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// 000000000000

public class CameraController : MonoBehaviour

{
// 000000000000T ransform

[SerializeField]

private Transform target;

private void Update()
{

// 0000000000000000000

transform.position = target.position;

O T T T

nter v @ Global v 1

Unity [TTTTT]

target[IT]

in Camera

1g MainCamersv

Transform

Player

Lay

a

Default ~

0 it
1




sl ddddds

Main Camera

Height

Base[ITT] T T T T

e HeightTTT] [TTITIITTITT Timmy[T T

e Pole[ITIT] HERRNNRANNRRRNNRRRNNRRNNRARNRRRNETE

o Camera[ITTTTITITTITITTITIITIITIIT Timmy
T

(LTI



dase
Height

viain Camera

@ v Base :

- Tag Untagged

- Transform

Position

Rotation

v Pole
Tag Untagged jer Default

- Transform

Position

IO  CameraController T
(1111110 Main Camera [TTTTTTITTITITIIIITIII
ComponentITTTITTTITITTITTT]

A v Camera Controller (Script) @ 3*

Reset
Render T Remove Component
Projec
Projec Move Down

Copy Component

Find References In Scene

Properties...

Edit Script

(111 CameraController[]] Base[ITTITITIIIIITIIIII

v Height

Tag Untagged

¥ Main Camera

Tag MainCamera>

Base
! (IO Remove


https://class.illogic.games/uploads/images/gallery/2026-05/3zVimage.png
https://class.illogic.games/uploads/images/gallery/2026-05/Kapimage.png

P0070°070707°7°7

» Height [TTT1TT] YT 360[ITTITITT
e Pole [TITT1T XOTTTT T

IMAGE: Height rotating and Pole pivoting

1111 WASD[TIT] Input.GetAxis("Horizontal"); [] Input.GetAxis("Vertical");

[T Input.GetAxis("CamRotY"); [TIIIIII
Input.GetAxis("CamRotX"); [TITTTTTTTTITITITITITITIT

P0P00?7°°07?7

DPPDVVVVV?7?

"Horizontal" [JIIIIT] "Vertical"

OO T T T T T T T T T
11 Edit / Project Settings[T1T] / IO Input Manager
(I



Adaptive Performance |np|_|t Manager
Audio
Burst AOT Settings

Input Manager
Input tem Package

Manager

0.001

v

Key or Mouse Button
X axis
Get Motion from all Joysticks

1 Horizontal[TTITTITIT] Positive[ITTITIT] Negative[ITTTIITIIT -
EENRRNANRRNANNANANNANANNE Negative Button[T] a[lTITT]
Input.GetAxis("Horizontal") [J -1 [I11] Positive Button [T] d[IT11T]
Input.GetAxis("Horizontal") [JITIIITTITIITITIIT] Timmy[JTTTTTT]

111 Firel[] Fire3 ] Jump
(LTI

0 Jump[IITTTTTTTIT]



Jump

Key or Mouse Button
X axis
Get Motion from all Joysticks

(1111 Positive[TTTIT] Negative
AR NNRRRRRNNRRRRRNNnnnRAnNnE Input.GetButtonXXX("OOoo")

(TTTTIT1] true[I11T] false[111T] GetMouseButtonXXX [TTTITTITITIT]
e GetButtonDown("OO0") [1 [TITIIII] true[II1T]
e GetButton("0OO") ITTITITITI true[I11T]
e GetButtonUp("000") TIITIITTI true[I11T]

(IIITITITIIT] Jump[TTTTTIT] space[[TTTTTTIITTITITIIIT]

GetButtonDown ("Jump") [] true [IIT]

NEENNRRRRNRRRRRNNRRRRENNRRRRENNRRRRENNRNRRENE Kick
[I1 Punch[]] Attack[IIT]

ARRRRRNNNRRRRRRRRNRNRRRANNEE "Horizontal" [T

Joystick Axis

X axis
Get Motion from all Joysticks

(111} Positive[TT] NegativeIITITITIT



111 "Horizontal" [TTTITTITIIIIITIT TypeIIITITT Joystick
(T ITITaTTd
NENRNNANRRNANRRNANENY A/DIII "Horizontal"
(I X AXIS[TIIIIIT "Horizontal" [TT111]
(T T I e e eaaa Il

EENRRNANRNNANNRNANNANEN C#[M Horizontal[TTTTITIIT] Unity
(IO

Input Manager

AANR—=T v —

"Horizontal”

# Input.GetAxis("Horizontal”)

PP?P07?7°7?7?7?7
111 MouseX[TT] MouseYITITITITITITITITITITITITIT MouseX
(T ITITaTTd CamRotY[TITIIIIIIN MouseY [J] CamRotX

[LITTTTITIT]



Mouse Movement v

X axis v

Get Motion from all Joystiv

O T T T T
HINRRRNNNNRRRNNED

P707?7?°7

360?777

CameraController [(TTTITITIIIT Y111
CamRotY[TTITIII Height [TT11T7

// 000000000000

public class CameraController : MonoBehaviour

{
// 000000000000T ransform

[SerializeField]

private Transform target;

// 360000000Transform
[SerializeField]

private Transform height;

private void Update()
{

// 0000000000000

transform.position = target.position;

// 0000
Rotate360();
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// 3660000000
private void Rotate360()

{

// 0000000000000
// Quaternion00000000000CO0C000000000CO

// Quaternion[0000000000CO0CO0000

Quaternion rot = height.localRotation;

// 00000000000XY ZO000000000000o00

Vector3 angles = rot.eulerAngles;

// YOOOOoo
angles.y += Input.GetAxis("CamRotY");

// 00000000000 -~ 000000000000

height.localRotation = Quaternion.Euler(angles);
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using UnityEngine;

// 000000000000

public class CameraController : MonoBehaviour

{

// 000000000

[SerializeField]

private float rotSpeed = 10;

// 00000

// 3660000000
private void Rotate360()

{

// 0000000000000
// Quaternion0000000000C00CO0C000C00CO0

// Quaternion0000000000C00CO0CO00

Quaternion rot = height.localRotation;



// 0000000000OXY Z00000000000oooon

Vector3 angles = rot.eulerAngles;

// YOOOOoOo
angles.y += Input.GetAxis("CamRotY") * rotSpeed * Time.deltaTime;

// 000000000000 - O000O00O0oOoc

height.localRotation = Quaternion.Euler(angles);

}
}
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using UnityEngine;

// 000000000000

public class CameraController : MonoBehaviour

{

// D00000000000CTransform

[SerializeField]

private Transform pole;

// 0000

private void Update()

{
// 0000000000000
transform.position = target.position;
// 0000
Rotate360();
RotateUpDown() ;
}

// 366000000
private void Rotate360()[// 0000



// 00000

private void RotateUpDown()

{
// 10000000000X0000000000
Vector3 angles = pole.localRotation.eulerAngles;
angles.x -= Input.GetAxis("CamRotX") * rotSpeed * Time.deltaTime;
pole.localRotation = Quaternion.Euler(angles);
}

// 00000

private void RotateUpDown()

{
/700000000
const float MinAngle = -30f;
const float MaxAngle = 60f;
// 00000000000X000000C0e0
Vector3 angles = pole.localRotation.eulerAngles;
angles.x -= Input.GetAxis("CamRotX") * rotSpeed * Time.deltaTime;
// 10
angles.x = Mathf.Clamp(angles.x, MinAngle, MaxAngle);
pole.localRotation = Quaternion.Euler(angles);

}
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(1111 localRotation [TTTTTTITIITITIITIOIOTII0

// 0000000
private float angleX = 0;

/7 (00)

// 00000

private void RotateUpDown()
{

/700000000
const float MinAngle

-30f;
60f;

const float MaxAngle

// 000000000
angleX -= Input.GetAxis("CamRotX") * rotSpeed * Time.deltaTime;
angleX = Mathf.Clamp(angleX, MinAngle, MaxAngle);

// I000000000OX0000000000

pole.localRotation = Quaternion.Euler(angleX, 0, 0);
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