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void setup() { noStroke();
size(400, 400, P3D); pushMatrix();
) rotateX(P1/2);
fill(100); ellipse(0, 0, 200, 200);
void draw() { popMatrix();
float a = radians(frameCount);
background(0); rotateY(a / 2);
perspective(); pushMatrix();
camera(0, -100, 200, 0,0,0, 0,1,0); translate(60, -20, 0);
/] BRIES fill(250, 200, 10); // #ERR5HE
ambientLight(50, 50, 50); specular(100, 100, 100); //&EE&SE
// BIERT B mAREHRETD shininess(20); // EBESD&EHRE
/] REAVERTEEARFRDEDITS sphere(20);
float Ix = 100 * cos(a); specular(0); // €ROIZRY
float ly = -100; popMatrix();
float 1z = 100 * sin(a);
if (mousePressed) pushMatrix();
lightSpecular(128, 128, 128); translate(70, -20, 50);
pointLight(128, 128, 128, Ix, ly, 12); fill(40, 40, 230); // e =568
stroke(128); box(20, 40, 20);
line(lx, 0, Iz, Ix, ly, 1z); popMatrix();
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n ARYSARDEREH
m spotLight(255, 0, 0, 50, -50,
-50, -1, 1, 1, P1/2, 100)

m spotLight(0, 255, 255, -50, -50,

.50, 1, 0.6, 1, P1/2, 70)

ARYS A R

o spotLight(r, g, b, X, vy, z,
nx, ny, nz, A, £4FE)
w AE: LOEHHE(~ 1 /2F8E)
 EE: 1~100~FNLLE

0 FROEIEHG

noStroke();
for (x=-100; x<100; x+=10) {
for (z=-100; z<100; z+=10) {

beginShape(QUADS);
vertex(x, 0, z);
vertex(x, 0, z+10);
vertex(x+10, 0, z+10);
vertex(x+10, 0, 2);
endShape();

) (50,-50,-50)
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