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// PfRERL
?2?22(?72, 772, 777, 777);

stroke(@, 0, 80);

strokeWeight(10);

pushQ);

translate(150,

O R < < < J< < < < < < <

rotate(Cangle);

rect(0, 0, 100

popQ);
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colorMode(HSB, 360, 100, 100, 100);
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// YEREILBTRDS
var positionY = noise(i * 0.01) * 500;
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function O {
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createCanvas(windowWidth, windowHeight);

strokeWeight(2);
}

function O {

background( )3

(var i ;o1 width; i++) {

var positionY = noise(i D)

stroke(

line(i, @, i, positionY);
}
}
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// NASDRERE
camera(
// WASOALEX, y, z)
cos(frameCount * 0.01) * 300, -300,
sin(frameCount * 0.01) * 300,
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JavaScript

function O {

background(200);
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camera(

cos(frameCount ~ 0.01) = 300, 300, sin(frameCo.
.01) * 300, v

fil1(100);

sphere(100);
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