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Basis Vectors 
w = -g/||g|| 
u = (t x w)/||t x w|| 
v = w x u 
 
w, u, v in x,y, z coordinates. 

Camera Spec: 
e = eye position. 
g = gaze direction 
t = Up Vector 
e, g, t  are in x,y,z coordinates. 


















































