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

camera{ «>—2EFETHASDEE
location<0, 10, -10> «— 5 A S DLEIE
look_at<0,0,0> «—HhASDMEE
angle 20 —H A SDEH

}

light_source{<-10, 10, -10> color White} 54 t®
light_source{<10, 10, -10> color White} HEER

object{ > —VIZELMAEDEKTE
Sphere «Ek
pigment{color Red} 7 f&

}
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D.2 POV-Ray Zff~> CTH 5
1) POV-Ray % &84 %

(A% — K] - [7FuaZZ ) — [TPOV-Ray for
Windows | %3NNI 5. BEFICRRIND A v E—T
742 ROIE[OK] R4 &M LT 5.
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EXfKkbolzb[Save] R¥ &7V w7 3T5H(X 4 &
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A Lesson-l TWAWARIEEIED |

TRD—r 7 7 A %o Sphere(Bk) % Cube(37 5 14K)
<> Cone_Y(M#f) <° Disk_Y(FFE) IcEZX TAA L L4
U IRERAEHERT D,

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

camera{
location<0, 10, -10>
look_at<0, 0, 0>
angle 20

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
pigment{color Red}

HLEDIZONVTOHRIE
“object” Oz EL
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(a) Sphere (b) Cube

(b) Cone
7 Lesson-1 47 5

(d) Disk



C. Lesson-3 f%@b (FEFEZEHL 1) |

2 [ 3
B. Lesson2 [HF5xn@&RD 2] Sphere CELAIC /E &L BR A BB LT, B 11 00k 5 123
1) WREAICT S (TROY—V 7 7 A VOREREE <z (Tna@/~/774/vmfé*ﬁ@i9 (CEIHZ

TRT) .

2) FReD ¥ —2 7 7 A )LH @ White % Blue X° Yellow |2

BZTCANLVUE) VTR EERT .

%) .

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

camera{
location<0, 10, -10>
look_at<0, 0, 0>
angle 20

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
pigment{color Red}

}

background{color White} —&&=&%ETE

8 Lesson-2 >—r 77 AL

(a) White (b) Yellow

(c) Blue
9 Lesson-2 1Tk R

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

camera{
location<0, 0, -10>
look_at<0, 0, 0>
angle 60

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
pigment{color Red}
translate<-3,0,0> —#MEFDGmH

} (X85 mI=-3 FEh)

object{
Sphere
pigment{color Red}
translate<3, 0, 0>

}

object{
Sphere
pigment{color Red}
translate<0, 1, 0>
translate<0, 2, 0>

}

object{
Sphere
pigment{color Red}
translate<0, -3, 0>

¥

background{color White}

10 Lesson-3 > —27 7 AL
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D. Lesson-4 MK - fi/INEEFEZL IR 2) )

Cone Y THUAIIEDNIZM#EZBE L2V, JEK - i/

L7 LT 13 DLW THS (FRRD—r 7
A NVDRBEDO L HIcEXHZ D) .

E. Lesson5 [[A[#R(FEMEAS A 3) |
Cone Y CTIHAIAEL N M#EEZBEN L7720, SEK - #i/)s

L7ZY LT 15 DLW THS (FRD—r 7
7 A NVDRBED L HIZEXZHZ D) |

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

camera{
location<0, 0, -10>
look at<0, 0, 0>
angle 60

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Cone_Y
pigment{color Red}
scale2 L KMEINDOHE (2 FICHEK)

}

object{
Cone_Y
pigment{color Red}
translate<-3, 0, 0>

}

object{
Cone_Y
pigment{color Red}
translate<3, 0, 0>

}

background{color White}

12 Lesson-4 > —2 7 7 A )L
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A

Lesson-4 4755 5

¥ 13

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

camera{
location<0, 0, -10>
look_at<0, 0, 0>
angle 60

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Cone_Y
pigment{color Red}
scale 2
rotate -30*x < [EIEZDdT (x EFULZ-30 &)

}

object{
Cone_Y
pigment{color Red}
rotate 30*z
translate<-3, 0, 0>

}

object{
Cone_ Y
pigment{color Red}
rotate -30*z
translate<3, 0, 0>

}

background{color White}

14 Lesson-5 > —2 77 AV
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#include "colors.inc"
#include "shapes.inc"

camera{
location<0, 0, -10>
look_at<0, 0, 0>
angle 60

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
pigment{color red 0.68 green 0.74 blue 0.52}
TREGBICKZBIETE
object{
Sphere
pigment{color Red} —®&#5E
translate<-3, 3, 0>
}
object{
Sphere
pigment{color Green}
translate<-3, 0, 0>
}
object{
Sphere
pigment{color Blue}
translate<-3, -3, 0>
}
object{
Sphere
pigment{color Cyan}
translate<3, 3, 0>
}
object{
Sphere
pigment{color Magenta}
translate<3, 0, 0>
3
object{
Sphere
pigment{color Yellow}
translate<s, -3, 0>

¥

background{color White}

18 Lesson-6 > —2 7 7 A )L




G. Lesson-7 TWAWAZR/NHE — L ThEDIT 5]

1) Cube T AIZIED NN ITIA%Z 5 fFICHERK L, A &R
DF = v I —FREIZT 5 (X 20 B R).

2) pigment O H1 THEAE D XX — 2 % brick & hexagon (228
2 5L T OmS & 5%5).

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

camera{
location<20, 20, -20>
look_at<0, 0, 0>
angle 40

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{

Cube <—3IA{A

scale5 <5 fZIZHLK
pigment{checker color White, color Red}

H. Lesson-8 [WAWAZkk ThaEDIT 5 |

1) Disk_Y THAIZEL N 7-MHEIZ, agate &V H 3 H —
VTCHERREOT H(X 22 ). Tl —r 77 A LD
JREFDO X HIcEZHZ D,

2) pigment ™ C agate % granite & radial IZ& 2 Tl v
VAV A Y

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

camera{
location<10, 5, -10>
look_at<0, 0, 0>
angle 15

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Disk Y M
pigment{agate} —H®D & 5 EEHED 1 D

} TFzyh—&K }
background{color White} background{color White}
19 Lesson-7 > —r 7 7 A )L 21 Lesson-8 >—r 7 7 AL
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(a) checker (b) hexagon (b) radial

N

(c) brick
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(c) granite
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I. Lesson9 THHELL7ZBIBZHEY DT (T 7 AF ¥~ v
v )

1) Disk_Y THAIC/ES M7= FAEDMIEIZ neko.jpg %, T
TAF XY~ 745, Fihyr—r 774 LVDREA
MO LD IZEEHZ D, BRI bmp, png THHEY fHiF 5
ZEMTE D720, LEICHELTIEY 7 2. m&1x~
07T AERFE LT VA IESL.

2) object %z Disk_Y 7> Sphere <° Cube |[ZZF LT 7 AF
¥ vy BT LU TOMBESE).

J. Lesson-10 [FEZ Mz d 5 )

1) Cube TJFAUIVED TN IR % 2 f5I2HEK L crackle
WO RE = TREEMMIZT S, FRioy—r 77
ANVDIKEGETRD L HICEXWZ 5.

2) D RE — 2 LMW DESNWEELSE LX) v
75 5ELNFOMmSESE).

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

camera{
location<10, 5, -10>
look_at<0, 0, 0>
angle 15

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
DiskY |TFO9RF¥IvEVIDGE
pigment{image_map{jpeg "neko.jpg" map_type 2}}
TR, BEL. BBYRTA

background{color White}

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

camera{
location<10, 5, -10>
look_at<0, 0, 0>
angle 15

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Cube
pigment{color White} —&ILH
normal{crackle 1.0} —FEZMMIZT HaH
} TEoMANEZ—2 EMMES

background{color White}

23 Lesson-9 > —r 7 7 AL

(a) Sphere

(c) Disk (d) input image
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(b) granite

(c) agate
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K. Lesson-11 [Z2%{E% ) L. Lesson-12 [tz 1E% |

1) skies.inc Z i~ T, U T ILIRZEDH 5 EG 2 1ED. 1) Plane_xz CTIEL Tz xy FHE%E A &ﬁ%@?’-x > I — 5
2) sky sphere{S Cloud5} ® S Clouds % S_Cloudl, ®RICL, %@%i@ﬁik}t@%%fﬁé. TaRDOv—r 77
S Cloud2, S _Cloud3, S Cloudd L ZE L Ly &) o4 A/VOIREEHO LD ICESHZD.

5. 2) Mt & S JEAEAE (hexagon) <> agate FEAEICZAE T L L v
& >4 % (Lesson-7, Lesson-8 %),

#include "colors.inc"

#include "shapes.inc" #include "colors.inc"
#include "skies.inc" —Z=i57E (< #include "shapes.inc"
#include "skies.inc"
camera{
location<0, 5, -10> camera{
look_at<0, 0, 0> location<0, 2, -10>
angle 40 look_at<0, 0, 0>
} angle 60

}
light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White} light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere object{
pigment{color Yellow} Sphere
} pigment{color Yellow}
translate<0, 1, 0>
sky_sphere{S_Cloudl} —Z=%{E5m% }
object{
27 Lesson-11 > —> 7 7 A /L Plane XZ <«xz FHEZ*EE
pigment{checker color White, color Black}
}
A sky_sphere{S_Cloud1}
v 29 Lesson-12 > —2 7 7 A )L

(a) S_Cloud1 (b) S_Cloud?

(a) checker (b) hexagon

(c) S_Cloud3 (d) S_Cloud4

,/

(e) S_CioudS (c) agate
28  Lesson-11 ZZ{ Tk 5 30 Lesson-12 FE{ T 5



M. Lesson-13 NEZMZEDED EEHET) |

1) Disk_Y THERL L7=4E L, Cube TIER L= iK%
EATHE T OF(union) Z1E5.

2) Disk_Y TER L7=HAEN S, Cube TIERL L7232 1A
A TEE T D7 (difference) Z1ED.

3) Disk_Y TIERK L7=FIHE &, Cube THERL L 72 L KD
LA AT O (intersection) Z1E5. Tt —r 7 7 4
JL DR A % difference <2 intersection [ E X #ix 5.

N. Lesson-14 M7 DERIZT 5

1) stone.inc O HIZH 5 A DOEKE T_Stonel2 #fE~T, VU
T IV DEREES.

2) TR ¥ —>» 7 7 A )LOKEE T _Stonel2 %
T Stonel6 =° T Stone33 I[ZEX#iz Lo ¥V o ViS4
el % A DOEEDO4HT & LT T_Stonel~T_Stoned4 3
FHTE 5.

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

camera{
location<0, 2, -10>
look_at<0, 0, 0>
angle 30

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}
light_source{<0, -10, -10> color White}

union{ \
object{
Disk_Y
pigment{color Red}
3
object{ > union THIZE & B
Cube (FRLVEAE) +

pigment{color Yellow} (BEEUIAHRF)
rotate 45*x
rotate 45*y
1

} J

background{color White}

#include "colors.inc"
#include "shapes.inc"
#include "skies.inc"
#include "stones.inc® —FANDERIEE(Z{FEH
camera{

location<0, 3, -10>

look_at<0, 0, 0>

angle 25
}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
texture{T_Stonel2} —HEHEDIETE

¥

sky_sphere{S_Cloud2}

31 Lesson-13 > —r 7 7 A )b
i
L N
(a) union (b) intersection
o
)
-

(c) difference
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(a) T_Stonel2 (b) T_Stone33

(c) T_Stonel6
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O. Lesson-15 [RDERIZT 5 |

1) woods.inc D HZ & B AR OB T_Woods10 % fifi > C,
UT WV ARAM DS FKEED. TRROT—2 77 A0
JREIBD L D ICEZHZ B,

2) TRty —>v 7 7 A4 VDK EAE T Woodslo %
T_Woods3 X° T_Woods14 (ZEZ#ix Lo XU > ViR %
BT 5. ADEEOLATE LT T_Woods1l~T_Woods35
NEHTE 5.

P. Lesson-16 [4&JEDERIZT D)
1) metals.inc D H{ _%ééﬁﬁ)’%ﬁﬂ@ T Gold_4C #{#i~ T,
VT NI EROEREIED. Tt —r 7 7 A VDKL

WokolcEs#Hz 5.

2) TRty —>r 7 7 A VDKEAE T Gold 4C %
T Silver 3B <> T _Brass 3C <> T Copper 3C <=

#include "colors.inc"

#include "shapes.inc"

#include "skies.inc"

#include "woods.inc" «—A®M&EREIEEIZ{EH
camera{

location<0, 3, -10>
look_at<0, 0, 0>
angle 25

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Cube
texture{T_Wood10} —EHENDIEE
rotate 45*y

}

sky_sphere{S_Cloud2}

35 Lesson-15 > —> 7 7 A )L

(a) T_Wood10 (b) T_Woo0d3

(c) T_Wood14
36 Lesson-15 FE1THE 5

T Chrome 3B IZEXMZ L XV v TR ZMERT 5.
#include "colors.inc"
#include "shapes.inc"
#include "skies.inc"
#include "metals.inc’ —&£EDERIETEIZ([FH
camera{

location<0, 2, -10>
look_at<0, 1, 0>
angle 25

}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
texture{T_Gold 4C} —ERFEDIETE
translate<0, 1, 0>
}
object{
Plane_XZ
pigment{checker color White, color Black}

}

sky_sphere{S_Cloud3}

37 Lesson-16 > —> 7 7 A )L

T _Gold_4C NHE SN RBOEKDOATHI TH D . i
BOTNT 7Ry MIRROEA, ZORIOKTIE
AVnEEbDLTWD. £72 Gold O iz, Silver(4R),
Copper(#l), Brass(¥L8), Chrome(Z = A 8f) 23f ¢
x5.




(d) T_Copper_3C

(e) T_Crome_3B
38 Lesson-16 FE{TifE 5

Q. Lesson-17 [ 7T ADEEIZT 5

1) glass.inc DI 57 ADEE T _Glass_3 #ffi > T,
UT NI H T ADERENES.

2) M OKEEEZ D, Fitd v —r 77 A0 2 OH
@ object @ pigment & E X #2x 5. checker % agate X°
radial (& H 4 5.

3) TR E XA ¥ E L FOREITHRQRA)RERDIEITH
(1.00), K O EHTELINLE TS 5.

#include "colors.inc"
#include "shapes.inc"
#include "glass.inc® 75 XA DERIEE(ZEH
camera{

location<0, 10, 0>

look_at<0, 0, 0>

angle 20
}

light_source{<-10, 10, -10> color White}
light_source{<10, 10, -10> color White}

object{
Sphere
texture{T Glass3} —EFENDIEE
interior{l_Glass ior 1.5} —EEDIETE
}
object{
Plane_XZ
pigment{checker color White, color Black}
translate<0, -3, 0>

}

Z DD T ARG EAL T

T Glassl T _Glass2 T _Glass3 T_Glass4 T_Old_Glass
T_Winebottle_Glass T_Beerbottle_Glass T_Ruby_Glass
T Green_Glass T_Dark Green Glass T_Yellow_Glass
T Orange_Glass T_Vicksbottle Glass

39 T AEREOIEE
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(a) T_Glass_3
JEPTE 15

(b) T_Winebottle_Glass
JEPTER . 15

(c) T_Glass_3
JE TR 2.42

(d) T_Glass_3
JEYTE : 1.00
41 Lesson-17 FE1THE S




V. ISR T 70 b 5 R

DXL TN OH LM EE1ED. 6 DDAT v
WO CHIERRRE 2R T 5.

ART Y1 ~HTBILVEESL~

FEOWER, EHEAWIRE, RO, RWEREESEHE 7O
McToRTFThHTerETEH L7 ArE LT3

7201, AWML RE, RViE) Kb Lha<T 5.

EATEMFIANA TA P2 ANTHIRD H 5 Bk %
KITD.

B. AT v 72 ~NTvNVEEDIMBENERT D~
NTvNEELMBEIEY, ZOMBEHE>TH T L
EFRTRTHEOIC stepl DY —r T 7 A N EEXWZ D,
BTN EVEDTZOD kapuserul &\ 9 G EIEY Zh
o TIRBICH 7'V ERRT 5. Sk B3 581X
stepl E DL 70,

ZOXTHBICLTBBTIE, ALEOLEDEZN DT
HbIEDZ EMNTE D,

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

camera{
location<0, 10, -10>
look_at<0, 0, 0>
angle 35

}

light_source{<10, 10, -10> color 2*White}
124 DBAZEE21E
union{
object{
Disk_X
pigment{color Yellow}
finish{phong 1.0} <1 71 FZ&Z A5
scale<1, 0.95,0.95> «—x, v,z AEIZEFNLFN
translate -1*x 145, 0.954%, 0.95%

}

object{
Sphere
pigment{color Yellow}
finish{phong 1.0}
scale 0.95
translate -2*x

}

object{
Disk_X
pigment{color Red}
finish{phong 1.0}
translate 1*x

}

object{
Sphere
pigment{color Red}
finish{phong 1.0}
translate 2*x

}

}

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

camera{
location<0, 10, -10>
look_at<0, 0, 0>
angle 35

}

light_source{<10, 10, -10> color 2*White}

#declare Kapuserul=union{ <Kapuserul EW\\S5&$%1E5
object{
Disk_X
pigment{color Yellow}
finish{phong 1.0}
scale<1, 0.95, 0.95>
translate -1*x

}

object{
Sphere
pigment{color Yellow}
finish{phong 1.0}
scale 0.95
translate -2*x

}

object{
Disk_X
pigment{color Red}
finish{phong 1.0}
translate 1*x

}

object{
Sphere
pigment{color Red}
finish{phong 1.0}
translate 2*x

}

}

object{Kapuserul} <—Kapuserul ZE->THh TEILZES

X411 AT oS L1—rT7A)

42 AT w71 FEITHRER
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C.AT w73 ~HATONEEMETDHIEEED~
HATOREEEZT, LKL REED L1212
(HBAZ)IET5B) . £ T BLOEINL TS EL
A OERE TR

#include "“colors.inc"
#include "shapes.inc"
#include "woods.inc"

camera{
location<1, 10, -10>
look_at<0, 0, 0>
angle 60

}

light_source{<10, 10, -10> color 2*White}

#declare Kapuserul=union{
object{
Disk_X
pigment{color Yellow}
finish{phong 1.0}
scale<1, 0.95, 0.95>
translate -1*x

}

object{
Sphere
pigment{color Yellow}
finish{phong 1.0}
scale 0.95
translate -2*x

}

object{
Disk_X
pigment{color Red}
finish{phong 1.0}
translate 1*x

}

object{
Sphere
pigment{color Red}
finish{phong 1.0}
translate 2*x

}

}

object{Kapuserul}

object{
Plane_XZ
texture{T_Wood7}
translate -0.5*y

}
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#declare Kapuseru2=union{ <#fL < Kapuseru2 & W\\S@&H %15
object{
Disk_X
pigment{color White}
finish{phong 1.0}
scale<1, 0.95, 0.95>
translate -1*x

}

object{
Sphere
pigment{color White}
finish{phong 1.0}
scale 0.95
translate -2*x

}

object{
Disk_X
pigment{color PaleGreen}
finish{phong 1.0}
translate 1*x

}

object{
Sphere
pigment{color PaleGreen}
finish{phong 1.0}
translate 2*x

}

}

object{Kapuserul} —12E®DH Tt

object{ <2 DBMDHTEILIIAZTEEZ. (MBEZLER
Kapuseru2
rotate -120*y
translate<-5, 0, 0>

}

object{
Plane_XZ
texture{T_Wood7}
translate -0.5*y
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. #include "colors.inc"
object{Kapuserul} #include "shapes.inc"
. #include "woods.inc"
object{
Kapuseru2 Camera{
rotate -120*y location<1, 10, -10>
translate<-5, 0, 0> look_at<0, 0, 0>
i angle 60
object{ 2\ }
Kapuseru2
rotate 30*y light_source{<10, 10, -10> color 2*White
translate<1, 0, 4> spotlight
i point_at<0, 0, 0>
object{ radius 15
Kapuseru2 R falloff 25
rotate -200*y “his#iEm }
translate<-2, 0, -4>
i R, steps LT 0 ST A
object{
Kapuseru2 S = A
rotate 120%y K51 RARTv7e6v—rT7rAN
translate<5, 0, -4> Y
}
object{
Plane_XZ

texture{T_Wood7}
translate -0.5*y
}
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#include "colors.inc"
#include "shapes.inc"
#include "metals.inc"
#include "stones.inc"
#include "glass.inc"

#include "woods.inc"

camera{
location<15, 20, -50>
look_at<0, 0, 0>
angle 35

}

light_source{

<10, 10, -10> color 0.5*White

area_light

<8, 0, 0><0, 0, 8>

4,4

jitter

translate<-10, 10, -10>
}

light_source{

<10, 10, -10> color White

area_light

<8, 0, 0><0, 0, 8>

4,4

jitter

translate<100, 100, -100>
}

background{color White}

#declare Hontai = union{
object{
Disk_Z
scale<10, 10, 4>

}
object{
torus{9, 1}
rotate 90*x
translate -4*z
}
}

#declare Dai = object{
Cube
texture{T_Stonel2}
scale<8, 1, 4>
translate -10*y

}

#declare Mojiban = union{
object{
Disk_zZ
scale<8, 8, 0.01>
translate -4*z
pigment{color White}

/Imemori 5minutes
#declare Cnt=1;
#while(Cnt<=12)
object{
Disk_Y

texture{T_Chrome_3B}

scale<0.3, 0.5, 0.3>

translate<0, 7, -4>
rotate 30*Cnt*z

}
#declare Cnt = Cnt+1;
#end

/Imemori Iminute
#declare Cnt=1;
#while(Cnt<=60)
object{
Disk_Y
texture{T_Chrome_3B}
scale<0.1, 0.2, 0.1>
translate<0, 7, -4>
rotate 6*Cnt*z

#declare Cnt = Cnt+1;
#end

Iljiku

object{
Disk_zZ
texture{T_Chrome_3B}
scale<0.5, 0.5, 0.8>
translate -4*z

}

/ljikan settei
#declare Hour=4;
#declare Min=38;
#declare Sec=3;

[ltanshin
object{
Disk_Y
pigment{color Black}
scale<0.2, 3, 0.2>
translate<0, 1.5, -4.2>
rotate -(30*Hour+30/60*Min+30/3600*Sec)*z

}

/lchousin
object{
Disk_Y
pigment{color Black}
scale<0.15, 4, 0.15>
translate<0, 2.5, -4.4>
rotate -(6*Min+6/60*Sec)*z
}

/lbyoshin

object{
Disk_Y
pigment{color Red}
scale<0.1, 4, 0.1>
translate<0, 2.5, -4.6>
rotate -(6*Sec)*z

}

/Imoji

object{
text{ttf "crystal.ttf", "CG-CLOCK", 0.2, 0}
texture{T_Chrome_3B}
translate<-2, 3.5, -4.1>

}

}

#declare Garasu = object{
Disk_zZ
scale<9, 9, 0.2>
translate -4.8*z
texture{T_Glass3}




interior{l_Glass}

#declare Tokei = union{
object{Hontai texture{T_Brass_3C}}
object{Dai}
object{Mojiban}
object{Garasu}

object{Tokei}

/lyuka

object{
Plane_XZ
texture{T_Wood34 scale 4}
translate -11*y

}

Ilkabe

object{
Plane_XY
pigment{color White}
normal{crackle 2.0 scale 3}
translate 25*z

}
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