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void snowman() { void cone() { void tree() {
fill(255, 255, 255); pushMatrix(); pushMatrix();
noStroke(); beginShape(TRIANGLE_FAN); fill(O, 255, 0);
pushMatrix(); vertex(0, -1, 0); translate(O, -0.3, 0);
translate(0, -0.7); for (int th = O; th <= 360; scale(0.2, 0.7, 0.2);
sphere(0.2); th += 10) { cone();
popMatrix(); float x = cos(radians(th)); popMatrix();
pushMatrix(); float z = sin(radians(th)); pushMatrix();
translate(0, -0.3); vertex(x, 0O, 2); fill(100, 0, 0);
sphere(0.3); ¥ scale(0.1, 1, 0.1);
popMatrix(); endShape(); cone();

} popMatrix(); popMatrix();
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// OPENGL®D [F5HIEHE /l E1R beginShape(QUADS);

// size(ig, &, OPENGL); beginShape(QUAD_STRIP); /] &

/] PADTZETORFYNED fill (FFFFFET) ; fill(#4444fF);

/! TORF¥EIsetupDHT float z = 0.701;

void house() // roof = loadlmage(*'roof.jpg"); vertex(-0.8, -0.7, z);

{ // ELTEAIAATELS vertex(-0.8, -0.3, 2);
// B texture(roof); vertex(-0.4, -0.3, 2);
pushMatrix(); textureMode(NORMALIZED); vertex(-0.4, -0.7, z);
translate(0, -0.5, 0); vertex(-1.1, -0.8, 0.9, 0, 1); vertex(-0.2, -0.7, z2);
fill(#ffffaa); vertex(1.1, -0.8, 0.9, 1, 1); vertex(-0.2, -0.3, 2);
box(2, 1, 1.4); vertex(-1.1, -1.7, 0O, 0O, 0); vertex(0.2, -0.3, 2);
popMatrix(); vertex(1.1, -1.7, 0O, 1, 0); vertex(0.2, -0.7, 2);
/] BIRDOT vertex(-1.1, -0.8, -0.9, 0, 1); /1l K7
beginShape(TRIANGLES); vertex(1.1, -0.8, -0.9, 1, 1); fill(#883333);
vertex(1, -1, 0.7); endShape(); vertex(0.4, -0.8, 2);
vertex(1, -1.7, 0); // fEZE vertex(0.4, -0.1, z);
vertex(l, -1, -0.7); fill(#880000); vertex(0.8, -0.1, 2);
vertex(-1, -1, 0.7); pushMatrix(); vertex(0.8, -0.8, 2);
vertex(-1, -1.7, 0); translate(-0.5, -1.4, -0.5); endShape();
vertex(-1, -1, -0.7); box(0.2, 1, 0.2); }

endShape(); popMatrix(); 4
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O OBJ Loader
= processing DLk HE
s OB D3IDETILiRAHRAH
(dataZAILFIZANTEL)

» http://users.design.ucla.e
du/—tatsuyas/tools/objloa
der/index.htm

o Aora—k
= objloader /\—3>.Zip

= EBA (%)L, objeloader7+
JLA ZProcessing&x /> Ak—
ILLT=74ILFZ DT Dlibraries
A ILA(ZaE—
o JARJSLEEE
= import saito.objloader.™;

ETILT—2DHE
o OBJModel#!
n FTT, TRRHOEHERE

= OBJModel m =
new OBJModel(this);

o m.load("774JL4.obj")
n T—RITFAILDFEH A
O m.drawMode(f#EE—F)
n HEETE—FDEKTE
= TRIANGLES 5 POLYGON

O m.enableTexture(),
m.disableTexture()

n TORFYDEMEEEZE
o m.draw()
s ETILDEE 7
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/! #{i%: &7 )L T—4 (beethoven.obj,
// beethoven.mtl, beethovenl.jpg
/! D3D2DIT7AIL)EF o O—FL,

// Sketch — Add File... TE&LTHL

import saito.objloader.™;
OBJModel model;

void setup()

{
size(400, 400, P3D);

model = new OBJModel(this);
model.load("beethoven.obj");

}

void draw()

{
background(0, 0, 100);

lights();

pushMatrix();
translate(width*0.3, height/2, 0);
rotateX(radians(200));

rotateY (radians(frameCount));
scale(150);

noStroke();
model.enableTexture();
model.drawMode(TRIANGLES);
model.draw();

popMatrix();

pushMatrix();
translate(width*0.7, height/2, 0);
rotateX(radians(200));

rotateY (radians(frameCount));
scale(150);

stroke (F#ffffff);
model.drawMode(LINES);
model.draw();

popMatrix();
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