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#RVE V1.0 utf8

DEF Scenel Separator {
Separator {
Translation {
translation 0 1 0 = MyEngine.op
}
Separator {
Material {
emissiveColor 0.1 0.3 0.3 }
Cube {
width 0.1
height 0.1
depth 4
}
}
Rotation {
rotation 0 1 0 1.57079 }
DEF Door Separator {
# draw door here

}

}

SpotLight {
location 0 4 0
direction 0 -1 0

}

OrthographicCamera {
position 0 0 1 }
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