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3axoAuM B pefakTop U npu
NMOMOLLM NPAMbIX JIMHUN
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BblbMpaeM NyHKT pa3MbITUSA
npeaMmeTta Smooth Surface n
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Bk Selestion peAaKTUpOBaHMUA.
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Smooth Surface >> Keep Hard Edges (Mon-Solid Object)
Include All Edges
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Set Line Visibility >>
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