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BREBMOMERIA 0 Processingad—K(8.9)
0 BREHRITHIDIEIZES translate(0, 100, 300); // < M1
scale(2, 2, 2); // — M2
PWOI’ld = Ml M 2 M M I:)Iocal rotateZ(P1/6); // — M3
M = |\/| I\/I M M —DHEfEE */

_Xworld_ 1 0 0 01][2 0 0 Ol[cos(z/6) —sin(z/6) 0 O _Xlocal_
Yaoriw | |01 0 100(/0 2 0 O sin(z/6) cos(z/6) O O Ve
Zus | |0 0 1 300(I0 0 2 0 0 0 1 0| Ziew

1 ] 000 14000 1| 0 0 0 1] 1 |

_Xworld_ \/5 -1 0 0 | Xlocal_ \/g -1 0 0 ]
yworld _ 1 \/§ 0 100 ylocal M = 1 \/§ 0 100
ZWOt‘ld O O 2 300 Zlocal N 0 0 2 300
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HTIL(8.11MD—ER) translate(80, 20, 80);
box(40);
void draw() { popMatrix();
lights(); pushMatrix(); // 32&H D7
ortho(-width/2, width/2, translate(120, 40, 120);
-height/2, height/2, box(40, 80, 20);
-100, 100); popMatrix();

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

. " SR
pushMatrix(); // 12603 0 VRS DhRHi-Y T ARBE
translate(90, 20, 60); AENEEL, Zhoh\EEEnEY
box(40); , A)—d—3FD&ES3IZEERT S
popMatrix(); 7053 LEERLGE
pushMatrix(); // 22605 0 2@FZMOHEALETAY LIICKRT
translate(0, 100, 200); FHCEELENMRE=DIEFA)

rotateZ(-P1/6) 0O YUINTRTSLEMALTLEL
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