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void setup() {
size(400, 400, P3D);
noLoop();

}

void draw() {
background(O);
/1 ZZED A
lights();
/] BREE
perspective();
/l RRz=BE
translate(width/2, height/2, 0);
noStroke();
fill(255, 200, 200);
/] RRIZHEFZRIO0DEKZHEE
sphere(100);

Import processing.opengl.™;

float rot = 0.0; OpenGL

DESWHE
void setup() {
size(400, 400, OPENGL);

}

void draw() {
background(70);
lights(); perspective();
translate(width/2, height/2, 0);
pushMatrix();
rotateY(radians(rot++));
stroke(255, 0, 0);
fill(255, 255, 0);
box(100);
popMatrix();
ks
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7.7 R3O E

// BET H5=AERTTH void prism3() {
float rot = 0.0; float g = sqrt(3) / 3.0;
// BIED3IMD RIS
void setup() { beginShape(QUAD_STRIP);
size(400, 400, P3D); vertex(l, -1, -g); vertex(1, 1, -g);
¥ vertex(0, -1, g*2); vertex(0, 1, g*2);
vertex(-1, -1, -g); vertex(-1, 1, -9);
void draw() { vertex(1, -1, -g); vertex(1, 1, -9);
background(0); endShape();
lights(); perspective(); // EEmELED=FAR
translate(width/2, height/2); beginShape(TRIANGLES);
pushMatrix(); vertex(1, -1, -9);
rotateX(radians(rot++)); vertex(0, -1, g*2);
fill(255, 255, 0); vertex(-1, -1, -Q);
// scaleTEHGERESICHLK vertex(1, 1, -g);
scale(30, 60, 30); vertex(0, 1, g*2);
prism3(); vertex(-1, 1, -g);
popMatrix(); endShape();

} } 8
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