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int angle;
float angle_X=0;
float angle_Y=0;

void setup() {
size (1080, 720, P3D) ;
}
void draw() {
background (0) ;
translate (540, 360, 0) ;
rotateX (angle_X) ;
rotateY (angle_Y) ;
box (150, 150, 150) ;
}
float pressed_X;
float pressed_Y;
void mousePressed() {
pressed_X = mouseX;
pressed_Y = mouseY;
}
void mouseDragged() {
angle_Y = (mouseX - pressed_X)*0.01;
angle_X = (mouseY - pressed_Y)*0.01;
}
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