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Battery

le learned that the energy the top dr

hest qualitty quartz crystals we were able to examine th
in living even when not spinning. We think that the quartz
a battery and the excess energy i n th

rgy has at least some (if
properties. Also through experimenting with the battery part,
am onclusion, that the speed of the spin is
vith the amount of energy drained - faster spin
before dematerializ
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The main body and brain of the spinning top is situated h
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kind energy (that y
results) through a vortex it creates when spinning. Gnly other
/ we noticed it manifests is in digital footage. When we tried
film the top spinning, we noticed ghostly eye flowing from
the Bit b mp.

for the brain. As far as we can tell it is a brain. No simulation
no hologram, real biological brain not that dif
C full. We noticed that it
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Pipravit $ Néhled 23 Zafizeni [ Projekt @ Kalibrace

@ Tiskérna @

;i ol o
Informace o

Bambu Lab A1 mini Texturo..  synchroniz..
~

Priimér 0.4 Tok

Standard

(10 Filamenty projektu

[1 - mPLABasic

S proces (D Objekty

0.12mm Fine @BBL ATM B Q
Kvalita  Pevnost Rychlost Podpora  Ostatni
& Vyska vrstvy

Vy3ka vrstvy 0,12 o
Vyska pocatecni vrstvy 02 mm
Mixed color sublayer
= Sitka linie

Vychozi 042 mm
Pocatecni vrstva 05 mm
Vngjsi sténa 042 mm
Vnitini sténa 045 mm
Horni povrch 042 mm
Ridka vyplri 045 mm
Vnitini plng vypliy 042 mm
Podpora 042 mm

D« »

© Pfipravit 2a Zafizeni [ Projekt @ Kalibrace

@ Tiskéma @
~
“ m <
| Informace o
Bambu Lab A1 mini Texturo..  synchroni
tryska ~
Primér - 0.4 Tok - Standard
() Filamenty projektu
+-B @
[1] - BPLABasic ]
% proces (D Objekty Pokrocit @) = %
0.12mm Fine @BBL ATM B Q
Kvalita Pevnost Rychlost Podpora Ostatni
£ Vyska vrstvy
Vyska vrstvy 0,12 mm
Vyska pocatecni vrstvy 02 mm
Mixed color sublayer
= Sitka linie
Vychozi 0,42 mm
Pocateéni vrstva 05 mm
Vnéjsi sténa 0,42 mm
Vnitini sténa 045 mm
Horni povrch 0,42 mm
Ridka vypli 045 mm
Vrchol
Vnitini piné vypli 0,42 mm
@
Podpora 042 mm &

@ Filament Manager m odlozk ~  Tisk podlozky
Vysledek Fezéni

Barevné schéma

~ Typ linie
Typ linie Cas
W Vnitini sténa

Vngsi sténa

Procento Pousity filament Displej
549m 16649
524m 15889
000m 001g
989m 29989
Vnitin pln vyplfi 8Bm3ss 138m 4189
Homipovich  1m29s 018m 0539
Spodnipovrch  1m31s 021m 0649
Most 3m37s 049m 1479
W Vjplimezery 1m30s 08%  0,15m 0,469
B Viastni 1% 002m007g
Pohyb.
Retrakce

Celkovy odhad
Celkovy filament:
Modelovy filament:
= Naklady
Tixgy Faggy, Doba pripravya
Doba tisku modelu:

2305m 69859
2305m 69859

s timelapse: 6m1s + 11més
2h49m
3hé6m

Preskodit na [interioor2_2.stl]

Zpracovéni modelu interioor2_2.stl" s vice ne? 1M
trojihelniky mize byt pomalé. Dirazné doporucujem
& model zjednodusit. Zjednodusit model

® 109

@ Filament Manager m ~  Rezat podlozku ~ Tisk podlozky

bl Zoracovani modelu ,BAYBLADE bodysti” s vice nez
M trojdhelniky mize byt pomalé. Dirazné

doporuéujeme model zjednodusit.

Zjednodusit model

Nazev objektu: BAYBLADE body.stl
Velikost: 142,54 x 14254 X 18.94 mm
Objem: 123236 mm®
Trojihelniky: 2969641
Error: 4763 non-manifold

ges. (Oprava)

D« »

A S Pripravit Nahled [ Projekt @ Kalibrace

@ Filament Manager 15 ~  Rezat podlozku

Tisk podioZ

0
Tiskérna
E = C B
e e res
| Informace o
Bambu Lab A1 mini Texturo.. | synchroniz...
tryska ~
Pramer - 0.4 Tok - Standard
[0 Filamenty projektu
+-B @
1] - BPLABasic ]
& proces () Objekty Pokrocit @ = %
*0.12mm Fine @BBL ATM B Q
Kvalita Pevnost Rychlost P Ostatni
£ Vyska vrstvy
Vyska vrstvy 012 mm
Vyska pocatecni vrstvy 02 mm
Mixed color sublayer
= Sika linie
Vychozi 042 mm
Pocateéni vrstva 05 mm
042 mm
Vnitini sténa 045 mm
Horni povrch 042 mm
Ridka vypli 045 mm Vrehol
Vnitini pina vypli 042 mm &
preant S
Podpora 042 mm &

Zpracovéni modelu ,gears04.stl" s vice ne? 1M
trojihelniky miiZe byt pomalé. Dirazné doporucujem
& model zjednodusit. Zjednodusit model
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