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4 010 POV-RayOdOO

010 POV-RayO OO
1.1 POV-RayO Qo onood

1.1.1 30000000000boo
000000000000000000000020000000 300000000000
0020000000000000000002000000000 0 (two-dimensional graphics)
0000030000000000000000003000000000 0 (three-dimensional
graphics) 0000000
00000000 2000000000000000000000C0000000000C0O0O0
O000oo0o00b0o0o00oo0030000000000000000000B0OO00O0BO0OO
gbobooooboboobooboboboboobooobobobobooobobon
uono
0000000000000000000000000000000MO0000D0A0 (ren-
dering) 00O O0OOO
gbo3doboboobooobobobobobobboboooooboboboobmobo
0000 (modeling) 0000000

1.1.2 POV-RayOQOQOO

0000000000000 0000000000000000mMUOO0Uod (renderer) O
oooood

0000000000000 00O0O000O0O00DOoOO00oOoOOO0OPOV-Ray oo
O0000MOo0O00DO0O0O0O0DDOPOV-Ray OO Persistence of Vision Ray-Tracer O O
ooooooooo

e OODOOOOODOOO
e IO00O0OO0OO0OOODOOOOOOODOOOOODODOO

oooboooooooo

1.1.3 POV-Team
POV-RayOOPOV-Team 0 OO0 00000000 0DO0O0ODOOOO0ODOOODOOODOOOO
0000000000000 00000b0b00000b00oo0oooo0oboOoo0oo0oOonOon
000000000000 00000D00D0D00D000DOO00nDO0o0ong
POV-Ray 00O ODO0O0OO0OOO0'0000000000DOO0O0O0OOO0OOOOOOOODOOO
ooo

1.1.4 00O
POV-Ray OOODODOOOOODOOOOOOOOODODOOODOOOODOODODODOUOOO
(scene) 0O O0OOOO
ooobooooboooooooooobooooobooobooboooooobobooobooooooo
boboobooooboboooobobooobooboooooboooooon
O0000MM 00000000 (scene description language) 000 000000000000
ooo
O000O0000OPOV-RayDOOOOOOOOOOOOOOPOV-RayODOOOOODOOO
goooboooobooboooobobooogoo

1.2 POV-RayOooQo

1.2.1 000000

O000D00OPOV-ReyOOOOOODOOOODOOOODOO

POV-Ray OOODOOOOODODOOOODOODOOOOOOOOOODODODOOOODODOOO
oboobooboooboboobooobooobooooboobooboobooboOooobooooog
ooooboooobooboooboobooooboooooboooo

'POV-Ray 000000 URL OO0 http://www.povray.org/ 000



1.3. O 5)

Windows 00O POV-Ray OO OO DODOOOOODODODODOOOOCOOOOODDODOOODOODOO
O00000000000000000New]OOODODODOOO0OOOOOO[Untitled D000
goboooooooobooboooboboooooobobooooooobooooooooooo
0000000000000 [Save] 000000000 DOOOOO

oobOoo0obOoo0oooboobO0oboooboooobooboobOo0Od sphere.povd OO
oooboobooobooboo

00000 sphere.pov

camera {
location <0, 0, -3>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
sphere { 0, 1 }
pigment { color rgb 1 }

O0000000POV-RayOUOOOOOOOOOOOOOODO .povOO0O0OOOCODOOOO
ooooooooo

1.2.2 000000

Windows 00O POV-Ray OO O0OO0OO0O0O0O0OO0O0ORuw0000000O00O0O0O0OOOO
0000000000000 0000000000 [Runj]OO0O0O [Stop]0000O0O0OO0O
0000000000000 0O000OoOoO [Stepj]J000O0OOOO
00000000000O0O0000 POV-ReyOOOOOOOOOODOOOOOOOOOOO
gobooobooooooooboooogboobbooobbooboobooboooobooDboo
oboooboooooobooooobooooboboboobooboooooboooooon

1.23 0000OO0O0OOODOOOOOOODbOOOO

Windows 00 POV-Ray OO O O0O0O0O0D0O0OO0OO0O000ODOOOOOO0OODOOOOOOO
boboobOobooboobooboboooooboboboooooboboooooobOoboon
O0ood0ooogooooooooboo00 AADODO0gOooooooooooogooooooo
O00NoAAOOOOOOOOOO0OO00OD0OD0ODDODODOO
O000MO00000000O00 (antialiasing) 000000000000 O00O0OOOOO
uoooboooobooocooboooo
gobooboooboooobooooboooobooooboobooooooooboobobooboooobooo
oobO0o0oobOoobOooboboobooobooobooOooboooboooooobooboooboonog
obbO0oobOoobOoobOoobOoobOOooOobOobooOoOobooOoooOoooOoooOoooog
boboobooboobobooooobooooboooobOobooooboon

1.3 0O

1.3.1 0000
POV-RayOUOOOQOOOODOOOOOOO0OOOOOCOOOOOOOOOODOOCODODOOOO
000 (expression) 00000000 OOOOO
0000000000000 mMmOOO (evaluation) 0000000
gbobooobooobooboboboboooboboboobbobobuoboobobo
0000000000000000 (value)ODO0O0QoQOoOO

1.3.2 0000
0000000000000 00oomuooooO(itera) 00000000OOOO 5830
-2400 0.0170 000000 10000O00O0OOOOOOOOODOOOOODOODOOO
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oob0obooobOobooobooboobooobOoooomiocoboooOoonoebonOn
ubobooboooobobooboooboobO e300 00nboooonOO

1000000000000000000000000000000

gboogboobobbooboboobobbie-3o0bonooonooong
0.000000000000000000000000000001
gbooobooobooobooobn

1.3.3 000
00000 (operator) 0000000000 O0OO0OOOOOOOOOOOOOOOOOO
000000000000 0000 (operation) 100000000 OOOOO
O0bOOo00oDO0o0ob0ob0OO0+0000 -O00D0O 0000 /00000000 B30+4200
ooo0ogs3o0 2000000000000 0000O0DOO
*0/00+0-00000000D0O0O0O«x0/00000000+0-000000000O0O
ooboO07«3+40 0000070 3000000000 40000000000000000
oooobooogoD 2000000
oobooboooboooobooooboooobooboooboobboboboobboobobooboobooo
O0000O0O000o0ooooo=Ge+4) 00000070030 40000b000000O0DO
gooobooooboboooooboooob 49000000

1.34 0000
0000000000000000M 00000 (vector) 000D0D0ODDOODOOOOOOOO
gooobobooooboobooooboooobooooooboooooDoboon
0000000000000 0000000000000000 (component) 0000000
000000000000 0O0000000000 (dimension) 0000000000 nOO
000020000000 (n-dimensional vector) 00000001 0000000000 1
O00000MO0O0O000O(scalary 0000000
ooooboboooboobooooobobooobooboooooboooooaon

@. @ - B

ubogboogooooboodabooad
<75, 34, 81>

obocooooooOobooboobooooyso 340 8100o0oooooobooooooonoo
ooooboooooo
gooboooooooooobooooboboOoooooooboooooobooboooooboooo
gobooboooboboooboooboobooobooboooooboboboooooobo30noo
oboooboooooobz2o0b000obOoboboobOobOoooonboon

<20, 20, 20>
ooooboooobooood

1.3.5 0000000
200000000000000000000000000000000000000000
0000000000000000000000000000000000000000000
0000100000000000000000M00000000000000000000
0000000000000000000000000 20000000000 (sum)J000
000
+00000000000000000000000000000000000000000
ooo
<5, 3, 4> + <2, 7, 8
00000000000
<7, 10, 12>
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ooooboooobooocooooo

1.3.6 0O0O0O0OO0O0OO
lo00oobool1obooboobooobooboboooooboobooobooboooooDbn
ooboooboobbooboooooooooooobooooboooboobbooboboOobooobD 100
gooooOoobooobooooo@moboooooooobooooooobooboooonDog
0000000000000 0000000000000000O00O(product)J000O0O0O
xgi0dbooobooobooobooboocobooooboobooboooobooooboog
ooo

<5, 2, 3> % 40
gboogogooaboo

<200, 80, 120>
oooobooooboooboooooo

1.3.7 0O0O0OOOO
gbodb10l1oo0obo0obooboobooboob ooobobbobDboob™bo
00000 (elementary vector) 0000000
3000000000000000POV-RayOOooQ

x =<1, 0, 0>

y <0, 1, 0>

z = <0, 0, 1>
oo0oob0oU0xO0y0Oz0OOOOODODOOOODOODOOOO

O00D00x0yOzOOODOPOV-RayOUUOOOOOOOOODOOODOOODOOOODO
O0000MO0O000000O (built-in identifier) 0000000

1.4 00O

141 000000
00000000000000000000000 @M 0000 (coordinate system) 0000
goo
0000 UO0(axis) 000000000000 OO0O0OO0OOOOOOOOOOOOOOO
ooboooooooooooboooobooboobolboobool1oobo0200000 200003
gooobos3booocooooo
300000000000003000000000MM 200 (x-axis)y 00 (y-axis)[1J z
O0(>axis) 00000000 O0O0O0OO0OO0OOODO 100000000000 DOO0OODOO
000000 (origin) D00O0OOOO
zr00y00zO0OODOOOOODODODOOODOOOODODOODOOOODOOODODOOD
gboooboboooooboboooooboboooobooboboboboboooobOoboooon
obooobooooboobooooobobooobooboooboobooooboobooog

1.4.2 00O

300000000000000 00O (coordinates) 0000 300000000000
0000000000000000000000000000000 M 20 00 (a-coordinate)O
0Oy 00 O (y-coordinate) (] z O O O (z-coordinate) 0 000 0 OO

jUbdbi0otbobobooob0boooobobobUoboDoUbUu z.00bobobooo
Ub000000000D000y0LOO0DOO00O0O0bO0ObOyOODOODODODOODO 200
gooobbboo 00000 3obbbooooo

gogoo«xr, 3, -e>000000000D0O0O0LOOODOODODO0ODLOYODOOD 2000
oooobobooobo3sboob yboobUoobUoobUo0o—-60000 z20O0O00DOO0ODOO
oo l1ogbooboobbooboonbo
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143 0000OO0OO

300000000000200000000000000000000O (right-handed system)
0000000000000 000 (left-handed system) 0000000000000 OO0OO
U00z00y000000000000000000000000000000000

oobooboobooboobo 0000000 yO0O0O0OO0O 000000000000
ooboooobooobooobooobooobooooOobooooooooobooobooobooOooog
oooobobooobooboooo

jooboooobooobooooboooboooobooobooboooboooboooboooOon
0000000000000 0000000000POV-Rey0OOOOOOO0O0OoOooooQ
gooo

1.5 U

1.5.1 00000
000000000000000000000000000000000000000000
00000000 (red)00 (green)d00 (blue) 00 00000000000000000000
0000000000O0MMRGBOOOOOOOO

1.5.2 0000
POV-Ray OOOOOOOODORGBODO

color rgb [:]

oooobooobOoboooboooobooboobooobooobooooob3ooooooonoo
ooboobooboooos3sbboobooboooboooobooboobooooOoooooog
goboobooooobooooboooooooobo1obboboboboobobooooDoobooo
oono

color rgb <1, 0.5, 0>
oboooboobobobobooo

color rgb <0.5, 0, 1>
goooboooboooooo

1.6 000000

1.6.1 O0O0OOODOOO

POV-Ray0OOOUOOOOO (camera)d 00O (light source)d 0O (object) 00000 OO
ggooobobobodoooaa

dooobooboobobobobobobooobooobooo

000 camera { ... }
oo light_source { ... }
oo object { ... }

01200000000000000000C00O00O0O00O0OCO0O0O0O0DOOOOOOOOO
oooooo

1.6.2 00000000
00 (space)d00 (tab)00 0 (line feed) 0000000000 0000000000000O
00000000000000000 (white space) 01000000
POV-Ray 000000000 000000D0000000010000000000000
000000000000000
000000000000000000000000000000000000000000
0000000000000000000000000000000000

light_source { <-5, 5, -5> color rgb 1.6 }
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oooobooogoo

light_source {
<-5, 5, -5>
color rgb 1.6
}

gbooboobooboobobbobooo

1.6.3 0O
gobooboooooboooobooobooobooobboooooooooooobobooobobooo
000000000000 00mMO0O(comment) 000000000000 COOCOOPOV-Ray
boboobooobooboobooooboboooboobooooboboooooon
O00000Doo0 POV-ReyOUOOooOoOOOOOOODODOOOODOOODOOOODOODO
oooo(//)00000000000000 //00000000000000000O0000
O00000000OPOV-RayO O

// I am a comment.

0000oDoooooooooooooooo
00000000000000000000000000000 (/+)000000000000
(+/)0000000000000000DO0OC0O0O0OO0OOO0O0O 2000000000000
O/«0+/00000000000000000000000O0OOOO0O0OPOV-RayO O
/* 1 am a comment
which contain line feed. */
0000oDoooooooooooooon
00000ooO0o00ooooUoooo0o0ooooUoooooooooooooooooooag
doooooobooooooobobobob oo ooooooooooo
goooobbooooobobbbdooddoodoooooobbbooooobon
000do0o0o00oooooooo0ooooooooooO0ooooDoooOoooooooon
000000000 (comment out) 000000

1.7 00

1.71 00000
POV-RayOODOOOOODODOOOODOOO

object { ... %}

gbooobooboooboobooooboboooobooon
ooboooboooobooooooobooboobooboobooooboooobooooboooo
boooboooobOobooooboboog
01200000000000000

object {
sphere { 0, 1 }
pigment { color rgb 1 }

gooOoOo0oOOoOOOOOOOOOOOOOOoOoOO
sphere { 0, 1 }
ogooooOoOoOoOoOOOOOOOOOOOO
pigment { color rgb 1 }
ogooooOoOoOoOoOOOOOOOODODOOOOOOOD

1.7.2 000000

POV-RayOU O DO OODOOOOO (primitive) 0000000000000 O0OOOO
vboboobobobbooboobobobobuobooobobaobobooboobabon
oooobooo



10 010 POV-RayOOO

0120000000000000040
sphere { 0, 1 }

000000000000 O0O0O0000 (sphere)D00000OO00ODOOOOOOOOO
gbobobooooboobobgooooboboboboobooboboooboobo

Ubodbdspherell000O0O00O0OO0O0OOO0OOOO
ooooboooobooocobooono

[Doooooo| { [oooog] y

Oo0o00omooooooboobobobbbObb0000b000000o00b00000 sphere
oboooboooobooboooooboo@moobooooboobooooon

[boooo|, [oO]

>

Oo0o0o0O0O0ODOOOOODODODOODOO
sphere { 0, 1 }

obooobooooboobooooobooool1ooobobooooboobooo
obooboooobooboooboobooooboooobooo

0000 sphere2.pov

camera {
location <0, 0, -3>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }
object {

sphere { <-1, 0.8, 0>, 0.4 }
pigment { color rgb 1 }

}
object {
sphere { <1, -0.3, 3>, 2 }
pigment { color rgb 1 }
1.7.3 00O

oobooboooooooo3gbboobobooooobooobooobooobooooooon
0000000000000 00000000000O0O000ooUoO (box)OJOOO boxO
oooobooogoo

boxOUOOOOOOOOOOOO

bos « B0, 004 >

000000000000,000.,.000000000000000000000000000
box { <-1, -1, -1>, <1, 1, 1> }

0ooboooooooooboogx-1, -1, -1>0«1, 1, >O0000000DO0O0O0O0O0O0O0O
ooooooooooooo
boxOUOOOOOOOODOOO0OOODOOOO00OO0O0z00y 00000000000
gbogboobobboboobooboobuoobobobonbboo

dddnd box.pov

camera {
location <0, 0, -3>
look_at O
angle 70



1.8. OO 11
light_source { <-5, 5, -5> color rgb 1.6 }

object {
box { <3.5, -2, 4>, <4, 3, 12>}
pigment { color rgb 1 }

object {
box { <-4, -2.5, 4>, <3, -3, 12> }
pigment { color rgb 1 }

1.74 00000
gboobooooboobooboobooboo

pigment { color rgb 1 }

gboboobooogobooboooooobooboboobooboobooobooboboon
000000000000 0000000000000000000mMOU00UO (pigment)
gboboobooooboboooobobooobooboooooboooooon

gboboooboboboboboobobobobooobooboboboooboobo
ugod

pigment { (0OO0O| }

go0o0ooOoOo00oooooOooooOoOooDooOooooooooooo
pigment { color rgb 1 }

boobobobobt1ogbogodx, 1, >O00000D0O00O0O0D0OOOOOooooon
obooobooooobooboooooobonoo
oboobooooboboooboobooooboooobooo

00000 pigment.pov

camera {
location <0, 0, -3>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
sphere { <-0.9, 0, 0>, 0.8 }
pigment { color rgb <0, 1, 1> }
}

object {
sphere { <0.9, 0, 0>, 0.8 }
pigment { color rgb <1, 1, 0> }

ooooboobooobobobo20000000000000000DO00O0

1.8 0O

1.8.1 00000

0000000000000 00000000CO0O0O0O0ODODODO0O000POV-Ray OO
gbobobboobobgoooboobooboboobobobobooboboboooon
vboboboboboobdgbobobooobobooboboboboobobobon
0000000 (ambient light) 0000000000000 OU0O0O0O0OOOOOOOOO
ooooboon

POV-RayOODOOOOODODOOOODOOO
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light_source { ... }

gbooobooboooboboooobobooooboooo
gboboobobobobobobooooobobobooobboboboobobobo
ubogbooobooobogoaogd
ooooboooobooooboooo

light_source { <-5, 5, -5> color rgb 1.6 }
gooooOoOoOoOOOOOOOOOOO0OOOOOO

<-5, 5, -5>
ooooooOoOoOoOOOOOOOOOO00O

color rgb 1.6
oo0o0o0oO0O0O0O0O0O0O0OODODODODODDDOO

1.8.2 O00O0O0OOOOO
ooboooboo0oboobooobooboobobo0ob10b00b0OoO0bOO0OobOOobOOoOoDboboODn
oboboobOooooooobooboooooboobobooooboobobooooobOobooon
oooboooobob1boooobobooooboooobobooooboooon

ooooboooboooobooooobobooooboobooobooboboboooDobooobooo

0O0o0d0 1light.pov

camera {
location <0, 0, -3>
look_at O
angle 70

}

light_source { <-5, 0, -5> color rgb <0, 1.6, 0> }
light_source { <5, 0, -5> color rgb <0, 0, 1.6> }

object {
sphere { 0, 1 }
pigment { color rgb 1 }

1.9 00O

1.9.1 000O40oo
obooooboobo3uobooboobooobooooobooooooboooooooon

gooOoO0O0O00000o0o0oo0ooooooooOoOOODODODODDOOOOO0O00OPOV-RayO OO

ubogbooobooobooboobobbobooboobooboobobbabooa
POV-Ray OO OOOOOODODOOOODO

camera { ... }

gooobooooboboooobobooooboooo
gbogbgooooobooobooboobooboobobbobbobooboobooa

1.9.2 000000
gbogoboooobboobod

location

ubboobOmoooooboob 3scobooboobobooooboboooboobobooooonoog
oooobooogoo
ooooboboooobooboooooboooobooboooboobooooon

location <0, 0, -3>
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oob0O0ob0oobOooboboooooboob00000000000000300000000
goboobooooboooobooooon

1.9.3 000000
gbooboobobooboobgon

look_at

bboobOmoboooooboobo3sgbobobobooooboboobooboobooooonoog
googoooooobgooon
gbogbgoboobobobobboboobooboobooobooon

look_at O

oobooooooobboobobooboobobooobobOnOxo, 0, >O00000000O0CDOOO
gbooobooooboobooooboboog
ooooboooOooboOoboooooboboooooboooooobooo

00000 lookat.pov

camera {
location <-0.7, 1.7, -0.7>
look_at <0, 1, 0>
angle 70

}
light_source { <-4, 7, -5> color rgb 1.6 }
object {

box { <0, 0, 0>, <1, 1, 1> }
pigment { color rgb 1 }

1.9.4 00040004000
ooboooboobooboobooboboobooobooooobobooboobooobooon
O000ooo0U0ooooOoOoO000oDoOoOPOV-RayO OOOOoOOooooooooooO
ubogbooobooobogoogd
ooooboooobooboooooon

angle

gbooobomooooooobobooboobooobooboboboooooboboboooobooonoo
obooobooooboobooobOo1soboooom
obooboooboobobooobooboooobooooboOobooooboon

angle 70

goooboooobooboooooboooobobobo woooobobboooDoboooooo
gbobgoboobobobuooboboboboooobobobooobobooobaoba
obooobobooobooboooooboboooooboooooo

00000 angle.pov

camera {
location <-50, 51, -50>
look_at <0, 1, 0>
angle 1.8

light_source { <-4, 7, -5> color rgb 1.6 }

object {
box { <0, 0, 0>, <1, 1, 1> }
pigment { color rgb 1 }
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1.10 00O

1.10.1 000
POV-Ray 00000000 ODOODO (identifiery 00000000000 OOOOOOO
oooooooon
boboboooboobobooooboobobooobooobooboooobobooooooon
gobboooobooobobooobbooobbooobboooobbOoooss3nnug
U000 YokohabaU D UOUOUOOUOOOOOOOODOODOO Yokohaba OO UODOOOOOOO
58.300 0000000000000 O0ODOOOOOOODOOO
obooboobooboobooooboobobooboooboobobooboooooon
ugboobooboobgooobobbobn
gbobgooobobobobobooboboboboobobobooboooaoba
ooboobooboobooboooobooboooboobooboooooboooobooooog
oboobooboooboobooobooooooobooboooboooobooooOoooonog
gbhoobooboobooboobooboobooboboboboboboobooobn

1.10.2 0O00O0OOOOO
POV-RayOODOUODOOOOOOOOODODOODOODOOOODOODODOODODOO

ooo

e J000DUDOOUDOOODUDDOOODOODOOOODOODO (.)O

e IO00O0OO0O10O0O0DO400D0000O

e JUO0ODODODOUODODOODODOOO

e [OODOUOD cameral objectl sphere0 IO ODNDUOOOODOOOOODOODOODOOONO
ooooo

00000 namako U Kurage 1 Uni874 U two_words U OO OO0 OO0OOOOQ umi@u.shi
O39%ikvrad 00000000 OCOOOOOCOO
POV-Ray OOO0OO00OO0O0O0O0OCOOO0OOOO0O0COOOOOOOOOCOOOOOCOOO

1.10.3 0OO0OO0O0OOO

00000000000000000000000O(declare) 00000000000 ODOO
O0000mM 000 (declaration) 0000000000000
oooooooon

#tdeclare ’DDD‘ = ’DD‘

0000000000000 00000000000o0000m@oo0onoo0oooooon
0000000000000 0000@M 0000000000000 oOoooOoooOon
ooooooooon
#declare Hako = object {
box { <0, 0, 0>, <1, 1, 1>}
pigment { color rgb 1 }

booboobobobdobibdHake O OOOOOOO0DOOO0DOOO0DOOODOODOOOO

1.10.4 0OO0O0O0OOODO
00000000000000000000000000o0oO000oOo00ooo0o0oo0o0o0o0
O000000000000000000 objectUd pignent0000000000000O00OO
0000000000000
O0000MideriOOD0O0O0O0O0O0O0O0OCDOOO0DOODOOOODOOODOODODOOODBOODOOO
0000o0o0O00oooooooooon
pigment { Midori }

oooobobooobooboooo
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oobooooooobooobooobooobooobooooboooooooobooooooon
gooo

00000 declare.pov

#declare Camera = camera {
location <0, 0, -3>
look_at O
angle 70

#declare Light = light_source { <-5, 5, -5> color rgb 1.6 }
#declare Sphere = sphere { 0, 1 }
#declare Pigment = pigment { color rgb <0, 1, 1>}

#declare Object = object {
Sphere
pigment { Pigment }

camera { Camera }
Light
Object

1.10.5 OO0OO0OO0OOO0OO0OO0OO0O0O0
gbooboboobooboobooboobo

#declare = IE‘;

boboobobooooobboooobmooboobobooooobobooooo@mobooon
00000000000000000000000000000000000000000 ()
oooobooooboobooooboobonoo

googo

#declare Takasa = 80;

Ubobobobobobdb00OT Takasa0 O OOO0OOO0 SOOOO0O0OO0OODOODODOO
ooooooog

#declare Houkou = <3, 2, 5>;

O00000000000000HukouOOOOOO0O0<3, 2, 5>000000000000
ooooboo
gooobooooobooboo

#declare = color rgb (3000000 |;

oboooboooobooboooobobooboobobooobOoboooooboon
goooo

#declare Orange = color rgb <1, 0.5, 0>;

gbogboobobobobibdorangel 00000 OO0DOOO0DOODOOOOODOOODOO
oooobOoboooooboooooboobooooobooooobooboooooo

00000 semico.pov

#declare Cameralocation = <0, 0, -3>;

#declare CameralLookAt = <0, 0, 0>;

#declare CameraAngle = 70;

#declare LightLocation = <=5, 5, -5>;

#declare LightColor = color rgb <1.6, 1.6, 1.6>;
#declare Spherelocation = <0, 0, 0>;

#declare SphereRadius = 1;

#declare SphereColor = color rgb <0.5, 1, 0>;

camera {
location Cameralocation
look_at CameralookAt
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angle CameraAngle

}
light_source { LightLocation LightColor }
object {

sphere { SphereLocation, SphereRadius }
pigment { SphereColor }

1.11 00

1.11.1 00000

POV-RayOOUOOOOOOOMMOOO (transformation) 000000000000 000O0O
booboobooboobooooboobo3soboooboobooon

gobooboooboooooooooooboooooooobooobbooobboooobobooo
oooobOooooobooobooobooooobooooooboobooboooboooooo
oobooooooooobooobooooooboobooobooboooooooooog
ooogd

gobobooboooooboooooboooooooobooooooboboooooooooooooon
oooobOobooobooboooo

1.11.2 00O
gooobooooboboooooboooooan

translate (3000000

00o0oo0bobOobobobo0ob sgbuobououobuozbyd00000DbOOOODObDOn
doo00o0odoooboooooobooooooboooooooooon
object {
Katachi
pigment { Iro }
translate <20, 10, -30>
}

goboboooobooboooboobbooooboooboooobbooobob.00000 200
yooooD wob00000 300000000000000O
ooboobooobooboooboooboooobooooooooobooooboooboooooboooon
bobooboboooooboboooooboboooobooboobooboOobooboobOobooon
gooooboooobooboooboboooobooboooooo
gooobobooobobooooobobooboobooboooooboooooo

00000 transla.pov

#declare Sphere = sphere { 0, 1 }
#declare Red = color rgb <1, 0, 0>;
#declare Green = color rgb <0, 1, 0>;
#declare Blue = color rgb <0, 0, 1>;

camera {
location <0, 0, -3>
look_at O
angle 70

}

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Sphere
pigment { Red }
translate <-1, 1, 1>
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object {
Sphere
pigment { Green }

object {
Sphere
pigment { Blue }
translate <1, -1, -1>

1.11.3 OO
gbooboooobooboobooboooo

scale (3000000

OO00O0o0o0O0o00O0b0o0oO0o3b000o0bobo0xb0y0-0000000000000D
goo0oooooooooOoOooo 1opopo00oooo0ooDoo0oDooOooDW oo
ood
object {
Katachi
pigment { color Iro }
scale <2, 0.5, 3>
}

oobOobooobooobooobooooobooooobooboooobboobe0O0000
200y0000005000000030000000000000O0O0OO0
goboooboooboooboooooooooobooboooboooboboobooboooobooo
obOobOobOooooboobOoobooboboobooobooooobooobOoooobooOono
goo
oboobooboobdobooobooboooobooooboboooboobOooooa

0000 scale.pov

#declare Sphere = sphere { 0, 1 }
#declare Red = color rgb <1, 0, 0>;
#declare Green = color rgb <0, 1, 0>;
#declare Blue = color rgb <0, 0, 1>;

camera {
location <0, 0, -3>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Sphere
pigment { Red }
translate <-2, 0, -2>
scale 0.5

}

object {
Sphere
pigment { Green }

object {
Sphere
pigment { Blue }
translate <1, 0, 1>
scale 2
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oobooboooooboboooooooobooobboobooooooooooobooobooon
gboooboboooboboooobooooboobooooobooooboobooon
boboobooboobobooooboooobooboooooboooboo

translate <1, 0, 1>
scale 2

bobooboooobobooooobooooboooboooooboooobOoobooooboooo

1.11.4 OO
gboobooboobooboobooboooon

rotate (3000000

000000000000 00D0 300000000x0y00000000000000000
0000000000000 0000000:00y00-0000000000000MI000
odod
object {
Katachi
pigment { color Iro }

rotate <20, -50, 30>
}

ooboobooboooobooboooboooboobooobOooboobo0ooobD 20000
obooo 200000 y00000D000 -500000 00000000 300000000
ooooboog
ooboobooobooobobooboobbooooboooooboooboobobooboooboooon
gooobooooboboooooboooobooocooboooo
oboobooboobobooooobooooboboooooboooooon

00000 rotate.pov

#declare Box = box { <-1, -0.1, -2>, <1, 0.1, 2> }
#declare Red = color rgb <1, 0, 0>;

#declare Green = color rgb <0, 1, 0>;

#declare Blue = color rgb <0, 0, 1>;

camera {
location <0, 2, -6>
look_at O
angle 70
}
light_source { <-5, 5, -5> color rgb 1.6 }
object {
Box

pigment { Red }
rotate <0, 0, 30>
translate <-2, 0, 0>

3

object {
Box
pigment { Green }

object {
Box
pigment { Blue }
rotate <0, 0, -30>
translate <2, 0, 0>
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1.11.5 0OO0O00O0

rotateJ U000 1000000000z0y000000000000000000020y0
zOUbOOOooOobOooboooooboobbooobuoobbooboubibdnD rotated 0 d
20000 3000000000000 00O0O00DOODOODbOyOO 30000000000
000200 -4500000000000000000

rotate <0, 30, 0>
rotate <-45, 0, 0>

oboboobob200 retate0O000OOOO0OOOOODOO

gbooboobobbooboboobooboobobobb00yoboobooboobo
ubuogbuobabbybtduodbuoobobooaoboaboad

00000 rotate2.pov

#declare Box = box { <-1, -0.1, -2>, <1, 0.1, 2> }
#declare Red = color rgb <1, 0, 0>;

#declare Green = color rgb <0, 1, 0>;

#declare Blue = color rgb <0, 0, 1>;

camera {
location <0, 2, -6>
look_at O
angle 70

}

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Box
pigment { Red }
rotate <0, 0, 30>
rotate <0, 45, 0>
translate <-2, 0, 0>

}
object {
Box
pigment { Green }
object {
Box
pigment { Blue }
rotate <0, 45, 30>
translate <2, 0, 0>
}

1.11.6 0OO0O0O0OOOOOO
ooboobooobooboobboobobooobooooooooobooobooboooboooo
ooood
0000000000000000000 scaleJ000000000O0OO0OOO (spheroid)
oooobooog

00000 rugby.pov
#declare RugbyBall = sphere {

B

scale <1.8, 1, 1>

}

camera {
location <0, 0, -4>
look_at O
angle 70
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light_source { <-5, 5, -5> color rgb 1.6 }

object {
RugbyBall
pigment { color rgb <0.5, 1, 0> }

1.12 CSG

1.12.1 CSG OO0
POV-RayOOOOODOOOODOOOOODOOOOODOOOODODODOOOODODOOO
0000o00000o00o000o0o00oooo0oo0oooooo0ooooUoooooooo
0 CSGO (constructive solid geometry) 000 0000CSGOOOODOOOOOOOOOOO
0000000000000 00@M 000000 o00o0oo0ooooo0o
cSGUU0000000000000000000000000000000000000O0 CsG
O0wion00000000O00O000O0OOO
csGoOOoooooooooooo

csGooo| { [ooooo] -3

oobooomooboooooobooobobooobooooobooooooooboooobooo
0000000000 mo0o00o0ooooooooooooooooooo csGcooooo
gooobobobooboobooobooboobooogooo

1.12.2 0O0O
00000000000000000000000000000000 CSGU MO0 U(union)
000000 (summation) 00000000000 wiondO0000000O00OOOOOOO
gooobooooboboooooboooooan

union { (OOODOO]| --- }

ooboooooooooobooOoboboOobobooobOoooobOooboooooobooOoobooOoobooog
oooobooooboooobooboobooboon
obooboooobobooobobooboobooooboooooon

00000 union.pov

#declare Sphere = sphere { 0, 1 }

#declare Box = box {
<0, -1, 0>, <2, 1, 2>
rotate <0, 45, 0>

}

#declare Union = union {
object { Sphere }
object { Box }

}

camera {
location <1, 3, -4>
look_at <1, 0, 0>
angle 70

¥

light_source { <0, 6, -5> color rgb 1.6

object {
Union
pigment { color rgb <0.5, 1, 0> }
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1.12.3 0000
gbobooooboboboboobobooooooboobboooboobobooooobo

000000000000000000000000 CSGUMmMO000O (intersection) O 0O O

000 (product) O 000000 OOOOO intersection0 000000000 OOOOOO
goboobooooboobooooobooog

intersection { |ODOOOO]| --- }

oobOooboooooooobOobOOooboOobobooobOooobOooobOoooooooooooog
booobobooobooboooobon
goooboobooobooboooooboboooboboooooboooooo

odddnd inter.pov
#declare Sphere = sphere { 0, 1 }

#declare Box = box {
<0, -1, 0>, <2, 1, 2>
rotate <0, 45, 0>

}

#declare Intersection = intersection {
object { Sphere }
object { Box }

}

camera {
location <1, 2, -2>
look_at <0.4, 0, 0>
angle 70

}

light_source { <0, 6, -5> color rgb 1.6 }

object {
Intersection
pigment { color rgb <0, 1, 0.5> }

1.12.4 OO
ooboooboooboboooboooobooboooooooooobooooooooboboooboobooo

00000000000000000000000 CSGOMM 000 (subtraction) 000000

(difference) 00000000000 difference000000000O0OO0OODOO
uoboobooooboooooo

difference { (OO DOOOY| --- }

obooboooboooobobOooboOobobooboobooooboobo10oboobooboo
goboo200000000000000000DO00O00O0OO0O0DOOOOODOOOOO

gobooboogooogobooooooooooooooooooooobooboboobobooo
ooooboooogooo

00000 diffe.pov
#declare Sphere = sphere { 0, 1 }

#declare Box = box {
<0, -1, 0>, <2, 1, 2>
rotate <0, 45, 0>

}

#declare Differencel = difference {
object { Sphere }
object { Box }
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#tdeclare Difference2 = difference {
object { Box }
object { Sphere }

#declare Aqua = color rgb <0, 1, 1>;
#declare Yellow = color rgb <1, 1, 0>;

camera {
location <1, 3, -4>
look_at <1, 0, 0>
angle 70

¥

light_source { <0, 6, -5> color rgb 1.6 }

object {
Differencel
pigment { Aqua }
translate <-0.4, 0, 0>

}
object {
Difference2
pigment { Yellow }
translate <0.4, 0, 0>
}

1.12.5 CSGOOOOOO
csGoOoO0oO00OopoOoOoOo0oUooDoOoUUOoDOooOUOoDOoooDOoboOOocesGoodg
oo ccsGOoOooOoOooooboooooooobobooooesGgooogoo

difference {
union {

}

3

gobooOooooboooobooooboobooobooobobobooobooobooooooobooooooDn
csGU0O00dOfdOooooooooooooo cscUooooooooooooooogoon

gooboooooobobooooboobooooobobooobooboooobooboo
ooo

00000 diffuni.pov

#declare Spherel = sphere { 0, 1 }
#declare Sphere2 = sphere { <1.2, 0, 0>, 0.4 }
#declare Box = box { <-3, 0, -2>, <3, 2, 0> }

#declare DifferenceUnion = difference {
union {
object { Spherel }
object { Sphere2 }

object { Box }

camera {
location <2, 1, -2>
look_at <0.4, 0, O>
angle 70

}

light_source { <0, 8, -10> color rgb 1.6 }
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ogooood oo
colors.inc O
shapes.inc oo

shapes2.inc U000 shapes.incO OO0
shapesq.inc U000 shapes.incO0 OO0
woods.inc gbooooooao
stones.inc gbooooood
metals.inc gboooooooo

golds.inc gooboooboogn
glass.inc gobooboooooo
skies.inc ooooooooooooo
stars.inc googoobooooo

textures.inc | D0O0O0OO0O0O0O0O0O00O0O0OO0OOOOOO

U1l 000000000000000

object {
DifferenceUnion
pigment { color rgb <0.3, 0.6, 1> }

1.13 0DO0000gogoon

1.13.1 0000000000000

POV-RayOOOOOODODOOOOOOODODOOOOOODODODODOOOOOOOOOOOOO
goboooboobooobooobooobooobooooboooooboooboobooooobooog
ooboooooooboooboobooboooboooboobooboobooboobooobooo
oboobooboobOooooooboooboooobooooobooboooOooonog
goboooboooboooboooobooooooboooooooboboobboobboobooooboog
ooooboooooboooboobooooooon

gbOboboooobooobobooobooobooobooobooboobooOoobOoOooboooon
(include) 00000000 DOOOOOOOOOOOOOOOOOOOOOOOODOOOOOOO
000000000000 (include file) DOOOOO0OOPOV-RayO O OO0 O0OOOOOODOO
O.povO0O0OO0O0DODOOOODOCOOOPOV-RayOOOOODOODOOOOODDO .incOO
oooobooooboooooboooo

1.13.2 0O0000O0O0O0O0O0O0O0000
obooboobooboobooooobobooooboooboooon

#include " "

obocooOobOobooooboobOom@moooooboobobooooooobooboooobooonoog
goboobooooboboooboobooooboobooooboo

#include "namako.inc"

Uboboodbobbo0bO0b0Onamake.inc0 000000000000 0O0O0O0O00O0ODOODO
uboaboodaooo

1.13.3 OO0O0OOOOOOODO
POV-RayOOOOOOOOOOOOOOOODOODOODODODOOPOV-ReyOOOOOOOOOO

OOoo000ooOO0OoO0oo0oOoO0Oo0ooUoOoOooooOoOUCooOOoOoOooOOooooooPOV-

Ray0OOODOOOOOOOOOOOOOODOOODOMOOOODOOODOOOODOO (standard
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include file) 00000000 1.1 0000000000000 OOO0OOOOOOOOOOOO
boooboobooboboooobobooobooboooobobooo

000000000000 00POV-RayOOOOOOOOODODODOODODDODOOODO
include 0000000000 OO0DOOO0ODOOOOODOOOOOOOOODOOOOOOOOOO
ooboooooooooboobooboobooboooboooboboobooboOoboooobooo
0000000000000 colors.incO00000O000O00O0OCOOOODOOOOOOOO
ooooooon

#include "colors.inc"

Oooopooooooooooog
O000000O shapes.incU colors.inc0 000000 O0OO0OO0OOOOOODOOODOO
oooooDooD

00000 include.pov

#include "shapes.inc"
#include "colors.inc"

camera {
location <0, 0, -5>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }
object {

Cylinder_X
pigment { Orange }

Cylinder XU DO UOODOUO shapes.inc0 0000000000000 0OO0DOO0OOOOO
ubuodgbuobdbegbubboboabuoaboobuooboobboaoboann

OrangeJ 00000 colors.inc000O00O0O000O0O00O0O0O0COO0OOOODOOOO
obooboooobobooobooboooobooogg

1.134 00000O0OOCOOOO0O0OO00O0
gboboooooobobobobobobooboobobooooooboboooooobo
2000000

(1) OUO0O00O0OU00O0U00O0O0O0U0O0OU0OUO0O0CO0OOO0OOO0DODOOOOOOOO
oboobooobooboooooo

(2) 0U0OD0OU0D0O0O0OO0O0OO0O0OO0OOOUO0O0OOUOO0OOO0OOOOODOOOOOOOO
O0000000POV-RayOOOOOOOOOOOOOODOOOOOOOOOOOCODOO
oood

gbobobooobobaoboboooobobboooooobobobuoboobaona
oooobooooooboooogoo

#ifndef (|00 0000
#tdeclare (O O0O0OO0O | = version;

gboooboooboobooboobn

#version (0O 0OOO0O |;

#end

goboboooobobbooobbboobbbooobboooobobboobbboooon
uoboobboodbobbooobobooobbooobboobbbooobbooon
oo

oobooobooobooooboobboouoboobbod Frame000000O0O0O00OO
oo
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O oo

A0 BOUOOOOO

A0 BOOOOOOOO

>B | A00O0O0O BOOOOOOO

< B |AO00O0O0O BOOOOOOO

>> B | AD00O0O BOOOOOOOOOOO AO BOOOOOO
<= B | A000O0 BOOOOOOOOOOO AO BOOOOOO

R N e NS S N I S

01200000

000000000000 frame.inc

#ifndef (Frame_Inc_Temp)
#declare Frame_Inc_Temp = version;

#declare Frame = difference {

box { <-1, -0.05, -1>, <1, 0.05, 1> }

box { <-0.9, -0.1, -0.9>, <0.9, 0.1, 0.9> }
}

#version Frame_Inc_Temp;
#end

O00000000 frame.incOO0OO00O00O000O0O00D00DO FrameOOODOODOOO
gooobooood

d000d0 frame.pov
#include "frame.inc"

camera {
location <0, 1, -2.5>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }
object {

Frame
pigment { color rgb <0.6, 1, 0> }

1.14 0000

1.14.1 0OO0O0OO
0000000000000000000000000000000OI 000 (condition) O
oooooon
POV-Rey 0000000 OOOOOOOOOOOOOOOOOOOOOOO 12000000
00000000 (relational operator) D0 0000000000000 00O0OO0OOOOO
uboobgoood

X < 100
oobo0ob0oobOoobomxoobooboobboobooobooooooooooboon

1.14.2 00000
POV-RayO0UOOUODOOOOOOOOOO 1.30000000mM0O00O0OO0O(logical operator)
gbooobooooboobooooooboon
gbobooooboboboboboboobooboboobooooboboboobo
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O oo
1A AOQOQOOO
A& B | AOO BOOOO
All B|AOOO BOOOO

013: 00000

gboobooboobgooboboboobo
X <100 && Y ==

oboooooooooobommxowoooooooobooooyo oobobooooooo
ooooboooooooo

1.14.3 0000000
oboobooooooobooooboooboobooboooboooooooooboooboobooon
0000000000000 000000000000M 00000 (iteration) 000000
vboboobobobobooboboobobobobooooboboboooooobabon
ooooOoboooobooboooboobooboooo
oooobooboobooon

#while ([0

EREGEGEGEEEE
#end

obooooOboobOoboomoboboooboooboobooboboooooboobooooobooonoog
oooobooooboon

ooboooboooboooboooooooo 10gboooboboobboobboobooooooo
oobo0ooobooooooobooboobooooboobobooboooboooobooboobooooog
ooooboooooooon

uoboobobooooboobo 1oboobooboobooooboobooooobooooobooon
ooono

dddnb iterate.pov

#declare SphereSequence = union {
#declare X = 0;
#while (X < 20)
object { sphere { <X, 0, 0>, 1 } }
#declare X = X + 2;
#end
}

camera {
location <9, 0, -18>
look_at <9, 0, 0>
angle 70

light_source { <-50, 50, -50> color rgb 1.6 }
object {

SphereSequence
pigment { color rgb <0.3, 0.8, 1> }

1.144 0OO0OO0OO0OOOO
gboboooboooobobooboooobobobobobooobobobooobo

vboboobdobouboboooboobobobooboboboobooooboabon

oboooboboooboobooooboboooboobooooobobooooobooooa
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gbooooooooocobooboobooboobobobobooooooooooooooon
goo

0000 nesting.pov

#declare SphereBox = union {
#declare Z = 0;
#while (Z < 20)
#declare Y = 0;
#while (Y < 20)
#declare X = 0;
#while (X < 20)
object { sphere { <X, Y, Z>, 1 } }
#declare X = X + 2;

#end
#declare Y = Y + 2;
#end
#declare Z = Z + 2;
#end
}
camera {

location <-8, 24, -18>
look_at <4, 12, 0>
angle 70

light_source { <-50, 50, -50> color rgb 1.6 }
object {

SphereBox
pigment { color rgb <0.3, 1, 0.6> }

1.14.5 0O000O0O0O0OO
oboobooboobobooooobooooboboooooboooooon
goboobooooooooooooooooooooboooooooboooboboobobooo

oooobOooooobooobooboobooboboobobOooobooobooooboOoooOoooo

ooooboooog
gbogbdooboobgoo3ssboobooboobooboobooboobonobo

oooo

00000 circle.pov

#declare Circle = union {
#declare Theta = 0;
#while (Theta < 360)
object {
sphere { <10, 0, 0>, 1 }
rotate <0, Theta, 0>

}
#declare Theta = Theta + 10;
#end
}

camera {
location <0, 6, -20>
look_at <0, -2, 0>
angle 70

light_source { <-50, 50, -50> color rgb 1.6 }
object {

Circle
pigment { color rgb <1, 0.3, 0.6> }
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20 0obobgd
21 O0O0O0O0OObOOO0OO0d

2.1.1 OOO0O4goo
UlrvO00b0b0obob0oocoooooooboboboooooooooooobobon
gbogbooboobobooboobooboobooboobobobo
gboboboboboooobobobobooboobobooboboboboobobo
obooobOobooooooboboooboobobooooobobOomobooobooooboonoog
ooooboooooao
gbobgoooboboboboooboboboboobobooobooboboooboobo
uboooboodd

2.1.2 0OO0OO0O0OO0DOOOO
ooooboooooboooooOoobooobooboon

00000 (pigment) 00O0OO0O0OOOOOOOO

000000 ((finish) 0O000OO0O0OO0OO0OOO0OOOOOOOODOOOOO
0000 (normal) oooobooooobooboo

213 ODO0OO0OO0OO0ODOOOO
gbooboooboobooboood

texture {

[Dooooooo]|

[Doooooooo]

[Doooooo]

}
o0o0obobOobOo0o0ooooooooo

texture { }
o0ooooooooooooo

[Dooooooo|

[Doooooooo]

[Doooooo|

ooooboooooooo

oobooboobooooboobbooboboooobooobooobooboooboooobooooo
gboboobobooooobooboboooooboboooooobOoboooooboobOobon
gobooobooboobooooooobooobooboooboooooooboobooOoboog
ooooboooooboboon

22 0JO000OO0ODOOO

221 0OO0O0O0OODOOOOODOO
01.70000000000000000C000000O000O00O000O00OO (pigment) O
googd
gooobooooboooboooo

pigment { (0000 }
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gobO0o0obOob0ooOoooobOooboOoboooOobOooOooOOooooOooooOoooOobooOooog
oooobobooobooboooo

222 [000000OO0OO0OOCOOOOOOO
gbooboboooobobobooboobobooooobooboobobobooobobo
ugbooboobooboobobbooboobooobooo

e OOOODO (color list)

e 0ODO0OO (color map)

e J0O0OOUDOO (pigment map)
e J0O0OOOUODO (image map)

oobooboobooboboooboooooooobooboobooobooboooboooon
oooboobooobooboooo

223 0O000OODO

O00000O0O(colorlist)y D00 0D0O0D0O0DO0UOUOUOUOOOUODOODOUOOOODOO
vbobuoogbobobuaoogbobuobuooboaoobobooobaoboboobon
0000000000000 000000000 000000000 OUO (color list pigment)
ooooboo

gboobooboobobboboobooboobooobn

checker OOO0OOOOOO
hexagon UO0OOO0OOOOOO
brick oooooood
OOob000o0ob0O0000o0o00000obDOo0oOnn checkerD0O00OO0O0O020

ubg300000b000b00000b0b000000000 checkerd brickUDOOO 200
hexagon OO OO 300000000000000O0O0O0O0OOODO

pigment { checker color rgb <1, 0, 0>, color rgb <0, 0, 1> }

oobooboobooboooooboooboobooboobooboobooobooooog
goooboooooboooo

00000 colist.pov

#declare White = color rgb 1;

#declare SkyBlue = color rgb <0.3, 0.6, 1>;
#declare NavyBlue = color rgb <0, 0, 0.6>;
#declare Box = box { <-5, -5, -5>, <5, 5, 5> }

camera {
location <-14, 14, -14>
look_at <-3, 0, 0>
angle 70

light_source { <-40, 70, -60> color rgb 1.6 }

object {
Box
pigment { checker color White, color SkyBlue }
translate <-15, 0, 0>

}
object {
Box
pigment {
hexagon color White, color SkyBlue, color NavyBlue
b

object {
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Box
pigment { brick color White, color SkyBlue }
translate <15, 0, 0>

224 [0O0000ODODOOOO

oobooboobooboooboooobobOoOoooboobooooobooboboobooooooon
gobooboobooboobooboobooboobooooboOoooboOoooboOoooooog
goooboooobooobogogo

00000 tranpig.pov

#declare RedWhiteChecker = pigment {
checker color rgb <1,0,0>, color rgb <1,1,1>
}

#declare Box = box { <-2, -2, -2>, <2, 2, 2> }

camera {
location <18, 6, -11>
look_at <12, 0, 0>
angle 70

light_source { <40, 60, -70> color rgb 1.6 }

object {
Box
pigment { RedWhiteChecker }
¥
object {
Box
pigment {
RedWhiteChecker
translate <0.7, 0.6, 0.5>
}
translate <6, 0, 0>
¥
object {
Box
pigment {
RedWhiteChecker
scale <1.3, 0.8, 1.6>
}
translate <12, 0, 0>
¥
object {
Box
pigment {
RedWhiteChecker
rotate <0, 0, 30>
}
translate <18, 0, 0>
}

23 000000

23.1 0OD00O0OODOOOOO

000000000000000000000000MuUo0uoOd (colormap)0000O
oboobooboobooobooboobooobooooboobboooboobooobooooog
ooooooooo
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ooboobooooobooobO110ob00b00O0obOO0O0obO0oooOoooobOooooooon
goo

23.2 0O0000O00OO0OOOO
gbooooooo

color_map {
[([Coooo] [cooof

3

oboooooobOooooooooobooboboooooooboobobooooobooooo
gbl1000bo0booooobooooobooon

[0.4 color rgb <1, 0, 0>]

oooooobooooooo4000bobO0O0OOoOObOO0DOODODOOOOOOODODODD
goboooboooobOo11oobooboboooboooobooboobobbooboboboOoboo
obooooOoboooooooboboobooboobooobooooobOoboooooobOobooon
gboooboooobOoboooobooooobooboooooboooo

2.3.3 0000000
0000000000000000000000
pigment {
EEREEGEEE]

gooaoo
}

oboocooOobooboobooboobOobobooooobOOoboboooooobOoboboooomo
oobooboooboobooobOoobOooobOoboooobooOoooboobooboobooooooog
uoooboooon
O000000000000000M 0000000 (pattern type) 0000000000
oooobobooobooooooobooooboooog

234 00O

gobOobooobooooboobobobo0bOo0ob0o0nodn gradientd00400oon
obooboobooobooooboobooobOoooboboobooooOoooOoooboOooog
U000 gradient 0000000000000

gradient (3000000

oobO0o0oooboobo3booboooboooobooboooooooooooooooobooo
ooooboooobobooobOoboooooboooonog

gradient x

obdoobooboooboobooooob00000000000DOOO0ODOOOOOOOO
oooobooogoooo

dddld colmap.pov

#declare Red = color rgb <1, 0, 0>;
#declare Yellow = color rgb <1, 1, 0>;

#declare RedYellow = pigment {
gradient x
color_map {
[0.0 color Red]
[0.4 color Yellow]
[0.6 color Yellow]
[1.0 color Red]
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}
#declare Box = box { <-1, -1, -1>, <1, 1, 1> }

camera {
location <-2, 1.4, -2.6>
look_at <0, -0.4, 0>
angle 70

light_source { <-40, 70, -60> color rgb 1.6 }
object {

Box
pigment { RedYellow }

24 0000

24.1 0O0O00OO0OOOOOOOOO
POV-ReyOODOOOOOOOOOOODOOOOOOOOOOODOOOOOOODOOOOOOO
gobooobooooooboooboooobooooboooobooboooboooooOooobobooooOoooo
oooooooboon
O00DO0OO0ORGBOOOUOWmMUOUOOOO(filter)0DOOO0OOOOOOO (transmit) 00
booobooboobobooooboooobooooon
goboooooooobooobooobbooboobooobobobooobooboboobbooboboooooo
gboooOobooooboboooobobooboboboobooboo 11000
O00000000000oQoooOoOoO0OO0OO0o0oOoOooooo RGBOODODOOOOOOOO
gooooOoOoOoOOOOOO0O0OO0OO0OOOOoOoOoORGBOOOOOOOOOOOOOOOO
Oo00ooOooO00ooOo0oO0OoDo0oORGBOOOOOODOODOODOOOODOOOOO
ooooboooooobooon

242 0O0000O0OOOOOOO
gooobooboobOooboooobobooobooboooono

color rgbf (4000000

oooooobooooooooooobooo40000oboooooooooooooooooooon
obooooboooobooboooooboob400000000000000DO0O0

color rgbf <1, 0, 0, 1>
dooboooooooboooooobooooooobooooon

00000 filter.pov

#declare White = color rgb 1;

#declare Blue = color rgb <0, 0, 1>;

#declare RedFilter = color rgbf <1, 0, 0, 1>;

#declare Board = box { <-1el10, -1e10, 0>, <1el10, 1el0, 1> }
#declare Sphere = sphere { 0, 2 }

#declare Lens = intersection {
object { Sphere translate <0, 0, -1.6> }
object { Sphere translate <0, 0, 1.6> }
scale <1, 1, 0.4>

}

camera {
location <0, 0, -8>
look_at O
angle 70
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light_source { <0, 0, -20> color rgb 1.6 }

object {
Board
pigment {
checker color White, color Blue
scale 0.4
¥
}
object {
Lens

pigment { color RedFilter }
translate <0, 0, -4>

24.3 000
obooboooboobooboobboobooboobooooobobooboobooobooo

goboooboooboooooobooooooooooooboooboboboboobooOobooo

oobobO0ooooobooooboobooboobOoooboooooobooobooOobooOoobooo

00000000000 (index of refraction) 00000000 OOOOO
uoboobooooboooooo

interior { ior }

obooooooooboooooobobobbooobooooooboob 1330000000
oooboobooboooobobooboob 1500000

00dodn0 ior.pov

#declare White = color rgb 1;

#declare Blue = color rgb <0, 0, 1>;

#declare RedFilter = color rgbf <1, 0, 0, 1>;

#declare Board = box { <-1e10, -1e10, 0>, <1lel0, 1lel0, 1> }
#declare Sphere = sphere { 0, 2 }

#declare Lens = intersection {
object { Sphere translate <0, 0, -1.6> }
object { Sphere translate <0, 0, 1.6> }
scale <1, 1, 0.4>

}

camera {
location <0, 0, -8>
look_at O
angle 70

light_source { <0, 0, -20> color rgb 1.6 }

object {
Board
pigment {
checker color White, color Blue
scale 0.4
¥
}
object {
Lens

pigment { color RedFilter }
interior { ior 1.5 }
translate <0, 0, -4>
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244 0O000O0OD0OOOO

01.120000000000wiond000 CSGUUOOODODDOOODODODDOODOODO
uboobouodgbooobogooboood

O000uwionO0000000O0O0O0O0O0O0O0OCOO0O0OOOODOOOOOOOOOODOOOO
oboooobooboobooobooobooobooboobooboooooooooog
gbooboobgoobooboobooboobuooboboboboobobooboooDo

doooooobobobbtbooooudduoooooooooobibobwiontgggyd
merge0 00 CSGUUOOOOOmerge 00000000 OOOOOOOOOOOO0O0O0O0O00O
O00000wiond 00000000000 CSGOOO

0000 merge.pov

#declare White = color rgb 1;

#declare Blue = color rgb <0, 0, 1>;

#declare RedFilter = color rgbf <1, 0, 0, 1>;

#declare Board = box { <-1e10, -1e10, 0>, <1lel0, 1leil0, 1> }
#declare Sphere = sphere { 0, 2 }

#tdeclare Lens = intersection {
object { Sphere translate <0, 0, -1.6> }
object { Sphere translate <0, 0, 1.6> }
scale <1, 1, 0.4>

}

#declare UnionLens = union {
object { Lens tramnslate <0, -0.6, 0> }
object { Lens translate <0, 0.6, 0> }

#declare Mergelens = merge {
object { Lens translate <0, -0.6, 0> }
object { Lens translate <0, 0.6, 0> }

}

camera {
location <0, 0, -8>
look_at O
angle 70

}

light_source { <0, 0, -20> color rgb 1.6 }

object {
Board
pigment {
checker color White, color Blue
scale 0.4
}
}
object {
UnionLens

pigment { color RedFilter }
interior { ior 1.5 }
translate <-1.6, 0, -3>

}

object {
MergelLens
pigment { color RedFilter }
interior { ior 1.5 }
translate <1.6, 0, -3>
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245 000000
POV-RayOOOOOOOOODOOOOODOOOODOODOOOODODOOOOODODOOO
vboboobooobaboboobobobooboboboboboooobobooobn
oboooboooooobooooobooooboboocoboOob sbOob0ooboobon
obooboobobooboobooobooooooboooooboooboobo sb00o0o0ooon
gboboooooboboboooooobooooboonooobobobooooobobon
ubogbgobooboboboobooboboobooon
oobooboooobobosbooboobobobooboobooooobooonog

global_settings { max_trace_level }

000o0o0oO00ooooooooooo
global_settings { max_trace_level 8 }

gboooboboooooboooobOobooooboobo soboooboobooooonon
00000 maxtra.pov

global_settings { max_trace_level 7 }

#declare White = color rgb 1;

#declare Blue = color rgb <0, 0, 1>;

#declare Filter = color rgbf <1, 1, 1, 1>;

#declare Board = box { <-1e10, -1e10, 0>, <1lel0, 1lel10, 1> }
#declare Sphere = sphere { 0, 2 }

#declare Lens = intersection {
object { Sphere translate <0, 0, -1.6> }
object { Sphere translate <0, 0, 1.6> }
scale <1, 1, 0.4>

}

camera {
location <0, 0, -8>
look_at O
angle 70

}

light_source { <0, 0, -20> color rgb 1.6 }

object {
Board
pigment {
checker color White, color Blue
scale 0.4
}
¥
object {
Lens

pigment { color Filter }
interior { ior 1.5 }
translate <-0.7, -0.7, -3.5>

}
object {
Lens
pigment { color Filter }
interior { ior 1.5 }
translate <0.7, -0.2, -4>
}
object {

Lens
pigment { color Filter }
interior { ior 1.5 }
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translate <0, 0.3, -4.5>

goboooboooobooobooobboobooboooooooyooobooboobooooo
Os0000000000000000b00O0O00bO00000000

25 U

2,5.1 0O00O00O0DOOOOODOOO
0000000000 00O0O000O (skyyOOODOODODOOOODOODOOUODOOOOODOO
oooobooog

sky_sphere { (00000000 }

OooooOboOooooooboooooDo

sky_sphere { pigment { color rgb <1, 1, 0> } }
goo0oooooooooooooo0oUoooo0UoooU0oooDooooDoogo
go0odn sky.pov

#declare Green = color rgb <0, 0.5, 0>;

#declare Brown = color rgb <0.4, 0.2, 0.1>;
#declare SkyColor = color rgb <0, 0.8, 1>;

#declare Radius = 6.4e6;

#declare Earth = sphere { <0, -Radius, 0>, Radius }

camera {
location <0, 1, 0>
look_at <0, 1.2, 1>
angle 70

}

light_source { <0, 1el10, 0> color rgb 1.6 }
sky_sphere { pigment { color SkyColor } }
object {

Earth
pigment { checker color Green, color Brown }

2.,5.2 00000
oboobooobooboobooboooooboobooboooboooboooboooo
gooobobooobooboooobooobobooooboboooooboobooobobboobogooDo

00000 realsky.pov

#declare Green = color rgb <0, 0.5, 0>;

#declare Brown = color rgb <0.4, 0.2, 0.1>;
#declare SkyColorl = color rgb <0.7, 0.9, 1>;
#declare SkyColor2 = color rgb <0, 0.5, 1>;
#declare Radius = 6.4e6;

#declare Earth = sphere { <0, -Radius, 0>, Radius }

#declare SkyPigment = pigment {
gradient y
color_map {
[0 color SkyColori]
[0.5 color SkyColor2]

}

camera {
location <0, 1, 0>
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look_at <0, 1.2, 1>
angle 70
}

light_source { <0, 1el10, 0> color rgb 1.6 }
sky_sphere { pigment { SkyPigment } }
object {

Earth
pigment { checker color Green, color Brown }

2.6 UO0OOODO

2,61 OOO0OO0OODOOOO
g2100000goboooobobooboooobboooboooooobooboooboDooooo
oooobooooobooboooogo
000000 ((fnish)0O0OO00OO0OOOO0OO0OO0O0O0OOOO0O0OOO0OOO0OOOOOOOOOOO
oooobobooobooboooo

0000 (diffuse reflection) googboobooboboobooboobooboobooooboo
good

0000 (specular reflection) 0000000000000 000OO0ODOOOOODOOOOO
gooooobooooobooooon

00000 (highlight) boboobooboboooooboobobooooobooboon
oooooooo

2.6.2 000000000
00000000000000000
finish {
diffuse [Doooooooo0D1000]

reflection |[000000000001000]
specular (0000000000000 1000]
roughness |00000000000001000]

}
oooobooogooo

00000 finish.pov

#declare White color rgb 1;

#declare Green color rgb <0, 0.5, 0>;

#declare Blue = color rgb <0, 0, 1>;

#declare SkyColor = color rgb <0, 0.8, 1>;

#declare Radius = 6.4e€6;

#declare Earth = sphere { <0, -Radius, 0>, Radius }
#declare Sphere = sphere { 0, 1 }

#declare BlueTexturel = texture {
pigment { color Blue }
finish {
diffuse 0.8
reflection O
specular 0.6
roughness 0.06

}

#declare BlueTexture2 = texture {
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pigment { color Blue }
finish {
diffuse 0.8
reflection O
specular 0.8
roughness 0.006

}

#declare BlueTexture3 = texture {
pigment { color Blue }

finish {
diffuse 0.4
reflection 0.2
specular 0.8
roughness 0.006
b

}

#declare BlueTexture4 = texture {
pigment { color Blue }

finish {
diffuse 0.4
reflection 0.8
specular 0.8
roughness 0.006
}
}
camera {

location <0, 1, -7>
look_at <0, 3, 0>
angle 70

light_source { <0, 1el0, 0> color rgb 1.6 }
light_source { <0, 1, -5> color rgb 1.2 }

sky_sphere { pigment { color SkyColor } }

object {
Earth
pigment { checker color White, color Green }
}
object {
Sphere
texture { BlueTexturel }
translate <-3.4, 3, 0>
}
object {
Sphere
texture { BlueTexture2 }
translate <-1.1, 3, 0>
}
object {
Sphere
texture { BlueTexture3 }
translate <1.1, 3, 0>
}
object {

Sphere
texture { BlueTexture4 }
translate <3.4, 3, 0>

oooood
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}

27 0OOOO

271 000O0OOO
02100000000000000O000O00DOO0O0OO0O0O0OOO0O0DOOODOOOOOO
ooooboooobooboooogo
0000 (normal) 0000000000 D0O0O0O0O0O0O0O0O0O0O0O0OOPOV-RayO Qoo
23000000000DO0000DO00DbOOO0OODbOOOOODOObOOO0OOODbOOOOODbOn
oooobooooboooood

272 0000000
gooobooocoobooooon

normal { (00000000 [D00O0O] 3}

ooboooboooobmobooobooooobooooooooo 10o0oboOoobooOooobooo
ooooboobooboooooboooboobooboobooooboooboooooooOooog
uooobooooooon
goboboooobooobobobooooboooboobooboooboooooboooboboooooboooDo
obooobobooobooboooooboobooboboboobooboooooboooooboooon

273 0O000OO0ODOOOOOOODOOOOOD
goobooooboooooooboooooboooboooooboooobooOoooboooooono

bumps gbobooboooobooboood

dents oboocoOoboooboobobooobooboooogn

wrinkles 000000000000 O0O0OO0OO0OO0OOOCODOOOO
ripples gboboobooboooobooon

waves U0000000O0 ripples00000000O00O0O0OO0ODOO

00000 normal.pov

#declare White color rgb 1;

#declare Green color rgb <0, 0.5, 0>;

#declare Blue = color rgb <0, 0, 1>;

#declare SkyColor = color rgb <0, 0.8, 1>;

#declare Radius = 6.4e6;

#declare Earth = sphere { <0, -Radius, 0>, Radius }
#declare Sphere = sphere { 0, 1 }

#declare Finishl = finish {
diffuse 0.8

reflection 0O

specular 0.4

roughness 0.08

}

#declare Finish2 =
diffuse 0.2
reflection 0.8
specular 0.8
roughness 0.0

}

#declare BlueTexturel = texture {
pigment { color Blue }
finish { Finishl }
normal { bumps 0.2 scale 0.04 }
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#declare BlueTexture2 = texture {
pigment { color Blue }
finish { Finishil }
normal { bumps 0.8 scale 0.04 }
}

#declare BlueTexture3 = texture {
pigment { color Blue }
finish { Finishl }
normal { bumps 0.2 scale 0.08 }
}

#declare BlueTextured4 = texture {
pigment { color Blue }
finish { Finish2 }
normal { bumps 0.2 scale 0.08 }
}

camera {
location <0, 1, -7>
look_at <0, 3, 0>
angle 70

light_source { <0, 1e10, 0> color rgb 1.6 }
light_source { <0, 1, -5> color rgb 1.6 }

sky_sphere { pigment { color SkyColor } }

object {
Earth
pigment { checker color White, color Green }

object {
Sphere
texture { BlueTexturel }
translate <-3.4, 3, 0>

}

object {
Sphere
texture { BlueTexture2 }
translate <-1.1, 3, 0>

}

object {
Sphere
texture { BlueTexture3 }
translate <1.1, 3, 0>

}

object {
Sphere
texture { BlueTexture4 }
translate <3.4, 3, 0>

}

oooood
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3.1 OUOogopooobood

3.1.1 0000000
01.70000000000POV-Ray00000MOO0OOOOO (primitive) 0100000
oooobOoooobooboooooboobooogooo
Ub000boo0o0O0obOo0ob0gbdsphered box0 0000000 OO0OOODOOOOODO
gboboobobobobooobooboboboboooboooboboboooboobon
ubodgbouoboobgoboobobod

3.1.2 00O
oooobobooobobooobOobooboobobooobooooooon
00000 cylinder 00000000000 OOODOOOOODOO

cylinder0O0O0DO0O0O00OOOO

cylinder { ’D (N , ’D D‘ }

, ’D Uo

oobooomoo,000b00.,000bb000obobboooooobooooboooooooono
oboooboooobOoobooom@mobooooobooboooooboboooobooboooon
0000000 cylinder000000000ODOOO0OCODOOO

00000 cylinder.pov

#declare Cylinderl cylinder { <0, -2, 0>, <0, 2, 0>, 1 }
#declare Cylinder2 = cylinder { <0, 0, -1>, <0, 0, 1>, 2 }

camera {
location <0, 4, -6>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Cylinderl
pigment { color rgb <1, 0.3, 0.6> }
translate <-2.3, 0, 0>

}

object {
Cylinder2
pigment { color rgb <0.3, 1, 0.6> }
translate <1.7, 0, 0>

}

3.1.3 00O

O00000b00b0cone 0 0O00D0OOO0O0OODOODOOOOCOOODOOOOOOODOOO
oooobooo

cone00O0O0ODOOO0ODOODOOODO

cone { ’D d,

, oo,

, |00,

> ’D U 2‘ }

uboocoomoo,0oobo0,000000000000b0000bO0000000000000
gbooobobooboobboobooobbuomuot.boobu0buoobooboboon
ubogbouooboobgboboobboboobooon
obooomoOo,000b00b00b0oboo0oobcoobobooboobooboooooon
ooooboo
Ub0odbddcone00OOO0OODODOODOOODOOO

00000 cone.pov

#declare Conel cone { <0, -1, 0>, 2, <0, 1, 0>, 1 }
#declare Cone2 = cone { <-1, 0, 0>, 0, <1, 0, 0>, 2 }
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camera {
location <0, 3, -5>
look_at O
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Conel
pigment { color rgb <0.3, 1, 0.6> }
translate <-1.5, 0, 0>

}

object {
Cone2
pigment { color rgb <0.6, 1, 0.3> }
translate <1.2, 0, 0>

}

3.14 0O0O0ODO
U000 torus0 00000 MMIDODO0ODOO0ODO0ODOO0ODOODOO0ODOO0ODOOOODOO
ubogbuooboobooboaobbooboo

torus00 0000000000000

sorus { [307], (G0 3

oobooomoo,0b00bo0ob0oboobooobobooboobomog.bo00oooboboon

gboooboooobOobobooobobooooboooon
uobooboboboobobooobz00 z:00000000C000000
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dddnd torus.pov

#declare Torusl torus { 10, 0.2 }
#declare Torus2 = torus { 4, 2 }

camera {
location <-8, 2, -20>
look_at O
angle 70

}

light_source { <-10, 20, -10> color rgb 1.6 }

object {
Torusl
pigment { color rgb <0.3, 0.6, 1> }

object {
Torus?2
pigment { color rgb <0.3, 1, 0.8> }
rotate <90, 0, 0>
translate <10, 0, 0>

3.2 OO

3.2.1 000000
Ubdb0db0Oplanel 000000000 DOOOOODOOOODOOOO
plane 000000000000 0DOO00OO0O0O0DOODOODOODOOOOODOOOOODODOO
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00000 plane.pov

#declare Floor = plane { y, 0 }
#declare Torus = torus { 10, 1 }

camera {
location <-2, 1, -14>
look_at <5, 2, 0>
angle 70

light_source { <-5, 10, -10> color rgb 1.6 }

object {
Floor
pigment { color rgb <1, 0.6, 0.3> }

object {
Torus
pigment { color rgb <0.3, 0.6, 1> }
rotate <0, 0, 40>

3.23 CSGUOODOOOOODO
csGUO00000000oooooooo00oooooooooooooooooooon
vboboobobobuooooooobobobobooboboboboboobaobon
ooogoo
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00000 csgplane.pov

#declare HalfSaturn = difference {
union {
sphere { 0, 1 }
torus { 2, 0.4 }

}

plane { x, 0 }
}
camera {

location <-20, 4, -40>
look_at <0.7, 0, 0>
angle 5
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light_source { <-5, 5, -5> color rgb 1.6 }
object {

HalfSaturn
pigment { color rgb <0.4, 0.7, 1> }

3.3 Uuogg
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O00000textO0OD0OO0OO0OOOOOOOODOODOOOODOODOOO
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O000d0 text.pov
#declare Text = text { ttf "timrom.ttf", "namako", 1, 0 }

camera {
location <0, 1, -2>
look_at <1.1, 0.3, 0>
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }
object {

Text
pigment { color rgb <0.3, 1, 0.6> }
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00000 offset.pov

#declare Textl text { ttf "timrom.ttf", "tako", 1, 0.4*x }
#declare Text2 = text { ttf "timrom.ttf", "kani", 1, 0.4xy }
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camera {
location <-0.8, 2.6, -2.4>
look_at <0.9, 1.4, 0>
angle 70

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Textl
pigment { color rgb <1, 0.3, 0.6> }
translate <0, 2, 0>

}

object {
Text2
pigment { color rgb <0.8, 0.3, 1> }

3.34 OO0O0OODOODOOOO
POV-Ray OOOOOOOODODOOOODOOOODOOOO

timrom.ttf cyrvetic.ttf crystal.ttf

O0o0o0oDoO0o0ooooooooooooon
000000 timrom.ttf U cyrvetic.ttf U crystal.ttf 0000 0O0O0OO0OOOO0O0O
goo0opoOooOoooooooooooo

godddnd font.pov

#declare Textl = text { ttf "timrom.ttf", "timrom", 1, O }
#declare Text2 = text { ttf "cyrvetic.ttf", "cyrvetic", 1, 0 }
#declare Text3 = text { ttf "crystal.ttf", "crystal", 1, 0 }

camera {
location <-0.2, 0, -2.8>
look_at <1.2, 1.2, 0>
angle 70

¥

light_source { <-5, 5, -5> color rgb 1.6 }

object {
Textl
pigment { color rgb <0.7, 0.7, 1> }
translate <0, 2, 0>

}
object {
Text2
pigment { color rgb <0.3, 0.8, 1> }
translate <0, 1, 0>
}
object {
Text3
pigment { color rgb <0.8, 0.3, 1>}
gogg
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