Unity Camera

e orthographicSize & aspect




orthographicSize &
aspect

https://docs.unity3d.com/ScriptReference/Camera-orthographicSize.html

https://docs.unity3d.com/ScriptReference/Camera-aspect.html

public float orthographicSize;
public float aspect;

Mo ta
Camera.orthographicSize

La 1/2 kich thudc cla camera khi & ché d6 orthographic.

Thudc tinh ort hographi c¢Si ze xac dinh do 16n vung nhin thdy dugc cda mot orthographic Camera. Dé
chinh sa ort hographi c¢Si ze ban phdi set Camera projection thanh orthorgraphic.

Chiéu cao cla vung nhin la (ort hographi cSi ze * 2). Unity tinh chiéu réng cla vung nhin bang cach
st dung orthorgraphicSize va ty 1é cia Camera.

Unity bd qua orthographicSize néu camera khong phai orthorgraphic. Thay vao dé hay st dung
fieldOfView.

Camera.aspect
La ty |é khung hinh (chiéu réng/chiéu cao).
Mac dinh ty Ié nay tu ddng duogc tinh dua theo ty Ié man hinh. Ngay ca khi camera khong render

full man hinh. Néu ban thay dGi aspect cla camera, gia tri nay sé git nguyén cho dén khi ban goi
canera. Reset Aspect () . Camera.aspect sé dugc dat lai thanh ty 1é€ khung hinh cGia man hinh.

Gilt orthographicSize theo chiéu rong
man hinh.

private Canera mai nCaner a;
private Vector?2 referenceResol ution = new Vector2(1080, 1920);


https://docs.unity3d.com/ScriptReference/Camera-orthographicSize.html
https://docs.unity3d.com/ScriptReference/Camera-aspect.html

private void ResizeCanera()

{
float screenWdth = Screen.w dth;

float screenHei ght = Screen. height;
float baseHorizontal Si ze = nmi nCaner a. ort hographi cSi ze * referenceResol ution.x /
ref erenceResol ution.y;

float size = baseHorizontal Size * screenHeight / screenWdt h;

mai nCamer a. or t hogr aphi cSi ze = si ze;



