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RiBegin();
RiOption("radiosity",RI_RCYCLE,S50,
RI_RTOLE,0.008);
/* PORBIHDES . Rl */

RiWorldBegin();
RiAttribute(“radiosity",RI_PHESH,O‘S,
RI_EMESH,0.25);
/[ AN FBLUTL 22 L DRE */
RiPolygon(4,RI_P,(RtPointer)face,RI_NULL);
/* KT DEH */

WorldEnd();
2. 7Ur LG

L& 7 DETHERIE, RiFrameEnd() &5 Wit
RiEnd() DU L#E, w14 Y FYBEEICERSNS
EITBoTVB, @A, b= itk B85 24— %
DEELDOY > TNT TS L THY, @2t 207
Q7 LI TAHESIRIB 77 AV THbD,

##RenderMan RIB-Structure 1.1

##Scene Untitled

##creator IBM DesignScene 1.0

Option "radiosity" "cycle"[50] "tole"[0.03)]
WorldBegin

Attribute "radiosity" "pmesh"[5.0] "emesh"[1.5]
Polygon "P" [ 2.0 2.0 0.0 2.0 -2.0 0...]

WorldEnd
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