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. . void prism3() {
RThoR-E . float g = sqrt(3) / 3.0;
r 7 . beginShape(QUAD_STRIP);
2.3 vertex(1, -1, -g); vertex(1, 1, -9);
—_— | vertex(0O, -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(0, 1, g*2); vertex(-1, 1, -g);
N3  endShape(): i
ol
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beginShape(TRIANGLES);
vertex(1, 0, 0);
vertex(0, 0, 1);
vertex(0, 1, 0);
/] SHIZEGHEBD=

endShape();
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