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Material Boundary

OToOpaskaeT JIMHUM B MeCTaX CThIKA Pa3IMUYHBIX MaTepPHUaJIOB OJHOTO M TOTO Ke
oOBbeKTa.

Puc. 10) Bunumbie pebpa, Tun Material Boundary.

Ridges & Valley
OtobOpaskaeT JTUHUU B MeCTaX Iepexojia BBIMYKJIBIX M BOTHYTBIX 00JIacTel Mela.
PesysibTaT paboThI 3aBUCHUT OT ITapameTpa Sphere Radius.

Puc. 11) Bunuwmeie pebpa, Tun Ridges & Valley. Ciiea — Sphere Radius paBHo 0,
10 IeHTPY — 3, cripaBa — 5. B 3HaUueHWH O BBI OTUYETJIMBO Oy/eTe BUJIETh MeCTa
IIepexo/ia BRIIIYKJIOCTEH BO BIIaINHBI, 1 HA00OPOT.

[Tocste Toro kKak MbI pazobpasi Bce THUIOBI pebep, MOXKHO PacCMOTPETh
JIOTIOJTHUTEIbHBIE JIOTHUYECKHUE OMIINH, KOTOPhIE MOMOTYT BaM KOHTPOJIMPOBATh
BBIOOPKY JIMHUU.

Inclusive / Exclusive



Inclusive — BoIOHpaeT pedbpa, y/I0BJIETBOPSIONINE 33/TAHHBIM YCIOBUSIM.

Exclusive — BrIOupaeT pebpa, He yI0BJIETBOPSAIOIIYE 33/[TAHHBIM YCJIOBHUSIM.
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Puc. 12) CneBa — bl BoiOupaeMm Silhouette u Contour. /[aHHOTO pe3ysabTaTta MbI

Z[O6I/I.TII/ICB ObI 1 OJHHUM CHUJIYOTOM, HO KOHTYD HaM IIDHUTOAUTCA B ﬂaﬂbHeﬁmeM. ITo

[IEHTPY — MBI UCKJII0YaeM KOHTYP U CWIYydT Mellla, U TeEM CAaMbIM BU3yaJIM3UpPyeM

BCE JIMHHUHU, KPOME€ AJAaHHBIX ABYX THIIOB. CnpaBa K€ — MbI BblUHUTA€M KOHTYD H3

CUJIyo9Ta U BU3yaJIM3SUPYEM JINITb Ty €0 4aCTb, KOTOpPadA HE COBIIaJAA€T C JIMHUAMHA

KOHTYpaA.

Logical OR / Logical AND

Logical OR — BreiOupaet pebpa, YI0BJIETBOPSIOIIE XOTA ObI OTHOMY K3 3aJaHHBIX

ycsioBuii. Logical AND — BeiOupaeT pebpa, Y0BJIETBOPSIOININE BCEM U3 3aJJaHHBIX

YCJIOBUH.



Exclusive Logical AND Exclusive Logical OR Exclusive Logical OR
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Puc. 13) CneBa — mbl BeiOupaem Silhouette, Border, Contour u External Contour.
Contour m External Contour u30BITOUHBI B JJAaHHOM CJIy4ae, HO OHU HaM
NpUrogAaTcsa B AaibHeuIeM. [lo 1eHTpy — Mbl IepeKIIYaeMcsi C JOTHUECKOTO
NJIN ua noruueckoe U, u Kak pe3ysabTaT, HE BU3YAJIU3UPYEM HU OJHOU JIMHUU.
CopaBa — MbI HCKJIFOYaeM THIT Border u3 JaHHOTO yCJIOBUS U MOJIydaeM KOHTYP
Mellla. Bce Tpu [aHHBIX THUOA JIMHUU €r0 BU3YaJU3UPYIOT, MO3TOMY YCJIOBUE
BhINOJIHAETCSA. Ha 1eHTpasibHOM m300pakeHuu Tun Border He coBmaman HU ¢
OJTHUM U3 IPYTUX TUIIOB, U 32 CYET HTOTO BHIOOPKA JIMHUHN HE IIPOMCXO/INJIA BOBCE.

Metku rpaHen (Face Marks)

B pexxnme pemakTUpoBaHUA
BBI MOKeTe  IIOMETUTh

Face Marks
JII00bIE rpaHu KakK

«Freestyle Face». Jl;1s aTOTO

Exclusive Both Faces

HY>KHO BBIIEJIUTh TPaHU U
OTMETHUTH UX B MEHIO TPaHEH
«Ctrl + F — Mark Freestyle Face». Takue rpaHu mOJIe3HBI IJis yJaJIe€HHS
HEKOTOPBIX JIMHUN U3 ONpeJesIeHHbIX obJsiacteli Memra. KOHTPOJIMPOBATH
oToOpakeHre pedep MOKHO € IIOMOIIBIO CAETYIOIIHUX OMITHH:

Inclusive/Exclusive
BxiriouaeT WM UCKJIIOYaeT pedpa, COOTBETCTBYIOIINE 3aJaHHBIM YCJIOBUSAM METKHU



rpaHu U3 Habopa JIMHUM.

One Face
Briioyaer wiM WCKIOYaeT pebpa, Ha KOTOPBIX OF[HA U3 CMEKHBIX TpaHeHn
rmoMeueHa kak «Freestyle Face».

Both Faces
BxiriouaeT mim uckiap4daer pebpa, Ha KOTOPBIX 00e CMeXKHbIE TPAHU HOMEUYEHbI
kak «Freestyle Face».

N & &

Exclusive Both Faces Exclusive One Face Inclusive Both Faces Inclusive One Face

Puc. 14) Bugumsie pebpa, Tun pebep Crease (180°). Ha gannoit ICO-chepe Tpu
rpaHu oTMedeHbl Kak «Freestyle Face», KOTOpble MBI OTYETJIMBO BUIUM C
onmusamu Inclusive + One Face (mepBbeiii penziep). Inclusive + Both Faces
BU3YAJIM3UPYIOT HaM JIMIIb JiBa pedpa, y KOTOPBIX 00€ CMeKHbIE TPAaHU OTMEYEHbI
kak «Freestyle Face». Exclusive + One Face uckiiouarmT U3 peHjiepa Bce Te TpaHH,
KOTOpbIe MBI BUZIUM Ha IepBOM peHjiepe, a Exclusive + Both Faces — Bce Te pebpa,
KOTOpPbIE€ MBI BUIUM Ha BTOPOM.

3amerka: [Ipu uCoJIb30BAaHUYM METOK I'PaHed COBMECTHO ¢ TUIIoM pebep Border,
onnuu One Face m Both Faces Oyayr maBath uMleHTUUHBIN pe3ysbTaT. Bezp mo
ompeJiesIeHUI0 pebpo, y KOTOPOTO JIUIIh OJ[HA CMEeKHAs TPaHb, HE MOXKET UMETh UX

JIBE 1, COOTBETCTBEHHO, onnus Both Faces Tepsier Bcsikuii CMBICII.
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