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void draw() { fill(O, 50, 0); noStroke();
background(50, 50, 100); for (inti = -10; i <= 10; i++) {
for (intj = -10; j <= 10; j++) {
// BEIFDERTE pushMatrix();
perspective(P1/3, (float) width / translate(i*200, 0, j*200);
height, 10, 10000); box(180, 10, 180);
popMatrix();
1] hASDEEEREEIEDRE }
camera(-150, -500, 1500, }
0,0,0, 0,1,0) ; }

/l BBADO Z ENSICER /] FERITHDETIL
pushMatrix(); void paperplane() {

rotateX(P1/2); lights(); beginShape(TRIANGLE_FAN);
popMatrix(); vertex(0, 0, 0);

vertex(-30, 5, -50);

fill(255); noStroke(); vertex(-5, 0, -50);
pushMatrix(); vertex(0, 20, -50);

translate(0, -300, 1200); vertex(5, 0, -50);

paperplane(); vertex(30, 5, -50);
popMatrix(); endShape();
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