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void drawCharacter(float x, float y, float angle_deg, float scale_factor ) {
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pushMatrix();

translate( x, y );

scale( scale_factor );

rotate( radians( angle_deg ) );
translate( -offset_x, -offset_y );
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popMatrix();
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void setup() {
size( 600, 400 );
}

void draw() {
background(255);
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drawCharacter( mouseX, mouseY, 45.0, 0.5 );

}

void drawCharacter(float x, float y, float angle_deg, float scale_factor ) {
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void drawCharacter(float x, float y, float angle_deg, float scale_factor ) {
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pushMatrix();

translate( x, y );
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rotate( radians( angle_deg ) );
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void setup() {
size( 600, 400 );
}

void draw() {
background(255);
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drawCharacter( mouseX, mouseY, 45.0, 0.5 );

}

void drawCharacter(float x, float y, float angle_deg, float scale_factor ) {




