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void draw() {

lights();

ortho(-width/2, width/2,
-height/2, height/2,
-100, 100);

translate(20, height - 100, 0);
rotateX(P1*0.9); rotateY(P1/4);

pushMatrix(); // 128 D*E
translate(90, 20, 60);
box(40);

popMatrix();

pushMatrix(); // 228 D*E
translate(O, 100, 200);
rotateZ(-P1/6);

translate(80, 20, 80);
box(40);
popMatrix();
pushMatrix(); // 328D
translate(120, 40, 120);
box(40, 80, 20);
popMatrix();
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