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7.3 FATIRF EBEHRIF (p.32)
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// P3DE—F DA

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

b

void draw() {

background(0);

/] ZREED IR

lights();

/] BRI
perspective();

/] RRZERZE
translate(width/2, height/2, 0);
noStroke();

fill(255, 200, 200);

/] REIZFEFE100DBkEHEE
sphere(100);

// OPENGLE—F®DHI
import processing.opengl.*;
float rot = 0.0; OpenGL
DESVE
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();
b
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prism (1) X L)

XA REELSER

// BlEs9 H=AFZTERTI D
float rot = 0.0;

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

void draw() {
background(0);
lights(); perspective();
translate(width/2, height/2);
pushMatrix();
rotateX(radians(rot++));
fill(255, 255, 0);
// scale CHEALKRKEIIZHLK
scale(30, 60, 30);
prism3();
popMatrix();
b

void prism3() {
float g = sqrt(3) / 3.0;
// AIED3MDEFR
beginShape(QUAD_STRIP);
vertex(1, -1, -g); vertex(1, 1, -g);
vertex(0, -1, g*2); vertex(0, 1, g*2);
vertex(-1, -1, -g); vertex(-1, 1, -g);

vertex(1, -1, -g); vertex(1, 1, -g);

endShape();

/] EEmELEEDO=A%

beginShape(TRIANGLES);
vertex(1, -1, -qg);
vertex(0, -1, g*2);
vertex(-1, -1, -g);
vertex(1, 1, -g);
vertex(0, 1, g*2);
vertex(-1, 1, -g);

endShape();

¥
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