYNIRNALUIATIENUY

1. fin1sa¥1eanmsLimsanisaneAans fae 3D World Studio 5
. o o
2. i lndluns wnana.x nldandauses “uasw” wldlulumanaseiululilsunsy 3D

world Studio 5



10

sy AT AR

1
|

=
T I““

=

=

APt e
§

T —— "
51191 2.6 Tuiafiaiasontilsunsy 3D World Studio 5

3. aamiuinnns Export luiaaiidaanunlaelduinana.DBO aldlulisunsu Dark basic

Professional™*® sia l
2.2.4 msiligulisunsaaauna
ewhlsunanAndarings Timauinans.DBO iliandausessan” luhlsunsy Dark basic
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2.3 Tasesis19ua4 X File
v
namirdayazes Model uauanslultsunsanii il X File unlddmiunaafiu dexys

v
wiani slwuunsiiudesyaes X File azudsnanidly Template 619

1. X File Template
Template azviwunlflunisadunenisdafiunguieyaiadealuntsuaslildluhlsunsy

Template Form, Name, and UUID
template <template-name> {
<UuID>

<member 1>;

<member n>;

[restrictions]
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A = o ai 9;:'; o et o =4
template name — \iWaa184 Template ausisnaseiulanesiadnes, Aaauvse

dl " 1] ' n:: L4 ;73 ot
LATANUNNE LLﬁ]hJ'&’] FOLTURUAIIAIAT

UUID (universally unique identifier ) — ﬁgﬂtmmﬂu Open Software Foundation's
Distributed Computing Environment TadqeATaamung “< >

template members - 1senauding data type %38 array 984 data type. Tnedl data type

UARIFIANTIN 2.1

A15197 2.1 X file DATA TYPE

Type Size

WORD 16 bits
DWORD 32 bits

FLOAT IEEE float
DOUBLE 64 bits

CHAR 8 bits

UCHAR 8 hits

BYTE 8 bits
STRING NULL terminated string

FinBeing :

template Matrix4x4 {

< FB6F23F45-7686-11cf-8F52-0040333594A3 >
array float matrix[16];

}

template SkinWeights {
<6f0d123b-bad2-4167-a0d0-80224f25fabb>
STRING transformNodeName;

DWORD nWeights;

array DWORD vertexIndices[nWeights];
array FLOAT weights[nWeights];
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Matrix4x4 matrixOffset;
}
template FrameTransformMatrix {
< FBF23F41-7686-11cf-8F52-0040333594A3 >
Matrix4x4 frameMatrix;
}
template Frame{
< 3D82AB46-62DA-11cf-AB39-0020AF71E433 >
FrameTransformMatrix frameTransformMatrix;
Mesh mesh;
}
2. psutlasvdTuinadlulng
adnntiapaudaladieaiu X File Template uén sialasifunnsudadlndluinaiaig

a3 o

v
Faelilsunsn 3D Studio MAX WhiuWg x TaedsnaswlasindiuarunsaninldnaneRadaeiy

] @
= ar

aailafinae Microsoft Whinndeuu DirectX fe conv3ds.exe A% XSkinExp.dil TneATasiian
2 ﬁmma‘aﬁnm‘lﬁmn DirectX SDK ’s‘i’JuLﬂ?:mﬁ’aﬁLiﬂ'lﬁ‘li’mﬂ‘ﬁ'ﬁ@ Pandasofts DirectX Exporter—
4.3.0.47 Faihalénanlu 3D Studio MAX R4.2-5.0 raaitagninily Freeware arwnsadnhliuan
1&’1’1711 http://www.pandasoft.demon.co.uk/directx.htm

nsldenueiesieiasioeitlig  PandaDXExports.die Flanunin W lEilaenings
pluginsza4tilsunsy 3D Studio MAX 9.0 n1sld471s Pandasofts DirectX Exporter NAIANINATI
Hunaiaiaudalsidinlufiuny File (Wanf&s Export... azilsnguiinaig Select File to Export uiaie

6"!'-'1 €3] - o = i 1
Indazin Taen@en type 1l Panda DirectX(* x) ndaannideniasaudandniitlu save
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2 test_panda.x

Exl

ﬂl 1 5 4 1= o { o ad o
finsing Pandasofts DirectX Exporter fasilaadulfidanitenmungluuuiisians fs

gﬂ?‘a 2.8
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laensetiulgnudeanisudandniny Ok el HE x fideanns Tnaslddenls
ugnsaanuuandlugl text data einglumsinanadnla feetrenedaurastid x LK
Frame Body {
FrameTransformMatrix {
9.088300,0.000000,0.000000,0.000000,
0.000000,9.088300,0.000000,0.000000,
0.000000,0.000000,9.088300,0.000000,
0.000000,0.000000,0.000000,1.000000;;
}
Mesh {
2031,
-1.142503;-4.730632;56.127384;,
-3.024516;-4.518504;55.674118;,
-2.254452;-4.582504;53.072826;,
-4.734245;-3.742142;55.977085;,
-4.568051;-3.930426;55.192978;,
-6.906632;1.809548;54.984364,,
-6.718039;-0.712774,;54.880413;,
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NMARUIN A

Aaagralanlisnsunae Dark Basic Professional
9 =) aa 4 N I o as
SEUUAUMIADTUNLLU 3 R nimﬁn‘hﬂ AMANTAUSINYNAIEFNT HWIINANRAULTAIT

s

1. vinAwmiaasaeArdasiag g feil

sync on
sync rate 0
hide mouse
disable escapckey
setgamma 511,511,511

SET DISPLAY MODE 640,480,32
Autocam off
Set Camera Range 10,10000
color backdrop rgb(0,0,0)
backdrop on
set ambient light 1000

scale listener 100

2. ynsTvan lvla Taiaa.dbo M1e$19a1n 3D world Studio 5.0
file$=cl$()
file$=replace$(file$,chr$(34),")
if file$=""
file$="searchb\search6.dbo"
endif
cls

sync
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3. 9519 splash picture
splashdelay=3000
if escape=0
load image "logo_SCl.bmp",1
cls
paste image 1,(screen width()-512)/2 (screen height()-152)/2
sync
for n=1 to splashdelay
wait 1
if escapekey()=1 or mouseclick()=1
escape=1
exit
endif
next
delete image 1
endif
if escape=0
load image "title.bmp", 1
cls
paste image 1,(screen width()-429)/2 (screen height()-150)/2
sync
for n=1 to splashdelay
wait 1
if escapekey()=1 or mouseclick()=1
escape=1
exit
endif
next
delete image 1

endif
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4 §9197'2A274" Loading...Component”
cls
ink rgb(255,255,255),rgh(255,255,265)
text screen width()/2-20,screen height()/2,"Loading...Component”

sync

5. gfefaudandnnauuadmivinadaihunangiia)
#Constant TYPE_NGC_ELLIP=1
#Constant TYPE_NGC_MESH=2
#Constant ELLIP_2_ELLIP=1
#Constant ELLIP_2_POLY=2
#Constant RESP_STICK=1
#Constant RESP_SLIDE=2
#Constant RESP_SLIDE_NO_SLOPES=3
#Constant RESP_SLIDE_NO_GRAV=4
#Constant RESP_NONE=5
#Constant DYN_NO_RESP=1
#Constant DYN_RESP=2
#Constant DYN_RESP_LOCK=3
#Constant DYN_RESP_LOCK_NOTURN=4
#Constant TYPE PLAYER=10
#Constant TYPE_BRUSH=11
#Constant TYPE_TERRAIN=12

global world

global gamespeed#=1.0
global camera=0

global playerobject=1
global player=1

global cam_speed#=6.0

global camerasmoothx#



global camerasmoothy#

global smoothmove#

global smoothstrafe#

global gravity#=-10.0

global newobjectcounter=1000
global skyenabled

global playerpitch#

global playeryaw#

type flare

object

radius#

color

range#

nextflare

targetalpha#

alpha#

endtype

global dim flares(100) as flare

global countflares

StartCollisionPRO(0,0,0)
SetColIisionSPro(TYPEfPLAYER,TYPE_BRUSH,ELLIP_2_POLY,RESP78LIDE.DYN_NO_RESP)
SetCollisionsPro(TYPE_PLAYER,TYPE_TERRAIN,ELLIP_2_POLY,RESP_SLIDE,DYN_NO_RESP)
make object sphere playerobject,2

position object playerobject,0,128,0

hide object playerobject

CollisionTypePRO(playerobject, TYPE_PLAYER)

SetObjRadiusPRO(playerobject,32,80,32)



6. #519Ma3H"

sky=NewObjectindex()
if skyenabled=0

load object "models\skydome.x",sky

scale object sky,1000000,1000000,1000000

set object light sky,0

set object ambient sky,0

set object fog sky,0

endif

7. 4919 Main menu
main:
cls
sync
position camera 0,150,0
Rotate camera 0,0,0
load image "search4\titie 1.bmp",1000
set text size 12
blue=RGB(0,128,255)
white=RGB(255,255,255)
selectedltem=1
do
cls
paste image 1000,0,300
if selectedltem=1 then ink blue,0 else ink white,0

text 320,350,"Search"

if selectedltem=2 then ink blue,0 else ink white,0

text 415,350,"Manual"

if selectedltem=3 then ink blue,0 else ink white,0
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text 520,350,"About"

if selectedltem=4 then ink blue,0 else ink white,0

text 600,350,"Exit"

if leftkey()=1 and hold=0 then dec selectedltem : hold=1
if rightkey()=1 and hold=0 then inc selectedltem : hold=1
if scancode()=0 then hold=0

if selectedltem>4 then selectedltem=1

if selectedltem<1 then selected|Tem=4

if returnkey()=1 and hold=0
hold=1
if selectedltem=1 then goto choice
if selectedltem=2 then goto choice?2
if selectedltem=3 then goto about
if selectedltem=4
cls
end

endif

endif
sync
loop

return

8. #9149 Searching past
choice1:
do
position camera 0,150,0
Rotate camera 0,0,0
position camera camera,object position x(playerobject),object position

y(playerobject)+60,0bject position z(playerobject)



position listener camera position x(),camera position y(),camera position z()
rotate listener camera angle x(),camera angle y(),camera angle z()
if object exist(sky)
position object sky,camera position x(),-100,camera position z()
endif
framerate=screen fps()
gamespeed#=60.0/framerate
Rem make radar
x#=camera position x(0)
y#=camera position y(0)
z#=camera position z(0)
PRX#=(screen width()-83)+(X#/100)
PRZ#=(screen height()-20)-(Z#/100)
fastsync
load image "search4\selected1.bmp",1001
paste image 1001,0,0
if selecteditem=1 then ink black,0 else ink white,0
text 50,70,"Student Affair’
if selectedltem=2 then ink black,0 else ink white,0
text 50,90,"Academic and Research"
if selectedltem=3 then ink black,0 else ink white,0
text 50,110,"Policy and Planning"
if selectedltem=4 then ink black,0 else ink white,0
text 50,130,"Secretary Office"
if selectedltem=5 then ink black,0 else ink white,0
text 50,150,"Recreatray Room"
if selectedlter=6 then ink black,0 else ink white,0
text 50,170,"Dean Room"
if selectedltem=7 then ink black,0 else ink white,0
text 50,190,"Technic Service"

if selectedltem=8 then ink black,0 else ink white,0



text 50,210,"Copy Room"

if selectedltem=9 then ink black,0 else ink white,0
text 50,230,"SC1-201"

if selectedltem=10 then ink black,0 else ink white,0
text 50,250,"SC1-202"

if selectedltem=11 then ink black,0 else ink white,0
text 50,270,"SC1-203"

if selectedltem=12 then ink black,0 else ink white,0
text 50,290,"SC1-204"

if selectedltem=13 then ink black,0 else ink white,0
text 50,310,"SC1-2056"

if selectedltem=14 then ink black,0 else ink white,0
text 50,330,"SC1-206"

if selectedltem=15 then ink black,0 else ink white,0
text 50,350,"SC1-207"

if selectedltem=16 then ink black,0 else ink white,0
text 50,370,"SC1-208"

if selectedltem=17 then ink black,0 else ink white,0
text 50,390,"SC1-209"

if selectedltem=18 then ink black,0 else ink white,0
text 50,410,"SC1-210"

if selectedltem=19 then ink black,0 else ink white,0
text 200,70,"SC1-212"

if selectedltem=20 then ink black,0 else ink white,0
text 200,90,"SC1-213"

if selectedltem=21 then ink black,0 else ink white,0
text 200,110,"SC1-214"

if selectedltem=22 then ink black,0 else ink white,0
text 200,130,"SC1-301"

if selectedltem=23 then ink black,0 else ink white,0

text 200,150,"SC1-302"
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if selectedltem=24 then ink black,0 else ink white,0
text 200,170,"SC1-303"

if selecteditem=25 then ink black,0 else ink white,0
text 200,190,"SC1-304"

if selectedItem=26 then ink black,0 else ink white,0
text 200,210,"SC1-305"

if selectedltem=27 then ink black,0 else ink white,0
text 200,230,"SC1-306"

if selectedItem=28 then ink black,0 else ink white,0
text 200,250,"Science's Libery"

if selecteditem=29 then ink black,0 else ink white,0
text 200,270,"SC1-308"

if selectedltem=230 then ink black,0 else ink white,0
text 200,290,"SC1-311"

if selectedltem=31 then ink black,0 else ink white,0
text 200,310,"SC1-402"

if selectedltem=32 then ink black,0 else ink white,0
text 200,330,"SC1-405"

if selectedltem=33 then ink black,0 else ink white,0
text 200,350,"SC1-408"

if selectedltem=34 then ink black,0 else ink white,0
text 200,370,"SC1-409"

if selectedItem=35 then ink black,0 else ink white,0
text 200,390,"SC1-411"

if selecteditem=36 then ink black,0 else ink white,0
text 200,410,"SC1-414"

if selectedItem=37 then ink black,0 else ink white,0
text 300,70,"SC1-416"

if upkey()=1 and hold=0 then dec selectedltem : hold=1
if downkey()=1 and hold=0 then inc selectedltem : hold=1
if scancode()=0 then hold=0
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if selectedItem>37 then selectedltem=1
if selectedltem<1 then selectedITem=37
if returnkey()=1 and hold=0
hold=1
if selectedltem=1
position camera 0,150,0
Rotate camera 0,0,0
BackCamX(260)
GoCamZ(2600)
LotL(90)
BackCamX({1800)
LotL(90)
wait key
endif
if selectedltem=2
position camera 0,150,0

Rotate camera 0,0,0

BackCamxX(360)

GoCamZ(2300)

LotL(90)

BackCamX(1800)

LotR(90)

wait key

endif

if selecteditem=3
position camera 0,150,0

Rotate camera 0,0,0

GoCamxX(170)

GoCamZ(2400)

LotR(90)



GoCamX(1925)
LotL(90)
wait key
endif
if selectedltem=4
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(170)
GoCamZ(2500)
LotR(90)
GoCamX(1925)
LotR(90)
wait key
endif
if selectedltem=5
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(170)
GoCamZ(2400)
LotR(90)
GoCamX(3441)
Lotl(90)
wait key
endif
if selectedltem=6
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(170)
GoCamZ(2500)
LotR(90)
GoCamX(3441)
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LotR(90)
wait key
endif
if selectedltem=7
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(170)
GoCamZ(2500)
LotR(90)
GoCamX(3441)
LotR(90)
wait key
endif
if selectedltem=8
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(170)
GoCamZ(2500)
LotR(90)
GoCamX(3441)
LotR(90)
wait key
endif
if selectedltem=9
position camera 0,150,0
Rotate camera 0,0,0
GoCamxX(218)
GoCamZ(5461)
LotR(90)
GoCamX(1065)
LotL(90)
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Goup1(6200)
LotR(90)
GoCamX(1898)
LotR(90)
GoUp2(5374)
LotR(90)
NBackCamX(716)
LotL(90)
BackCamZ(2467)
LotL(90)
GoCamX(1275)
LotL(90)
wait key
endif
if selecteditem=14
position camera 0,150,0
Rotate camera 0,0,0
GoCamX(218)
GoCamZ(5461)
LotR(90)
GoCamX(1065)
LotL(90)
“Goup1(6200)
LotR(90)
GoCamX(1898)
LotR(90)
GoUp2(5374)
LotR(90)
NBackCamX(716)
LotL(90)
BackCamZ(2567)



LotL(90)
GoCamX(1275)
LotR(90)
wait key

endif

endif
if escapekey()=1
goto main
endif
loop

return

9. #4619 Manual past
choice2:
do
dx#=mousemovex()*0.25
dy#=mousemovey()*0.25
camerasmoothx#=curveangle(dx#,camerasmoothx#,3.0)
camerasmoothy#=curveangle(dy#,camerasmoothy#,3.0)
playerpitch#=wrapvalue(playerpitch#+camerasmoothy#)
if playerpitch#>90.0 and playerpitch#<180.0 then playerpitch#=380.0
if playerpitch#>180.0 and playerpitch#<270.0 then playerpitch#=270.0
playeryaw#=playeryaw#+camerasmoothx#
Rotate Object playerobject,0,playeryaw#,0
move=0
strafe=0
if UpKey()=1 or keystate(17)=1 then move=move+2
if downkey()=1 or keystate(31)=1 then move=move-2
if rightkey()=1 or keystate(32)=1 then strafe=strafe+2

if leftkey()=1 or keystate(30)=1 then strafe=strafe-2
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movespeedft=cam_speed#

rem if strafe<>0 and move<=>0 then movespeed#=sgrt(cam_speed#)

movespeed#=movespeed#*gamespeed#

smoothmove#=curvevalue(move,smoothmove#,6)

smoothstrafefi=curvevalue(strafe,smoothstrafe#,6)

move object playerobject,movespeed#*smoothmove#

move object right playerobject,movespeedi*smoothstrafe#

Rotate camera camera,playerpitch#,playeryaw#,0

position object playerobject,object position x(playerobject),object position y(playerobject)-
6.0*gamespeed#,object position z(playerobject)

RunCollisionPRO()

position camera camera,object position x(playerobject),object position
y(playerobject)+60,0bject position z(playerobject)

position listener camera position x(),camera position y(),camera position z()

rotate listener camera angle x(),camera angle y(),camera angle z()

if object exist(sky)

position object sky,camera position x(),-100,camera position z()

endif
framerate=screen fps()

gamespeed#=60.0/framerate

text 0,0,"FPS: "+str$(framerate)

xt#t=camera position x(0)

y#=camera position y(0)

z#=camera position z(0)

PRX#=(screen width()-83)+(X#/100)

PRZ#=(screen height()-20)-(Z#/100)

Circle PRX#,PRZ#,1

load image "search4\2dmap.bmp",1

sprite 1,(screen width()-165),(screen height()-280),1



set sprite alpha 1,200
load image "search4\dot.bmp",2

sprite 2,PRX#,PRZ#,2

load image "search4\1.bmp",3
load image "search4\2.bmp",4
load image "search4\3.bmp",5
load image "search4\d.bmp",6
load image "search4\T.bmp",7
sprite 3,(screen width()-100),(screen height()-170),3
sprite 4,(screen width()-100),(screen height()-170),4
sprite 5,(screen width()-100),(screen height()-170),5
sprite 6,(screen width()-100),(screen height()-170),6

sprite 7,(screen width()-100).(screen height()-170),7

show sprite 1
show sprite 2

Circle PRX#,PRZ# 1

if camera position y(0) >0 and camera position y(0) < 715.8
show sprite 3
hide sprite 4
hide sprite 5
hide sprite 6
hide sprite 7
endif
if camera position y(0) >715.9 and camera position y(0) < 1291.8
hide sprite 3
show sprite 4
hide sprite 5
hide sprite 6
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hide sprite 7
endif
if camera position y(0) >1291.9 and camera position y(0) < 1867.8
hide sprite 3
hide sprite 4
show sprite 5
hide sprite 6
hide sprite 7
endif
if camera position y(0) >1867.9 and camera position y(0) <2443.8
hide sprite 3
hide sprite 4
hide sprite 5
show sprite 6
hide sprite 7
endif
if camera position y(0) >2443.9
hide sprite 3
hide sprite 4
hide sprite 5
hide sprite 6

show sprite 7

endif

set cursor 0,10
print "CAMERA DATA"
print " x:";camera position x(0)
print " y:";camera position y(0)
print " z:",camera position z(0)
print "CAMERA ROTATE DATA"

print " x:";camera angle x(0)



print" y:";camera angle y(0)
print " z:";camera angle z(0)
print "RadiusX:";PRX#
print "RadiusZ:";PRZ#
print "MouseX:";Mousex()
fastsync
if escapekey()=1
hide sprite 1
hide sprite 2
hide sprite 3
hide sprite 4
hide sprite 5
hide sprite 6
hide sprite 7
goto main
endif

loop

10. #3149 About past
about:
cls

sync

load image "search4\about1.bmp",1002

do
cls
paste image 1002,0,0
sync
if escapekey()=1
goto main
endif

loop
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return

11. @474 functionsing ¢)
function GoCamX(PosX#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
X#=(PosX#-CamX#)/10
for n=1 to (X#)
CamX#=CamX#+10
position camera CamX#,CamY#,CamZ#
Rotate camera PointX#, PointY#,PointZ#
sync
nextn

endfunction

function GoCamY(PosY#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
PosZ#=PosZ#/10
for n=1 to (PosY#)
CamY#=CamY#+2
position camera CamX#,CamY#,CamZ#

Rotate camera PointX#,PointY#,PointZ#



sync
nextn

endfunction

function GoCamZ(PosZ#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
Z#=(PosZ#-CamZ#)/10
for n=1 to (Z#)
CamZ#=CamZ#+10
position camera CamX#,CamY#,CamZ#
Rotate camera PointX#,PointY#,PointZ#
sync
nextn

endfunction

function BackCamxX(PosX#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
X#=(PosX#-abs(CamX#))/10
for n=1 to (X#)

CamX#=Camx#-10

position camera CamX#,CamY#,CamZ#



Rotate camera PointX#,PointY#,PointZ#
sync
next n

endfunction

function NBackCamX(PosX#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
X#=(CamX#-PosX#)/10
for n=1 to (X#)
CamX#=Camx#-10
position camera CamX#,CamY#,CamZ#
Rotate camera PointX#,PointY#, PointZ#
sync
next n
endfunction
function BackCamY(PosY#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#t=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
PosY#=PosY#/10
for n=1 to (PosY#)
CamY#=CamY#-10

position camera CamX#,CamY#,CamZ#
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Rotate camera PointX#,PointY#,PointZ#
sync
nextn
endfunction
function BackCamZ(PosZ#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()

PointZ#=camera angle z()

_Z#H=(CamZ#-PosZ#)/10
for n=1 to (_7#)
CamZ#=CamZ#-10
position camera CamX#,CamY#,CamZ#
Rotate camera PointX#,PointY#,PointZ#
sync
next n
endfunction
function LotR(LotY#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
for n=1 to (LotY#)
PointY#=PointY#+1
position camera CamX#,CamY#,CamZ#

Rotate camera PointX#,PointY#,PointZ#
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sync
nextn

endfunction

function LotL(LotY#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#t=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
for n=1 to (LotY#)
PointY#=PointY#-1
position camera CamX#,CamY#,CamZ#
Rotate camera PointX#,PointY#,PointZ#
sync
nextn

endfunction

function GoUp1(Up#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
Up#=(Up#-CamZ#)/10
for n=1 to (Up#)
CamZ#=CamZ#+10
CamY#=CamY#+4

position camera CamX#,CamY#,CamZ#



Rotate camera PointX#,PointY#,PointZ#
sync
next n

endfunction

function GoUp2(Up2#)
CamX#=camera position X()
CamY#=camera position Y()
CamZ#t=camera position Z()
PointX#=camera angle x()
PointY#=camera angle y()
PointZ#=camera angle z()
Up2#=(CamZ#-Up2#)/10
for n=1 to (Up2#)
CamZ#=CamZ#-10
CamY#=CamY#+4
position camera CamxX#,CamY#,CamZ#
Rotate camera PointX#,PointY#,PointZ#
sync
next n

endfunction
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