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V)= IMZ&BLFEI T DB
o POV-Ray
http://www.povray.org
— Hall of Fame
o Blender+Yafray
http://www.blender.org
— Feature & Gallery
http://www.yafaray.org
— Gallery
o Sunflow
http://sunflow.sourceforge.net
— Gallerly
o Art of Illusion
http://www.artofillusion.org
— Art Gallery
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ProcessingTLAL— 0%
o P5Sunflow
= p5sunflow-fixfov.zip &%
DR—IUMEEL, BRI

= p5sunflow EWNVSTAHILE %
Processing @ libraries
THILE QIEMIaE—T 5

= Processing #Bi£EIL T,

Sketch — Import Libraries...

[Z p5sunflow A& IFOK
n BEITAERIEOHESR
import & size ZZ®E 3 5%
o SEIZLI=Y Mk
http://hipstersinc.com/p5Ssunflow/
https://github.com/hryk/p5sunflow

http://www.punyblog.com/2009/10/
sunflow-output-from-processing.html

import hipstersinc.*; o

S14731)D
void setup() { 12—
// size(200, 200, P3D);

size(200, 200, "hipstersinc.P5Sunflow");

noStroke();
noLoop();
} HEAMIZIFZZ
EEZNIEELL
void draw() {
background(0);
// lights(); \mEAIND
(ERBEAAVED)

fill(#c0cOff);
beginShape(QUADS);
vertex(0, 150, 50);
vertex(0, 100, -50);
vertex(200, 100, -50);
vertex(200, 150, 50);
endShape();

translate(70, 100, 0);
fill(#ffbOff); sphere(30);
translate(60, 20, 0);
fill(#ffffb0); sphere(30);
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