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void draw() {

;

background(0);
lights();
perspective();
translate(width/2, height/2, 0);
rotateY(PI/6);
fill(#ff5050); noStroke();
pushMatrix();
translate(-10, -30, 0);
rotateZ(-PI1/4);
box(200, 50, 50);
popMatrix();
pushMatrix();
translate(0, 50, 0);
box(50, 150, 50);
popMatrix();
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