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float
float
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] self = new float[3];
] item = new float[3];
] enemy = new float[3];

[
[
[
[

float[] enemy_v = new float[3];
float RADIUS = 0.5;

void setup() {

}

size (640, 480, P3D);

frameRate (10) ;
noStroke () ;
self[0] = -3.0;
self[1] = 0.0;
self[2] = RADIUS;
item[0] = 3.0;
item[1] = 0.0;

item[2] = RADIUS;
enemy[0] = 0.0;

enemy[1] = 0.0;

enemy[2] = RADIUS;
enemy_v[0] = 0.0;
enemy_v[1] =
enemy_v[2] =

void draw() {

float dx, dy, dz;
float R2 = 2.0 * RADIUS * 2.0 * RADIUS;
background (200, 120, 160) ;
ambientLight (50, 50, 50);
directionalLight (200, 200, 200, 0.0, 0.0, 1.0);
perspective(PI/3.0, float(width)/float(height), 0.1, 100.0);
camera (0.0, -10.0, 10.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);
PMatrix3D mat = (PMatrix3D)getMatrix();
mat.ml0 = —mat.ml0;
mat.mll = —mat.mll;
mat.ml2 = —mat.ml2;
resetMatrix () ;
applyMatrix (mat) ;
myGround () ;
pushMatrix () ;
translate (self[0], self[1], self[2]);
fil1(160, 160, 160);
sphere (RADIUS) ;
popMatrix () ;
pushMatrix () ;
translate (item[0], item[1], item[2]);
£il1(40, 40, 160);
sphere (RADIUS) ;
popMatrix () ;
pushMatrix () ;
translate (enemy[0], enemy[1], enemy[2]);
fil1(160, 40, 40);
sphere (RADIUS) ;
popMatrix () ;
enemy[0] += enemy_v[0];
enemy[1] += enemy_v[1];
enemy[2] += enemy_v[2];
if(enemy[1] > 5.0) {
enemy[1] = 5.0;

enemy_v[1] = —enemy_v[1];
}
if (enemy[1] < -5.0) {
enemy[1] = =5.0;
enemy_v[1] = —enemy_v[1];

}
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ortho();

resetMatrix () ;

nolLights();

fill (255, 255, 255);

textAlign (CENTER) ;

textSize (48) ;

dx = self[0] - enemy[0];

dy = self[1] - enemy[1];

dz = self[2] - enemy[2];

if(dx * dx + dy * dy + dz * dz < R2) {
text ("GAME OVER”, 0, 0);

}
dx = self[0] - item[0];
dy = self[1] - item[1];

dz = self[2] - item[2];
if(dx * dx + dy * dy + dz * dz < R2) {
text ("GAME CLEAR”, 0, 0);
}
}

void myGround() {
for(int j = -5; j < 5; j++) {
for(int i = -5; i < 5; i++) {
if(abs(i + j) % 2 == 0) £il1(120, 120, 120);
else fill(60, 60, 60);
rect(i, j, 1, 1);
}
}
}

void keyPressed() {
float WALKSPEED = 0. 1;
if (keyCode == LEFT) self[0] —= WALKSPEED;
if (keyCode == UP) self[1] += WALKSPEED;
if (keyCode == RIGHT) self[0] += WALKSPEED;
if (keyCode == DOWN) self[1] —= WALKSPEED;
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