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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(O, -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(0O, -0.3); vertex(x, 0, 2); fill(100, 0, 0);
sphere(0.3); } scale(0.1, 1, 0.1);
popMatrix(); endShape(); cone();

} popMatrix(); popMatrix();
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// OPENGL®D F5HIEHE // ER beginShape(QUADS);

// size(g, &, OPENGL); beginShape(QUAD_STRIP); /&

/] PIDTZETORFYMNEL Afill(#fffff); fill(#4444ff);

/] TORF¥ EsetupQDHFT float z = 0.701;

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

{ // ELTEAIAATEL vertex(-0.8, -0.3, 2);
// B texture(roof); vertex(-0.4, -0.3, 2);
pushMatrix(); textureMode(NORMALIZED); vertex(-0.4, -0.7, z2);
translate(0, -0.5, 0); vertex(-1.1, -0.8, 0.9, 0, 1); vertex(-0.2, -0.7, z);
fill(#Fffffaa); vertex(1l.1, -0.8, 0.9, 1, 1); vertex(-0.2, -0.3, 2);
box(2, 1, 1.4); vertex(-1.1, -1.7, 0O, 0, 0); vertex(0.2, -0.3, 2);
popMatrix(); vertex(1.1, -1.7, 0, 1, 0); vertex(0.2, -0.7, z2);
/l BIRDT vertex(-1.1, -0.8, -0.9, 0, 1); // K7
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, 2);
vertex(-1, -1, 0.7); pushMatrix(); vertex(0.8, -0.8, z2);
vertex(-1, -1.7, 0); translate(-0.5, -1.4, -0.5); endShape();
vertex(-1, -1, -0.7); box(0.2, 1, 0.2); }

endShape(); popMatrix(); 4
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// EERIAEDZES (PFont®)
PFont fontl, font2;

void setup() {
size(300, 300, P3D); // % F&E

// 1. ProcessingZE B2+ +DFIRHI
// (Tools—Create Font... TE>THK)
fontl = loadFont("Impact-48.viw");

/] 2. DRTLITHk(Java+0S) D F|FAHI
hint(ENABLE_NATIVE_FONTS);
font2 = createFont("Century", 48);

}

void draw() {
background(255);
translate(width/2, height/2);
rotateX(radians(frameCount));

/] BEREE—FExyARIDMEHHE FE
textMode(MODEL);
textAlign(CENTER, TOP);

textFont(fontl, 32); // 74> rEHAX
fill(128, 0, 0): /&
text("impact”, 0, 20); // XF5|ELEE

fill(O, O, 128);
textFont(font2, 64);
text(*'century", 0, 80);
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import processing.opengl.™;
PGraphics pg; // ELEERZEH

void setup() {
size(400, 300, OPENGL);
// BRLEEZFK
/] 3DDEIHDEKIEsizeE#&LFIL
pg = createGraphics(100, 100,
JAVA2D);

}

void draw() {
// IRUEHE L TOHEENE
pg.beginDraw(); // A
pg.background(255);
pg.translate(50, 50);
pg.fill(240, 180, 180);
pg.rotate(radians(frameCount));
pg.rect(-100, -3, 200, 6);
pg.endDraw(); // #&T

/! RREE TONE
background(255);

lights();

translate(width /7 2, height / 2, 0);
rotateX(radians(frameCount) / 8);

scale(90);

beginShape(QUADS);

texture(pg); // IBLEEZEERELTHED
textureMode(IMAGE);

vertex(-1, 1, 1, 0, O0);
vertex( 0, 1, 0, 50, 0);
vertex( 0,-1, 0, 50, 100);
vertex(-1,-1, 1, 0, 100);
vertex( 0, 1, 0, 50, 0);
vertex( 1, 1, 1, 100, O0);
vertex( 1,-1, 1, 100, 100);
vertex( 0,-1, 0, 50, 100);
endShape();
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/ SNIFELODTHETEHLSETY
// (ProcessingTIZZIHANADRR)
import processing.opengl.™;

PGraphics3D pg;
PImage tex;

float fw =256;
float fh = 256;

float lightX = -100;
float lightY = -200;
float lightZ = -100;

void setup() {
size(400, 400, OPENGL);
tex = loadlmage("'davinci.jpg");
pg = (PGraphics3D)

createGraphics(256, 256, P3D);

}

void draw() {
pg.beginDraw();
pg.background(255, 255, 255, 0);
pg.copy(tex,
0, 0, tex.width, tex.height,
0, 0, pg.width, pg.height);

pg.camera(lightX, lightY, lightZ,
lightX, O, lightZ, 0O, 0, 1);
pg.frustum((-pg.width/2 - lightX) * 0.1,
( pg.width/2 - lightX) * 0.1,
(-pg.height/2 - lightz) * 0.1,
( pg.height/2 - lightZ) * 0.1,
-lightY/10, -lightY);
pg.noLights();
pg.scale(pg.width/fw, 1.0 , pg.height/fh);
pg.stroke(O, 0, O, 50);
pg.fill(O, O, 0, 128);
drawScene(pg);
pg.endDraw();
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background(0); textureMode(NORMAL);
fill(255);
camera(0O, -300, -300, beginShape(QUADS);
0,0,0, O, 1, 0); texture(pg);
rotateY(radians(frameCount)); vertex(-fw/2, 0, -fh/2, 0, O0);
vertex( fw/2, 0, -th/2, 1, O0);
pointLight(128, 128, 128, vertex( fw/2, 0, th/2, 1, 1);
lightX, lightY, lightZ); vertex(-fw/2, 0, th/2, 0O, 1);
ambientLight(128, 128, 128); endShape();
¥
stroke(0);
fill(255, 0, 0); void drawScene(PGraphics3D g) {
drawScene(this.qg); g.pushMatrix();
g.translate(0, -50, 0);
pushMatrix(); g.rotateX(radians(frameCount));
translate(lightX, lightY, lightZ); g.rotateZ(radians(frameCount));
noStroke(); g.box (30, 20, 40);
fill(255, 255, 0); g.popMatrix();
sphere(5); }

popMatrix(); o
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