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The Scene Properties box exists in all our spatial products. It is accessed by
clicking the following icon:
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This will bring up the Scene Properties box:

[=| Scene properties >
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[] Save for 2l scenes Apply Cancel

Many different settings relating to your scene can be set in this box. We will
start by covering the different things in the Display tab:
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The first thing you can set for your scene is its Background Colour(1) and by
ticking on Flip colours same as background(2) this will cause any colors that
are the same as your background to be flipped so you can see them clearly:

|=| Scene properties *
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The next thing is Show Axes which you can tick on or off for the X,Y and Z
axes to be shown at the left-hand corner of your scene or not:

|= Scene properties >
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Display i Background Colour: i:| 255, 255, 255 - i Flip colours same as background i
——————————————————————— boococoooooooooooooooocooooooooooood]
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[ ] Save for &ll scenes Apply Cancel
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Next is Renderer where you can choose what renderer you would like to be
used in your scene:

[=| Scene properties > Main View
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LF'II mode: ! Salid ™ | The renderer for display.
Editing o o T T Use GDIPlus for GIS werk or high speed 3D rendering
| Show C hair: i
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Coordinate Gri | Crosshaircolour: || I Red -[i !
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|=| Scene properties >
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[ ] Save for all scenes Apply Cancel




GDIPlus is good for general GIS work whereas DirectX is good for 3D work as
it creates a more realistic looking object and is higher performance. OpenGL is
not fully supported at the moment.

Next is Fill Mode which will determine how surfaces are drawn:

| Scene properties *
|mmmmmmm—mm—— o —— == —— = ———————————— T T T o m s mm e —— e ————————————n
Display i Background Colour: i [ 255, 255, 255 - i|:| Flip colaurs same as background i
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Projection i Show Axes: i i i
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Erspeciive | Renderer: || GOIPIus wl o !
. | e b :
Performance Gl mode: ' : :
" ENPE - - - - - - - b e oo !
B | Show Crosshair: | i i
1
Coordinate Grid |}~~~ T MPoint 7 fooTTTTTTTTTommTToomoommooooeo i
| Crosshair colour: | - | :

1 1 1
= Tios [Poom oo oooooooo o0 pRoCoooooooooooo : ------- madala e e I B S lS s e L B B L L B L L Bl 1
e | Crosshair thickness: | 12 i i
Legend/Scale |72 TTTTTTTTTOOCT o e [T T i
gend/S | Draw time limit (s): | 3 ; i i
Lo sy SN L e ]
i i i i
S, S, e e e e e !

[] Save for all scenes Apply Cancel
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Wireframe:



Scene Properties User Guide

i |
7 A
T e W
‘,“W* < AN

. R yo— g
AT AV, = a
r.!

R

o KT X ,:" v
i N :

Y AR L | T
o o Wy e .y S ;
= B W o YW
NP, S avai

: i,
Ry T T e W A e
i ‘#h‘h: Q) = e

. S g oSl
R AV o e e A st v
) ¥, i "'-Igl'.l" 1N

¥, 7 ‘_'_‘ ?{;j ::___._

o
q
-

N

)

I_.".‘i.
S
)

&
F.

¥

s
A
%

I TeAVATA
VL«

o

¢l
LT




FRRARY
X o Y
o Ly LN
. (O ! "
.. .......... u '
| __..=... .. .__L.
3 S t._,. _.'.___ ___.
o L]
sl ,...;_... e
| (=)
Q
Q
wn
=
3 W
2 En
3 _.:.ﬁ, v = = . R
TRTTLY i ) v : |
.__._._._..__—.g__._ ._. ______._.._ ..._“_..4”'.__.. _._‘...._._.__._“_._____. ..__. Lo o “b_m.lm._ “ m m “ “ .“. 1
. ..,_:. AL A g ; = - oo “ ! . ===
.__._..__. ;4_..:. A et a < =] 0 [ 1 | 0 H 1 i
._..__.___...___.._..... . - |t ! 1 1 1 | H 1 1 1
..._.... _.._.rr . . e h I m ! 1 1 1 1 | “ 1 !
'._.__.._..__ e .v"._ [75) [T} i [ 1 1 1 1 1 i i
e * A % = 0 i “ ! “ “ _ | | :
..,._ . _ ! 1 1
o F 5 11 IR R m
| m | _ _ _ 1 1 1 1 1
a H . A Lo 3
t H | _ | “ i i P
= R I n
p | _ | _ ! 1 I 1 1 [}
o 'y T - . |
1 _ i
e = Ol L - o
.o ‘..;.‘. ) ".|||._F ! i “ | | “ “ L
L g 1 _IIII_I L _ | | | _
" 1] wn 1 k! _III_| i | _ _ | |
.__._.: Lo k e 1 1 1 _|||._. _ _ _ | |
Voo L ) Q (o) 1 ! 1 1 _||||n “ _ | |
... ...____._..__.__. .Lu o p— “ “ “ “ ! _||||_| “ “ “
.__.__‘.._. = I 1 1 » i HIL a =
. o = G H i [ I i | | ||“||.n
a n “ | | “ “ “ I 1 1 [}
O O 1| (Yl I b &
= 8! I RSt |l I
_ 1
2 .8 ! i I D |
> oD . . i “
! [an]
= .8 | - | 3 | “
.C o — 1 H [ 1 1 = “ “ “
m ﬂ ! 1 “ = “ =) “ | : _ | | |
+~ F ! ! m Hr= | 2 “ | |
W n “ _I “ _.._muu__ I 1 1 1 ! ﬁ
- O = LI 1
: _| _ _ i _I 1 1 1 1
= = “ S P i1 - m
= nm g i ] | 1 k
7] | E i oo 0 i : : | H | _.n_
s = = I&@ I ! ] 5 ! w | . ;
8 2 “m_e“n“ hln“m_,w__m
S5 SQMe_ﬂﬂnr_“tE
C : ) 5 d P E ' a =] 1V E | 1 =
2 nmwm“nrrt_ﬂm
wu :ma“mmmm“e
Ay = ] =) S | T 1k 1 . “ D
L -] o = |||r|_._| % 2 i ¥ _ |
a == = o “ = “ “
L 7 5 u S0 S
T 2] w u [ [F] e & I_|III.“. D “ “
i @ 2 Bl |8 % F
. +~
5 O 7] LR 8 £ : :
2 £ 35| E HHE: 1
o fin} T & 2 [ z
w HHEEE ;
8w
—



Namibia Eotswana

You can also set the Crosshair colour and Crosshair thickness:

| Scene properties >
|ImT T T T T T et B b
Display 1 Background Colour: || ] 255, 255, 255 - \[_] Flip colours same as background i
1 1 1
boocoooooooooooooss Jocoooooosoooooooooooo o Lbocoooooosoooooooooooooooooooos -
Projection i Show Axes: i i i
P iy fommmmmmmm - e oo S
SETEE | Renderer: ! GDIPIus w| | i
1 1 1
Fm———————————————— QL EEEE LT L LR o m e ——— - — - — - =
Performance i Fill mode: i Solid - i i
. boocooooooooooooooo S EE e booocooooooooooooooooooooooooooo ]
= | Show Crosshair: 1] i i
______________________________ 1
Coordinate Grid . i_ 1
Crosshair colour: i :
1
Scene Tips e T
s Crosshair thickness: i i
Legend/Scale | o = CTTTTTTTTT T y
| Draw time limit (s]: ! 3 . ! !
i i ittt A
[} 1 1 1
L e e e S i {
[] Save for all scenes Apply Cancel

And lastly, we have Draw time limit(s) which will terminate the drawing of any
geometries to the screen after a certain time. This is useful when working with
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very big files as it will draw what it can of the file within that time and then ter-
minate and not hold you up any longer while it tries to draw everything:

i | Scene properties >
— e CCECE! TITTTm T :
Display Background Colour: i| ] 255, 255, 255 = iI:I Flip colours same
_________________ e ————————————— TP |
Projection | Show Axes: 0 | i
) fommmmmmmmmmmm e e s o mmmmmmmmmmmmmmmee- A
Perspective | penderer: i| GDIPlus vl o i
1 1 1
Fom——————————————— A EEEEELEELEEE LT Eb bt | et -
Performance i Fill mode: i Solid - i i
bocoooocooooooooooo oo ooooooesoeeseooooood boocoooococoooocoooooo -
" ,
Editing E_Shu:n-‘ Crozshair: li|:| i_ i
H o | Frmmmrmmmrrerer e e | [ T
Lisesl i Crosshaircolouwr: ||} Red - i
1 1
= Ti Fmm——m—mmmmm e ———— Tomm === —mm—m—m———— | | et =
AELEl i Crusshairthickness:i 2 . E i
Legend/Scale s [ ——— v . 7
Draw time limit (s): 32 d I
1 T T T T T T T T T T I T T I T :_ ______________ -:
I 1 1 1
L e e e = S S 1
[ ] Save for all scenes Apply Cancel
Projection
= Scene properties >
Display {GCS_WGS_ 1984 ‘~| SRID: |0 2
|:| Well known text
Perspective
Performance
Editing

Coordinate Grid
Scene Tips

Legend,Scale

[] Save for 2l scenes Apply Cancel

In this tab you can choose the projection for your scene:

10



i=| Scene properties >
Display GCS_WGES_1984 - SRID: [0 3 |
Mame |Autho..|Centr... |[Projec...|Prime ... |Rema... |Semim...|Semim...|Userd... | SRID

Perspective T e - = - e - - = - -

S b ECS [N 0.0 0.0 6378.. 63%6.. [ i}
Waorld ] o 0.0 6378... 6356... o 0

e Pnpul@c}ﬂ v 0.0 6378.. 635..| [v o

Coordinate Grid Angui... EPSG 52.0| [v 0.0 6378 63%6.. 2000

Scene Tips Antig... EPSG -52.0 o 0.0 6378...| 6356... 2001

Legend/Scale Dami... | EPSG -62.0 o 0.0 6378... 6356... 2002
Gren... EPSG -52.0 W 0.0 6378...| 6356... 2003
Mant... | EPSG -62.0 o 0.0 6378... 6356... 2004

D: StEit... EPSG -52.0 W 0.0 6378...| 6356... 2005

And you can choose to have the Well known text shown for the projection and
allow editing of it by having Well known text(1) ticked on. SRID(2) is the Spa-
tial Reference ID of the projection, if this is not needed then just specify zero:

= Scene properties 2 >
Display GC5_WGS_1984 L -| Fsr:fo |2

Well known text

Perspective GECGCS["EC5 WES
SPHEROID[ "FGS

Performance PRIMEM[ "Green

Add predefined Delete| | Validat

=1 =]

Editing

Coordinate Grid

Scene Tips
Legend/Scale
[ ] Save for all scenes Apply Cancel
Perspective
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i=| Scene properties *
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Display | View Depth: 10000,000 2 i

r-
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
L

Projection | Perspective:

Performance

0.000 2

Editing

Scene Tips

Legend/Scale

I )
e e e e e e e e e e e e e e e e e e e

L
1
1
U
]
1
1
1
1
1
1
1
1
1
Coordinate Grid |!
1
1
1
1
1
1
1
1
1
1
1
1
1
L

In this tab you can set the View Depth(1) of your scene meaning how deep into
the view data is visible, this is for when you are working in 3D. You can also set
the Perspective(2) which is how far the viewplane is from the camera, this is
also for 3D work. This would be set at zero for orthogonal projection:

i=| Scene properties 1 >

Display View Depth: 10000.000 =
________________________________________________ A

Projection 0,000
________________________________________________ 3

Performance
Editing

1
1
1
1
1
1
1
1
1
i
1
Coordinate Grid |!
1
1
1
1
1
1
1
1
1
1
1
1
1

T T

Scene Tips
Legend,Scale
[] Save for all scenes Apply Cancel
Performance
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= Scene properties et

I T T T T T T T T T T T T T T T T ST T T T T T T E s s i B 1

Display | Use background layer loading: i+ i i

e A 4

Projection | Maximum geometries per area: o 2|1 !

i it ittt fe=====s it A

Perspective | Dynamic load factor: Hoa 2| i

————————————————————————————————————— e

Maximum annotations on display: i 100 i i

_____________________________________ O S |

" g

B i Maximum images on display: i 100 i ]

e e e e e e e e e e e e e e e e e e e S S S 1

H id |1 I I T

ST | Maximum staticload shape file size (bytes): )| 200 i i
] 1 ]

Scene Tips e S s 'i
1 1 1

1 1 1 1

Legend/Scale || i i i

i i ! !

1 1 1 I

1 1 1 1

S A _ b {

[] Save for zll scenes Apply Cancel

In this tab you can set various things relating to the performance in your spatial
pane. The first thing you can do is choose whether to Use background layer
loading. If this is ticked on all layers will load in the background meaning they
will not interrupt the operation of the rest of the program while they load:

| Scene properties *
_______ ——————————
Display Usebackground layerloading: i
1
_______ [
Projection i Maximum geometries per area: i 100 i
L e e e e | Eppepepp— M
. ] ] ]
Perspective | Dynamic load factor: o4 Ch
_____________________________________ ]
Maximum annotations on display: 11100 2|1
T L e e o= S
= ! Maximum images on display: i 100 i
_____________________________________ L b ]
i 1 1 1 1
LTI | Maximum staticload shape file size (bytes )| 200 i
] 1 ]
Scene Tips T T [ T
1 1 1
1 1 1
Legend/Scale |1 d d
! ! !
l ) :
[] Save for all scenes Apply Cancel

Maximum geometries per area specifies the maximum number of geometries
that can be shown per area of your scene. This is useful when working with very
big files as the more geometries it tries to show per area the slower and laggier
the spatial engine will be in trying to display everything however if this value is

made less then the file is easier to work with:
13



= Scene properties >

i |Im T T T T T T T T T T T T T s T T ._ _____________ b aATTT T T T T T T ':

Display i Use background layer loading: i i :

_______ P |

- . 1

Projection Maximum geometries per area: 100 - i 1

 —— bommoeneeeoee :

Perspective | Dynamic load factor: Noa 2| i

————————————————————————————————————— e caccosoonoanad

Maximum annotations on display: i 100 - i i

_____________________________________ T |

" 1

B i Maximum images on display: i oo 2 i d

L o e e e | App——— L !

i i |1 I I a

R | Maximum static load shape file size (bytes): )| 200 i i
] 1 ]

Scene Tips e S s 'E
1 1 1

1 1 1 1

Legend/Scale i i i i

i i i i

i i i i

S [ - e {

[] Save for 2l scenes Apply Cancel

The Dynamic load factor specifies how much to load at a time when you are
working with a dynamically loaded file. A higher factor means more loaded:

= Scene properties x
I B q
Display i Use background layer loading: i i
P e — el 4
Projection | Maximum geometries per area: 1o T
| = = =~ fm=mmmmmmmo oo .
Perspective Dynamic load factor: 0.4 [
]
——————— [Pooooooooosoo=os)
Maximum annotations on display: 1100 7|1
T L et fSooooooo boocooocooooooooo -4
Editing i Maximum images on display: i 100 7 i
: R o [po—ssssmosssoss .
Coordinate Grid | Maximum staticload shape file size (bytes):|| 200 _ ||
1 1 1
Scene Tips T T T T T T T I =TT R
1 1 1
1 1 1
Legend/Scale | i i
i i i
1 1 1
1 1 1
g e U
[ ] Save for all scenes Apply Cancel

Maximum annotations on display(1) specifies just that: maximum amount of
annotations that can be displayed on your scene, and similarly Maximum im-
ages on display(2) specifies the maximum amount of images that can be dis-
played on your scene:
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= Scene properties >

I T T T T T T T T T T T T T T T T T T TS ST e s E T s T i aTTTTT T T s T s T 1

Display | Use background layer loading: i+ i i

S oo R _E
- - 1 [} [}

Projection | Maximum geometries per area: o 2|} '

. ittt === Pm==mmmmmmmmee 4

Perspective | Dynamic load factar: 1 o 2 i

——————— e SR

100 i i

------- e

00 2| !

_______ L1

i id |1 1 I T

R | Maximum static load shape file size (bytes): )| 200 i i
] 1 ]

Scene Tips T ‘. o 'E
1 1 1

1 [} 1 [}

Legend/Scale || i i i

| | | |

1 1 1 1

1 1 1 1

S [ - e {

[] Save for 2l scenes Apply Cancel

Maximum static load shape files(bytes) is the maximum size of a shapefile in
bytes that can be statically loaded in the spatial pane, meaning everything loaded
at once as opposed to dynamically loaded:

= Scene properties et
e b B b
Display i Use background layer loading: i i i
i ——————— I 4
Projection ! Maximum geometries per area: o 2| !
e e e e e e e e e e e e e e e e e e ) S S S 1
. I I I T
Perspective | Dynamic load factor: Hoa 2 i
e e 1
Maximum annotations on display: 1| 100 . ! !
_____________________________________ O D |
" g
B i Maximum images on display: i 100 i !
. | e —————————————— R —— J
SR Maximum static load shape file size (bytes):§ 200 - | i

]
Scene Tips ) ;o P 'i
1 1 1
1 1 1 1
Legend/Scale || l l i
| | | !
1 1 1 :
L e e e o ___ e i
[] Save for zll scenes Apply Cancel

Editing
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Display
Projection
Perspective

Performance

Scene Tips

Legend,Scale

= Scene properties

Coordinate Grid

>
T T H ——————— R i
| Active depth: : 0.00 i
[CTTTTTTT T e B T
| Selecting resolution:! 32 '
i oo e e e S PR CE S PR EEESSE A
| Snapping depth: i 100,00 - i
e e y
| Vertical tolerance: i 100000 !
Edtng  f T T I
1 1
i i i
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 1
1 1 :
I L !
[] Save for all scenes Apply Cancel

In this tab you can

edit various things concerning your scene. The first thing is

Active depth(1) which is the depth below the viewplane at which drawing will
occur. Selecting resolution(2) is the selecting resolution in pixels, you would

increase this value
more precise:

to make selection easier and decrease it to make selection

Display
Projection

Perspective

Scene Tips

Legend/Scale

= Scene properties

Coordinate Grid

1
2

Active depth:
Selecting resalution:

1
| Snapping depth:
1

Vertical tolerance

1s the maximum difference in vertical distance between

drawn vertices before an error message is displayed, so if you are drawing in the
viewplane and then suddenly you slip off deeper into the viewplane for example
then an error message will be displayed:

16



| Scene properties *
. | o gttt ':
Display | Active depths: i o.00 2 :
- oo A e o 4
Projection | Selecting resolution: ! 3 2 !
) fm=mmmmmmmmmmooee e o oo o CEE SECE DD oD A
Perspective | Snapping depth: | 100.00 2 i
_________________________________________ il
Performance Vertical tolerance: 1000.00 i
_________________________________________ _:
1 1
i |
Coordinate Grid |} I i
1 1 1
1 1 1
Scene Tips ' ' i
1 1
1 1 1
Legend/Scale | l i
! ! !
1 1 1
1 1 1
S e ——————— {
[] Save for all scenes Apply Cancel
Coordinate Grid
| Scene properties *
| B preEEEEEEEEEEmEmm AT ETEEEEEEEEEE T
Display | Show Coordinate Grid:i[] d
e R ]
Projection ' Width: I 1000 7 |!| Setto current view
|, S —— L ]
] 1 1
Perspective | Height: i Looo 2|}
o mm e Ammm e P e e
Performance {___________________ A e
d e A=
Edif IAXES:

- > XAxis PrimeThought.Spatial.V1).Dis...
Coordinate Grid > Y Axis PrimeThought.Spatial. VU.Dis...
Scene Tips L AT
Legend/Scale

[] Save for all scenes Apply Cancel

In this tab you can set up a coordinate grid, first make sure Show Coordinate
Grid is ticked on:
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= Scene properties >

Display Show Coordinate Gril:l:i

4

1
1
1
_____________ bomommoooo oo
Projection | Width: ! 1.000 7 || Setto current view
Lo g ————— |
] 1 1
Perspective | Height: i 1000 2
1 1 1
i B e |
Performance A A ]
4 : A |-
Editi
= > XAxis PrimeThought.Spatial VU.Dis...
Coordinate Grid » YAxis PrimeThought.Spatial.VU.Dis...
_/\ w
Scene Tips i
Legend/Scale
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Then you can set the Width(1) and Height(2) of your grid but make sure to al-
ways click the Set to current view(3) button after setting these so that it is ap-
plied to the grid. The Set to current view button sets the grid to be oriented to
the current view with the width and height of cells specified:
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Then below you can choose various settings for Axes, Layout and Subinter-
vals:
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Scene Tips

19



| Scene properties *

=
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
e

10000

i

Display | Show delay (ms):

Projection
Perspective
Performance

Editing

Coordinate Grid

Legend/Scale

b e o e o e o o o

L

[] Save for all scenes Apply Cancel

In this tab you can set the Show delay(ms) for your scene tips, meaning the de-
lay in milliseconds when you hover over a point in your scene before showing
the scene tip, if scene tips are enabled:
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In this tab you can choose to Show Legend(1) and Show Scale Bar(2) if you
would like to have these shown on your scene, you can also choose the Legend
Alignment(3):

| Scene properties 3 *
Display 1 Show Legend W egend Alignment:

Projection 2

Show Scale Bar Left
‘Misc:

Perspective i ] |-
! C
1 i
e ] Alignment Left
F i BackgroundColour 192, 192, 192
i i BorderPen System.Drawing.Pen
Coordinate Grid i » Font Microsoft Sans Serif, 8.25pt
1 _ i -
S i ¥ LabelSize a,0
LayerR.ows u]
Legend,/Scale LegendColour 188, 143, 143
: LegendItemWidth 10
L tememdwidth  lie L =]

In the box below are the various settings you can choose for your legend:
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Scene Tips
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LaCasa

Botswana

Bottom Buttons
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By ticking on Save for all scenes(1) any settings you have chosen in the Scene
properties box will be used for all future scenes in any workbook you are using.
The Apply(2) button enables you to choose your settings and then apply them so
you can see how it looks in your scene before finally clicking OK(3) to save
those settings. Cancel(4) will of course just close the Scene properties box:
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Support
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T: +27871354351

p support@primethought.biz - primethought.biz
.m Pl"l mEThnughi Kyalami Estate, Midrand, Johannesburg,
Software Solutions 1684, South Africa

't 8o st in
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