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o box, spherellSADOA Ty = B=2(-1=x=1), RRIZED,
ME SAROEATHEY S me=2(-12y=1)
R . void prism3() {
RThoRK . float g = sqrt(3) / 3.0;
+ 7 . beginShape(QUAD_STRIP);
23 vertex(1, -1, -g); vertex(1, 1, -9);
— | vertex(0, -1, g*2); vertex(0, 1, g*2);
3 . vertex(-1, -1, -g); vertex(-1, 1, -g);
vertex(1, -1, -g); vertex(1, 1, -9);
. endShape(); |
1 o 1 x | beginShape(TRIANGLES);
5 — § vertex(l, -1, -g); vertex(0, -1, g*2); :
/ \ . vertex(-1, -1, -g); vertex(1, 1, -g);
§ vertex(0O, 1, g*2); vertex(-1, 1, -9);
V3  endShape(); |
3 9, s
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vertex(1, 0O, 0);

vertex(O, 0O, 1);

vertex(O, 1, 0);
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endShape();
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Import processing.opengl.™;
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size(@, &<, OPENGL);
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