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3. BHiE
a) Edit Scene->Insert an Object SNBRL A

b) Edit Scene->Insert an Solid NS
Insert solid x|
Select an object: j
Ka |0.2 0.2 0.2
axis_x |1 ] ] a
. Kd |0.8 0.8 0.8
axis_y |0 1 0
] ] 0
axis_z |0 0 1 Ke
origin |0 0 0 A 0 0
Ks |0.5 I
scale (1000 n j15
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Color 5 nJ DA B, B Kd 1
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c¢) Edit Scene->Select an Solid PSR LEAT B 24
d) Edit Scene->Delete an Solid USRS
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a) Lights->Insert a Light YDA/
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b) Lights->Select a Light LFOLUR LLEAT 22K
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