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void snowman() { void cone() { void tree() {
fill(255, 255, 255); pushMatrix(); pushMatrix();
noStroke(); beginShape(TRIANGLE_FAN); fill(0, 255, 0);
pushMatrix(); vertex(0, -1, 0); translate(0, -0.3, 0);
translate(0, -0.7); for (int th = 0; 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, 0, z); fill(100, 0, 0);
sphere(0.3); ¥ scale(0.1, 1, 0.1);
popMatrix(); endShape(); cone();

> popMatrix(); popMatrix();
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// OPENGL®DIFS5 A IEHE /] ER beginShape(QUADS);

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

/] P3DTZETORFYHED fill (#fFEFFF); fill(#£4444ff);

/] TOARF¥lEsetup()DHT float z = 0.701;

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

{ /] ELTERAIAATES vertex(-0.8, -0.3, z);
/] B texture(roof); vertex(-0.4, -0.3, z);
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, z);
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, 0, 0, 0); vertex(0.2, -0.3, z);
popMatrix(); vertex(1.1, -1.7, 0, 1, 0); vertex(0.2, -0.7, 2);
/| BERDT vertex(-1.1, -0.8, -0.9, 0, 1); /] v7
beginShape(TRIANGLES); vertex(1.1, -0.8, -0.9, 1, 1); fill(#883333);
vertex(1, -1, 0.7); endShape(); vertex(0.4, -0.8, z);
vertex(1, -1.7, 0); /] fEZE vertex(0.4, -0.1, z);
vertex(1, -1, -0.7); fill(#880000); vertex(0.8, -0.1, z);
vertex(-1, -1, 0.7); pushMatrix(); vertex(0.8, -0.8, z);
vertex(-1, -1.7, 0); translate(-0.5, -1.4, -0.5); endShape();
vertex(-1, -1, -0.7); box(0.2, 1, 0.2); )2

endShape(); popMatrix(); 4
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o .OBJ Loader

m OBJEXD3DETILERTT
=%ProcessingD i iR RE

= http://code.google.com/p/

saitoobjloader/
o A2AIL
= OBJLoader ???.zipZEMH

= ProcessingZ#ILZDTD
libraries® #1[Z0OBJLoader&
L\STHILEZEEY, zipDHF &
(library%z &) ZzaE—
o FAFE
» JOJSLBRBEIZRODITHBE
import saito.objloader.*;

= OBJ77A4JUILXTAdd File...|T
datao+JLFIZANTHEL

ETILT—3DHEE
o OBJModel#!

JA—NIIVEHTHET S
OBJModel model;

o aOVARSHA

T—AlEsetup THRARAD
model = new OBJModel
(this, "774JL%.0bj");

O EEAYYR

model.draw()

O ZDmAYYE

model.shapeMode(E#,E—F)
model.disableTexture()
model.scale(sx, sy, sz)
model.enableDebug()
BERE... > 3=a7ILSHE
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/] #{: T )LT—%3(beethoven.obj,
// beethoven.mtl, beethoven.jpg
/] D3D2DIT7AIL)EFHO—kL,
/] Ry FDdataT+ILF AN THL
/| (A=a1—T Sketch — Add File...)

import saito.objloader.*;
OBJModel model,

void setup() {
size(400, 400, P3D);
model = new OBJModel(this,
"beethoven.obj");

¥

void draw() {
background(0, 0, 100);
lights();

pushMatrix();
translate(width*0.3, height/2, 0);
rotateY(radians(frameCount));
scale(150);

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

popMatrix();

pushMatrix();
translate(width*0.7, height/2, 0);
rotateY(radians(frameCount));
scale(150);

stroke(#ffffff);
model.shapeMode(LINES);
model.draw();

popMatrix();
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Art of Illusion
o 3DCGPYU—VIrox7
n BEAXR#ErEZYR—rETIVY,
LB, 7=A—23Y)
= http://www.artofillusion.org
m ProcessingT{#z50BI#
D3DET ILEVERL AT RE
O AR )LEEST
m ArtOflllusion???-Windows.exe
n (EET)SAMEVRNDRES
KOGNDEDT, [Yes]z:EIR
m RA—RhA=Za1—@([Start Art
of Illusion]M5FEES
o FLADSE(BAREE
= http://ei-www.hyogo-dai.ac.jp/
~masahiko/moin.cgi/AQl

FENADRA
O EAXRfaE
B EDYV—ILIRE M ioER
» HEOEE, BE), BlERGL...
n [—V]-[LUF—]TLAk
L— 2o DCGHERTES
O BETORFY
m BEf: 247 [Uniform]
s E{&: 2147 [Image Mapped]
o OBIEX~ADEH
n [D7AN]-[T—HEEFHL]-
[Wavefront(.obj)]
B [TORFYEMUTESTHL]
o OBIEMTOIER
m Aol FEJE (Ke)lE, OBITIE
IRERSTE (Ka) IZE#fiSh b
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Google SketchUp BEECHEALYILNIIT
o & o LightWave & Shade
s AIYMIDETIVTISET S s EHICHRE3DCGYIRITT
= Google EarthIZE#MDETIL n BETIVYT, BEMLUAYDY,
7V 7A—RLTHETES T A= 3 BEDIERTGE
= http://sketchup.google.com = http://www.dstorm.co.jp
o OBJEERADZT = http://shade.e-frontier.co.jp

= PG (Pro) 113 ORSBEISAS .
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EE %L, ERETLOBIR
CEEHTENTES

= http://onigiriburning.so.land.to

O %%*7“_4" ¢ ooi0/f JOmITONAIURR G
N http.//vaw.atmarklt.co.Jp/ cr/ o 3KXCGY 7k (Autodesk#t)

o Terragen
» 3DEARBERVYI+NIT
n BRE, CMIZETHHRA
= http://www.planetside.co.uk

rensai2/3dcurl01/01.html

= http://sketchup.google.com/
3dwarehouse/

= 3ds Max, Maya, Softimage
= http://www.autodesk.co.jp
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