//Code that can be used to convert the start position into valid 3D coordinates (in your builder).

void worldcraftToStandardPoint (Point &standardPoint, Point &worldcraftPoint) {


//Convert points to a standard coordinate system (worldcraft uses x +ve is right, y+ve is back, z+ve is up).


extern double worldcraftToMeters ();


Point result = {



worldcraftPoint.x * worldcraftToMeters (), 



worldcraftPoint.z * worldcraftToMeters (),



-worldcraftPoint.y * worldcraftToMeters ()};


standardPoint = result;

}

//Code that cam be used in your World::load routine in your game to set the camera up…

//Change the camera to start at the correct spot (does not deal with orientation).

Point start = {world->startPosition.x, world->startPosition.y, world->startPosition.z};

camera->cameraMatrix.setToIdentity ();

camera->cameraMatrix.preTranslateBy (start);

