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First -time setup  
Before Prospect can be used it requires some data. As a minimum it requires the 

altitude data that is used to create the terrain model.  If this data has not already been 

pre -installed by your system administrator then when you first attempt to start 

Prospect this dialogue box appears:  

 

The ɈGB altitude databaseɉ is a file called ɈGBterrain.terDbɉ. ϥf you have already 

downloaded it then u se the Ɉ..or select file button ɀ Map Maker terrain (*.terDb)ɉ to 

select the file. Otherwise, use the ɈDownload and install fileɉ ɀ this is a large file so it will 

take a few minutes.  

Optionally you can also install the GB National Forest Inventory and the  GB National 

Forest tracks files. These can be omitted or installed later  but we recommend installing 

these from the outset.  

Note to system administrators: if you want to pre -install these files then see the final section 

for the appropriate file locations  
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Projects  

Static and temporal  

In Prospect you can create two types of project: static and temporal. A static project is 

used to display the state of a woodland at one fixed point in time.  A temporal project 

can show how a woodland develops over a period of time. By specifying a year a 

temporal project will display its state at that year.  

Typically a static project will be used at an early design stage where you require quick 

results while a temporal project will be used to explore a more fully worked out design.  

Create new project ɀ Static map based on woodland polygons  

When you click on this menu item you are invited to choose a file of polygons. The file 

can either be an ESRI Shape file (*.shp) or a Map Maker DRA file. If you choose the ESRI 

shape file y ou must ensure that the accompanying DBF and SHX files are present.  

After you select the file this dialogue box appears:  

 

If you r polygon file contains data fields  they can be used to specify attributes for the 

woodland sub -compartments. If there are fiel ds for species, height, and spacing you can 

choose fields for up to four different components for each sub-compartment. If the 

program detects fields with obvious sounding names ɀ like Ɉspecies2ɉ ɀ then it will 

automatically select them, but you can change  these choices if you wish. If there are no 
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fields it does not matter since you can enter data in the program and/or select a default 

species, height, and spacing.  

The optional Ɉfield for open groundɉ allows you to specify a field containing a 

percentage v alue for open ground. Open ground is discussed below  in the section on 

Ɉwoodland characterɉ. 

The optional Ɉfield for propagation  typeɉ allows you to specify whether a compartment 

contains woodland  with natural regeneration or planted  trees. The field, if u sed, should 

contain Ɉ0ɉ for natural regeneration, Ɉ1ɉ for a plantation . 

Once you have chosen the fields, if any, click on OK and the woodland will be displayed 

over a base map using the settings defined under ɈSystem set-up ɀ Default base map 

for new proje ctsɉ ɀ typically this might be Ordance Survey Open Map.  

Create new project ɀ Empty static map  

While most users will start from an existing file of woodland polygons, you have the 

option of starting from a blank sheet and creating the compartments from scratch 

within Prospect. When you click on ɈProject ɀ Create new proj ect ɀ Empty static mapɉ 

the  map opens up showing a large area centred on your last location.  

 

Using the navigation tools (see below) you can move around the map to your new 

project Ʌs location and change to an appropriate scale.  

Create new project - Temporal project based on woodland polygons  

The procedure for creating a temporal project from an existing file of polygons is similar 

to that for a static project. You are invited to choose a file of polygons. The file can 
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either be an ESRI Shape file (*.shp) or a Map Maker DRA file. If you choose the ESRI 

shape file you must ensure that the accompanying DBF and SHX files are present.  

After you select the file this dialogue box appears:  

 

The dialogue box is like that for a static project except that each component has a field 

for the Ɉplant yearɉ and there is a field for the Ɉfelling yearɉ, and values for the default 

planting year and yield class . If your file does not contain fields for planting and felling 

years it does not matter, since you can enter planting and felling values within Prospect.  

Create new project ɀ Empty temporal project  

As with static map, you have the option of creating an empty temporal map and 

creating the compartme nts from scratch within Prospect. When you click on ɈProject ɀ 

Create new project ɀ Empty temporal mapɉ the map opens up showing a large area 

centred on your last location.  

Create new project ɀ Temporal project from ɈForester Webɉ files 

ɈForester Webɉ is an ESRI based GIS system with a number of predefined layers. By 

exporting data from four of these layers as ESRI Shape files (*.shp), the data can be 

imported into Prospect with the sub -compartments populated with the relevant data. 

When you click on the me nu a dialogue box appears asking for you to select the four 

files: 
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The first of the four is not actually a shape file but just the DBF file which accompanies 

the components shape file , the shape file itself is redundant . The remaining three , for 

sub-comp artments, management coupes, and future restock coupes are shape files. 

These must all be accompanied by their corresponding DBF and SHX files. Once all four 

files are selected click on OK and the woodland map is generated.  

The viewpoint  
When a new project  is first displayed a default viewpoint is created. T he location, 

bearing, and field -of -view is shown on the map:  

 

The location of the observer can be changed  by dragging the small circle. The direction 

of the view ɀ the bearing ɀ can similarly be dragge d. The field -of -view ɀ the angular 

width of the view ɀ can be modified by dragging either of the two small circles at the 

ends of the two red arms.  Alternatively, right click anywhere on the map, with any tool 

selected, and the viewpoint will be relocated to that position and will look towards the 

current centre of the map.  
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You can also edit these values manually in the ɈViewpointɉ panel. There are two 

additional values for the Ɉtiltɉ (the tilt of the Ɉcameraɉ backwards or forwards) and the 

Ɉheight above groundɉ, which refers to the height of the observer above the ground at 

the observerɅs coordinate. 

 

Once you have the viewpoint as you want it then you can save it using the ɈSave current 

view point asɉ menu item. You can create several named viewpoints wi thin one project.  

In some circumstances, particularly with a large woodland, you may find that your 

viewpoint has disappeared off the edge of the map. In such circumstances you can click 

on ɈReset view point for current locationɉ which brings the view point back into view 

where you can adjust it.   

As you edit the view point the resulting view is previewed in the small guide image in 

the top left:  

 

This image can be dragged ɀ left and right, up and down ɀ to change the bearing and 

the tilt of the view.  Using the mouse wheel, with the cursor over the image, the field of 

view can be changed.  
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Viewing the attributes  of sub compartments  
Where a sub compartment  has more than one species it is shown on the map as striped, 

the width of the stripes being in proportion with the species mix. As you move the 

cursor over the woodland polygons on the map, the attributes of the polygon under the 

cursor are shown on the l eft in an information panel.  

 

 

If you are displaying the National Forest Inventory then as the cursor passes over an 

Inventory compartment its attributes are displayed but this time the information panel 

has a pale green background.  

Editing attributes in  a static project  
It may be that your original file contains all of the information that you need about 

species, height etc, in which case you can ignore  this section on editing attributes.  But if 

you need to modify attributes then o pen the Tools section a nd click on ɈAttributesɉ 



10 

 

 

 

 

With the attributes tool selected c lick on any of your woodlan d subcompa rtments.  

 

Tip: ϥf you click to the right of Ɉcurrent toolɉ on the scale panel the selected tool 

will toggle between the Ɉpanɉ tool and the Ɉattributesɉ tool. 
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In this example the subcompartment has two components ɀ Beech and Birch.  If you 

wish to add a third component you place the cursor over Ɉadd componentɉ. A short 

menu opens up offering the choice of broadleaf or conifer planting, clear  fell, or open 

land.  

 

To remove a component click on its red X. 

Tree and woodland character  
The character of a woodland  is determined by the mix of species, the age of the trees 

and the density of the planting. But there are additional factors which can modify the 

character.  

Tree alias  

There are dozens of different tree species which can be found in a woodland. Prospect 

has images for the most common species. Another less common species is portrayed 

by using the image for the common species which it most closely resembles. Under 

ɈSystem set-up ɀ Tree aliasɉ you can select which species to base another species on. 
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Here we have selected Birch as a surrogate for Alder. However we can make some 

minor modifications  - specifying the typical height reached after 25 years, and 

modifying the colour by adjusting the red, green and blue tints.  

Some Ɉspeciesɉ are mixtures, in which case two species can be used to represent the 

mix:  

 

 

Tree character  

Clearly different species look different from each other, but also one species can look 

different depending on the circumstances. An isolated tree standing on its own in a field 

will look different to a tree which forms part of a densely packed woodland. Prospect 

lets you define different tree characters ɀ one Ɉcharacterɉ may apply to various species. 

Under ɈSystem set-up ɀ Tree characterɉ you can create and edit tree characters: 
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A Ɉtree characterɉ can then be applied to a component of a sub-compartment. Below is 

a stand of Birch using the default tree character ɀ in other words, unmodified:  

 

Unmodified Birch plantation  

However, if the tree character is modified by setting the Ɉ% that is multi -stemɉ to 50% 

the image changes:  
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50% multi-stem 

ϥf the Ɉas bushɉ box is ticked then the lower trunk, beneath the treeɅs canopy, is omitted 

so that the branches spring from the ground:  

 

 

                   As tree                                            As bush                         elevated canopy height 
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Plantation as bushes 

The three slider controls for Ɉcanopy heightɉ, Ɉwidthɉ, and Ɉedge upliftɉ can be adjusted 

to create tree images better suited to denser plantations where the trees are c ompeting 

for light. ϥncreasing Ɉedge upliftɉ means that the outer branches sag less toward the 

ground but tend more upwards.  

 

Plantation with multi -stem trees, increased canopy height, decreased width, and extra edge 

uplift  

For each tree character you can  specify the Ɉcanopy heightɉ, Ɉwidthɉ, and Ɉedge upliftɉ 

both for the mature tree and the sapling. You can also specify the Ɉage of maturityɉ. For 

trees with ages between one year and the age of maturity the canopy height, width, and 

edge uplift are adjust ed along a sliding scale between the setting for Ɉsaplingɉ and 

Ɉmature treeɉ: 
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Typically, as here, the sapling has narrower width and greater edge uplift.  

Woodland character  

The Ɉtree characterɉ settings described above can be applied across all 

subcompa rtments and all projects. In addition there are character settings wh ich apply 

to the individual sub compartment. Back on the main ɈMapɉ page, select the Ɉattributesɉ 

tool and click on a subcompartment to select it. The top item of the subcompartmentɅs 

menu  displays the Ɉwoodland characterɉ box: 

 

By default Ɉpropagationɉ is set to Ɉplantationɉ but you can select Ɉnatural regenerationɉ: 

 

Propagation set to Ɉnatural regenerationɉ 
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Now the Ɉpanoramaɉ image displays each component with trees of a variety of ages and 

heights. In the case of a temporal project the ages range up to the full age of the 

component.  

ϥn addition, in the Ɉwoodland characterɉ box you can specify a density of undergrowth ɀ 

by default this is zero percent. The image below shows 50%:  

 

Natural regeneration with 50% undergrowth  

 

 

Natural regeneration with  two components and  50% undergrowth 

Open ground  

By default Ɉopen groundɉ is set to zero, but if you select another percentage value then 

the trees in the compartment will be interspersed with small clearings. If, as in th e 

example  below , the open ground percentage is set to 30% then the combined area of 

the clearings will amount to 30% of the total area of the compartment.  
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By setting a value for Ɉopen ground granularityɉ you can specify whether there are a few 

large clearings or many small clearings.  

       

 

 

Finally, you can specify whether the open ground is enti rely open or whether there is 

regrowth of small trees in the clearing and, if so, the maximum height of the small trees 

relative to the height of the main trees in the compartment.  

The following images demonstrate how the Ɉwoodland characterɉ can be modified. 

 

A mono-crop of Sitka Spruce with the propagation set to Ɉplantationɉ. 

30% open ground with 

a medium -coarse 

granularity of 1  

No open ground  30% open ground with 

fine granularity of 4  
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A mixed conifer plantation.  

 

A plantation of native mixed broadleaves with mixed conifers 

 

Mixed broadleaves with mixed conifer with natural regeneration (i.e. a greater variety of 

heights) 
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Mixed broadleaves with mixed conifer with natural regeneration with 35% open ground set 

to a medium-coarse granularity (1). 

 

Mixed broadleaves with mixed conifer with natural regeneration with 35% open ground set 

to a medium-coarse granularity (1), with regrowth in the open ground set to 15%. 
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Mixed broadleaves with mixed conifer with natural regeneration with 35% open ground set 

to a medium-coarse granularity (1), with regrowth in the open ground set to 30%. 

 

 

Mixed broadleaves with mixed conifer with natural regeneration with 35% open ground set 

to fine granularity (4). 

 

By mixing species, tree ages, and tree character you ca n create multi -layered woodland 

with low -growing species below the raised canopy of another species.  

 

Natural regeneration with two components, undergrowth, multi -stems, and 30% open 

ground 
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Editing attributes in a temporal project  
As with a static project, placing the cursor over a subcompartment will cause its 

attributes to be displayed in an information panel:  

 

In the scale panel above, the current year is displayed, the current year determining the 

age and height of the trees li sted in the information panel.  

If you now click on the subcompartment, as with the static project, you can edit its 

attributes:  

 

 Unlike the static project, the subcompartment is not described in terms of components 

but as a series of events. In this case , three planting events in 19 72 followed by a 

clearfell in 20 26. You can use the Ɉadd eventɉ menu to create a new event, or use the 

red crosses to delete events.  

As with the static project the Ɉwoodland characterɉ can be specified. 
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Creating and editing sub compartment polygons  
Many users of Prospect import all of their woodland polygons from a separate GIS 

program. However, there are tools in Prospect which allow you to create and spatially 

edit polygons.  

 

The Ɉpolygonɉ tool is a familiar  drawing tool  wher e vertices  are added by clicking on the 

map. To close (finish) a polygon either click again over the first vertex or right click.  

More generally useful are the three brush tools : 
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The Ɉpolygon brushɉ is used to draw polygons with a paint-brush tool. Unlike a 

conventional paint -brush the end result is a Ɉvectorɉ polygon ɀ that is an area defined by 

the coordinates of its vertices rather than a raster area defined by pixels. The advan tage 

of a vector polygon is that its shape is independent of scale and it is data which can be 

exported to a shape file.  

You can specify a size for the brush and its shape. By default the brush is circular but 

you can use a square or triangular brush wher e you need to get into sharp corners.  

You can choose to clip the area drawn by the brush. By default there is Ɉno clipɉ 

meaning that you can draw anywhere. If your new polygon overlaps with an existing 

woodland polygon then the area of the overlap is delet ed from the existing polygon .  

ϥf you set the clip to be Ɉclip inside one polygonɉ then if you start your new polygon 

inside of an existing subcompartment  then the new polygon will be clipped so that its 

extent does not go outside of the existing polygon.  In effect this allows you t o sub-divide 

an existing subcompartment . 

ϥf you choose Ɉclip inside all polygonsɉ then the new polygon will not fall outside of the 

existing extent of the woodland but you will be able to create a new polygon which 

spans across two or more of the existing subcompartments.  
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Finally, if you select Ɉclip to the outside of the polygonsɉ then any existing 

subcompartments will be untouched but you will be able to add a new polygon to the 

outer boundary of the woodland.  

ϥf  Ɉignore holes in polygonsɉ is not ticked then when you draw a polygon as a loop then 

the resulting polygon has a hole in the middle, like the left -hand image below. If the box 

is ticked then the hole is automatically filled.  

 

Note that even with Ɉignore holes in polygonsɉ not ticked you can still draw a solid 

polygon but you have to manually fill it in as with a paint  brush.  

The second brush tool is the Ɉpolygon modify brushɉ. 

 

If you start the brush inside of an existing polygon and then move the brush so that it 

goes outside of the existing polygon then when you release the mouse button the 

existing polygon will be modified to include the new area. If the new area overlap s any 

other polygons then those polygons will have the area of overlap removed.  

The third brus h tool is the Ɉpolygon eraser brushɉ. 
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Start the brush anywhere and draw a path. Any subcompartment which overlaps with 

the path will have the area of overlap removed.  

Use the ɈEdit shapeɉ tool to move individual vertices. Place the cursor over a vertex then 

press the mouse button down and drag the vertex. If you want to introduce a new 

vertex, place the cursor over a line segment and click and drag. To delete a vertex, place 

the cursor over the vertex then press the ɈDeleteɉ key (you do not need to press down the 

mouse button). 

ϥf, with the ɈEdit shapeɉ tool selected, you click inside a polygon then it puts it into Ɉedit 

modeɉ. This means: 

a) You can move the whole polygon by dragging any point inside the polygon.  

b) You can move boundary vertices without moving the vertices of any adjacent 

polygon.  

c) You can delete the polygon by pressing the ɈDeleteɉ key. 

The ɈSnap polygonsɉ tool is used to tidy the boundary between two more or less 

adjacent polygons. Click and hold down in one polygon then move the curs or into the 

second polygon which you want to snap to. Release the mouse button and the first 

polygon is snapped to the second.  

The ɈJoin polygonsɉ tool is used to merge two adjacent polygons. Click and hold down in 

one polygon the move the cursor into the second polygon which you want to absorb 

into the first. Release the mouse button and the polygons are merged.  

The ɈCutterɉ tool is used to sub-divide polygons.  Its simplest use is to divide a polygon in 

two by clicking first on the boundary of the polygon and then clicking to place vertices 

on a line crossing the p olygon until you once again reac h the boundary. When you click 

on the boundary the cut is implement ed. 
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The cutter tool can be used to cut a hole in an existing polygon. ϥf the box ɈRetain island 

when cutting a holeɉ is ticked then performing an island cut  creates a new polygon from 

the space in the hole.  

By default the cutting line has no width, it si mply creates a division between two 

adjacent areas. However you can also specify a buffer width in which case the cut has a 

width like you may have when drawing the space for a road or a fire break.  

When using a buffer there are three options for Ɉhow to deal with areas inside the 

bufferɉ: 

1. ɈPreserve polygon segments inside bufferɉ, in which case for each polygon that is cut 

the area that is formed within the buffer is preserved as a separate new polygon.  

2, ɈMerge polygon segments inside bufferɉ, so that where a cutter crosses two or more 

polygons the area s inside the buffer are merged to form a new polygon.  

3. ɈDelete polygon segments inside bufferɉ, in which case the buffer acts like the 

Ɉpolygon eraser brushɉ except that its width is specified in metres on the ground rather 

than in pixels on the screen.  
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Two adjacent polygons         cutter with buffer        preserve segments        merge segments 

The Woodland panel  
The Woodland panel is used to determine how the woodland should be portrayed. The 

first two items, Ɉcurrent yearɉ and Ɉapproval yearɉ, are only available for temporal 

projects. The Ɉcurrent yearɉ determines the state of each subcompartment given the 

sequence of events specified for it. The Ɉapproval yearɉ, if specified, will determine the 

starting point for felling phases. ϥf no approval year is given then the Ɉcurrent yearɉ will 

be used as the approval year.  

The Ɉexport woodland polygonsɉ simply allows you to save the woodland to an ESRϥ 

Shape file or a Map M aker DRA file, so that it can be used in other GIS software.  

 

The Ɉdisplay themeɉ menu has three options for a static project and an additional three 

for a temporal project. The options common to static and temporal projects are 

Ɉspeciesɉ, Ɉschematicɉ and Ɉdensityɉ. 
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Schematic                                                          Density 

Using Ɉsave legend asɉ you can save the current legend either as an image or as a text 

list.  

Base map  
As well as your woodland polygons the map will usually have other layers to give 

context. In Pr ospect these are split up into the Ɉbasemapɉ and Ɉfeature layersɉ. The 

basemap typically consists of one or more layers for which there is national coverage 

and so can be used in any project. By default a new project starts with the layers 

specified in ɈSystem set -up ɀ Default base map for new projectsɉ. The settings for each 

layer can be accessed by clicking on the caption bar for each layer.  
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Here you can see that the intensity of the Open Street map layer has been set to less 

than 100% to allow the green colour of the layer below to shine through and give a 

green tint to the base map.  

Using the Ɉadd layerɉ menu different types of base map layer can be included. For 

instance the altitude data can be used to  generate slope shading, contours, and altitu de 

colours:  

 

When you use Ɉadd layerɉ the new layer is added to the top of the pile. Using the small 

black up and down arrows you can change the order of the layers. Or, you can click on 

the green tick to temporarily hide a layer. Clicking on the  red ɈXɉ deletes the layer.  

With the exception of layer types Ɉplain colourɉ, Ɉfileɉ and Ɉdirectory of filesɉ you need to 

configure the source of the data (Open Street Map  and Ordnance Survey Open Map are  

pre -configured but can be altered) . To do the configuration go to the ɈSystem set-upɉ 

page (see below).  

Feature layers  
Feature layers are layers which are more likely to contain information  specific to one 

project. The Feature layers sit on top of the base map.  
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National Forest Inventory  

Usually the most important of the feature layers is the National Forest Inventory. This is 

included as a feature layer rather than a basemap layer because you can edit it.  

 

Having included the National Forest inventory as a feature layer, you can choose the 

Ɉattributeɉ tool and click on one of the ϥnventory polygons. Now you edit its settings in 

the left hand panel:  

 

The options available are less than for the project woodland but sufficient to modify the 

appearance of the compartment in the 3D visualization. One option is to un -tick the 

Ɉvisibleɉ box which will then cause the polygon to be omitted from the 3D view.  

National Forest Tracks  

The National Forest  Tracks are a companion to the N ational Forest Inventory.  

Note : If the National Forest Inventory is not installed see System set -up ɀ Manage 

data sources.  



32 

 

 

As with all the feature layers, and basemap layers, you can specify Ɉdrop-inɉ and Ɉdrop-

outɉ scales meaning that the layers will only be visible on the map when the scale is 

equal to or greater t han the drop -in scale and less than the drop -out scale.  

Context woodlands  

ɈContext woodlandsɉ are typically used to correct for omissions or errors in the National 

Forest Inventory. If need be context woodlands can be used instead of the National 

Forest Inventory. A context woodland is created from a file of polygons (ESRI shape  file 

or Map Maker DRA file). The file should contain field s for the species name, the height, 

and, optionally, the spacing.  

 

Roads  and tracks  

A file of lines (ESRI shape file or Map Maker DRA file) can be selected and used for 

roads. You can specify a width in mms on the map, and a colour. The coloured line will 

be bounded by two thin black li nes. 

Deer fence  

A file of lines (ESRI shape file or Map Maker DRA file) can be selected and used for deer 

fences. As well as specifying the height of the fence and the post spacing for the three -

dimensional view you can choose to have both bird protection (drops) and rabbit 

protection.  

Hierarchy of subcompartments  

Where you have your woodland, and the National Forest Inventory, and maybe 

context woodlands there is a hierarchy of subcompartments. At the bottom there is 

the National Forest Inventory. If a context woodlands polygon overlaps one or 

more polygons in the National Forest Inventory then it is takes precedence over the 

polygons in the National Forest Inve ntory. Similarly if subcompartments in your 

woodlands file overlap either the National Forest Inventory polygons, or those in 

context woodlands, then the subcompartments in your woodlands file take 

precedence.  
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Deer fence  

 

Deer fence with bird and rabbit protection  

In addition you can specify the line style and colour for the deer fence on the map.  

 



34 

 

Powerline  

 

A file of lines (ESRI shape file or Map Maker DRA file) can be selec ted and used for 

power lines.  

 

As well as specifying the pylon height you can choose between the conventional lattice 

pylon and the more modern Ɉtee-shapedɉ pylon. 

Note that the colour, as well as the Ɉline widthɉ and Ɉline typeɉ refer to how the power 

line is shown on the plan, not in the panorama  view. 

Points  

A Ɉpointsɉ layer can be used for placing simple symbols (circles, squares, triangles, and 

stars) on point locations such as gates, fire points, bridges etc.  One symbol is applied to 

all the points in the layer. Note that unlike the other feature layers a points layer sits on 

top of the project woodlands. Also, note that point layers are only shown on the map, 

not on the panorama view.  
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Wind farm  

 

A wind  farm is specified by selecting a file of points (ESRI shape file or Map Maker DRA 

file) where each point defines the location o f a turbine . If the file also contains line 

objects then the lines are treated as access roads (note that ESRI shape files can only 

contain one object type so this option  only applies to Map Maker DRA files).  

For the wind farm layer as a whole you can specify the total turbine height ɀ that is the 

height of the hub plus the radius of the rotors. You can also specify the Ɉapron radiusɉ 

which is used to carve out a space fre e of trees around the base of each turbine. The 

Ɉwind directionɉ can be adjusted if required to clarify the panorama view. 
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Solar farm  

 

A file of one or more polygons (ESRI shape file or Map Maker DRA file) can be used to 

define a solar farm. Each polygo n describes the bounds of a group of solar panels. 

Prospect automatically populates each polygon with panels using criteria for panel size 

and spacing.  

You can use a data field in your polygon file to specify the bearing which each set of 

panels faces, but  if you do not specify a data field then the program assigns a value 

based on the average direction of the slope of the land within the polygon.  
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Panorama  
On the Panorama page the options available depend on whether the project is 

temporal or static:  

 

The panorama controls for a temporal project  

 

The panorama controls for a static project  

The controls to determine the viewpoint are the same as those found on the Map page. 

In addition to using these numerical viewpoint controls you can also drag the mai n 

image left and right, and up and down, to alter the bearing and tilt, as well as using the 

mouse wheel to alter the field of view.  

The display themes are also the same but in addition you have the options for winter, 

spring, summer and autumn. When any o f these four seasonal themes is selected the 

panorama uses tree image s to produce a naturalistic view : 
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A summer image using aerial photography as the base map 

 

A summer image using the water layer with the terrain layers altitude colours and slope 

shading 

When using any of the non -seasonal themes the woodland is displayed as blocks 

draped over the landscape:  

 

A species code image with the water layer with the terrain layers altitude colours and slope 

shading 

One of the options is to ɈShow the background in greyɉ. ϥf this is selected then the only 

elements which are shown in colour are your woodland polygons:  
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ɈShow the background in greyɉ 

Another  option  is ɈShow the Forest I nventory in grey ɉ in which case Forest inventory 

woodland, and any  other co ntext woodlands, are shown in grey:  

 

ɈShow the Forest ϥnventory in greyɉ 

When using the seasonal views (the views with trees rather than blocks) you have the 

option of reducing the Ɉvisual densityɉ. This artificially reduces the density of trees to 

exaggerate the visual effect of low density planting:  

 

Visual density set to 50% 
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The ɈRange for viewsɉ is, by default, set to 10km. This means that the base map 

gradually fades out until it reaches this range. The shape of the terrain can still be seen 

for more  distant locations, up to 80 km, but the details will not be visible. You can 

specify a greater range but the redrawing time will be longer. Conversely, specifying a 

shorter range can speed up redrawing.  

The ɈSave image asɉ menu item allows you to save the panorama to a BMP, TIF, or JPG 

file. It allows you to specify a width in pixels so allowing you to create an image which is 

not constrained by the resolution of the screen. That said, it is sensible to not specify 

too large an image ɀ for instance a width  of 3000 pixels will be sufficient for most 

purposes.  

If your project includes a wind farm layer then you can also save the view as an 

Ɉanimated GϥFɉ file, meaning that you can create an image for use on a web page which 

shows the rotors of the wind turbin es revolving. These images are limited to a width of 

800 pixels.  
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Orthographic view  
The ɈOrthographic viewɉ displays a 3D representation of the area currently shown on 

the map page.  

 

 

Using the mouse you can drag the image to revolve it or to change the tilt.  There is also 

a plus and minus button which can be used to zoom in and out.  

By default the colours used on the orthographic image are taken from those used on 

the ɈMapɉ pageɅs image, typically using code colours for tree species: 
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However, if you tick the box ɈUse natural coloursɉ then the code colours are replaced 

with shades of green:  

 

By ticking the box ɈUse grey backgroundɉ, as with the panoramic view, you can highlight 

your woodlands in colour against a grey context:  
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As with the panorama view, the orthographic image can be saved at a higher resolution 

than that of the screen. If your project contains a wind farm layer then the image can be 

saved as an animated GIF file.  
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Photo -montage  
The photo -montage function allows you to superimpose  your woodlands, and wind 

farms, onto photographs. You first need to select a photograph to import into the 

project:  

 

The maximum size of photograph is 4000 pixels across. If your photograph is larger 

than this then Prospect first shrinks the image before  adding it to the project. Once a 

photograph has been added to a project then it can be selected from the Ɉchoose photo 

from projectɉ menu. Note that a copy of the photograph is stored in the project file so 

you no longer need the original photograph file.  

Parameters of view  

Having selected a photograph it is necessary to match the features in the photograph 

with the shape of the terrain.  A semi-transparent image of the photograph is 

superimposed over a representation of the terrain.  

Before starting you should know:  

¶ The coordinates of your viewpoint.  

¶ The approximate compass bearing of the centre of the photograph.  

¶ A rough idea of the  angular horizontal  Ɉfield of viewɉ of the photograph ɀ for 

instance a traditional 35mm camera with a standard 50mm lens has  a horizontal 

field of view of approximately 40 degrees.  

ϥf your photographs viewpoint is already the viewpoint identified on the ɈMapɉ page 

then these values are applied automatically, otherwise they can be entered on the 

Ɉparameters of viewɉ panel: 
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Typically, your photograph will be a normal point and click image which is a 

Ɉperspectiveɉ view. However, in some circumstances you may have a panoramic 

photograph created by a camera, or phone, that allows you to physically turn the 

camera to create a ver y wide angle view. In this case you should tick t he Ɉpanoramic 

projectionɉ tick-box. 

The bearing of the photograph can be adjusted by placing the cursor over the yellow 

spot on the centre of the photograph and then dragging the underlying image of the 

surf ace left or right until the horizontal centre of the photograph appears to correspond 

with the surface image. The field of view can be modified using the fine adjustment at 

the top of the screen:  

 

All camera lenses suffer from distortions, particularly wi de angle lenses. Also few 

photographs are precisely level. To accommodate these effects the photograph can be 

manipulated to make a better fit with the surface image. There are various yellow dots 

on the photograph which can be dragged:  
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Note that the su rface image is showing the height of the ground. Frequently what you 

are seeing on the horizon is not the ground but the tops of trees. What you are trying to 

achieve is a match between the ground on the photograph and the ground on the 

surface image. For this reason a red dotted line is shown on the horizon which indicates 

the height of trees at that distance.  
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You can specify what height to use for the tree height by adjusting the value of Ɉhorizon 

tree heightɉ. 

Image mask  

Having matched the photograph w ith the surface you can now superimpose your 

woodlands (and/or windfarms). Open the Ɉimage maskɉ panel and you will see the 

woodlands superimposed in a semi -transparent fashion.  

 

However, as in this example , though the trees are in the right place the pi cture is not 

correct since foreground features, such as the hedge, have been unnaturally obscured. 

ϥt is necessary to create a Ɉmaskɉ which masks out elements of the image which you can 

see should appear behind features in the photograph.  

The Ɉimage maskɉ panel had three tools:  
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These tools, pan, masking brush, and eraser, can be selected from the menu or else you 

can right  click on the image to step through the three options.  

ϥf you select the Ɉmasking brushɉ tool you will see that the cursor is centred on a red 

circle which indicates the current size of the Ɉbrushɉ. Click and drag to paint  with the 

brush. The areas where the mask has been drawn will appear in translucent red and 

you will see that in those areas the image of the trees has been removed and the 

original photograph can be seen.  Note that in the final image the red of the mask will 

not show.  

 

 ϥn this case the mask has been drawn a little too large, so select the Ɉeraserɉ tool. ϥt 

appears as a yellow circle around the cursor. Click and drag to  remove areas of the red 

mask: 
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The diameter of the both the masking brush and the eraser can be modified to enable 

you to edit fine detail.   

With features on the horizon, such as wind farms, the wind turbine may not look correct 

relative to the horizon if there are trees on the horizon:  

 

If you are uncertain if a feature is beyond the horizon or slightly in front of it you can 

check the actual distance by placing the cursor over the feature and reading the 

distance in the top right of the screen. If you  then do the same with a nearby part of the 

hillside you can compare the distances. If, as in this case the turbines really are over the 

horizon you can use the masking tool to tidy the image:  
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Export image  

Before saving the final image to a file you can make some presentational adjustments:  

 

Apart from choosing the season the intensity of the photograph can be reduced or you 

can choose to make the photo black -and-white so that the new woodlands can be easily 

distinguished:  

 

You can adjust the Ɉtree colour saturationɉ. If the photograph has rather dull colours it 

can help to reduce the colour saturation of the trees in order to make them blend i n 

more realistically with the photograph.  

If you have windfarm turbines, in some situations you may want to use their true white 

colour, but if the turbines are on the horizon against a nearly white sky, it can be better 

to use a dark colour to emphasize the silhouette, as in this example:  



51 
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Surface analysis (add -on)  
The ɈSurface analysisɉ module is an add-on to Prospect and will only be available if your 

licence includes the add -on, or if you are still in the demo period.  

The area analysed is the area defined by your ɈMapɉ page. Several different analyses 

can be carried out, either individually or in combinations.  

Slope  

The ɈSlopeɉ analysis can be used simply to shade the surface in proportion with its 

slope, or you can define an angle as a minimum for Ɉsteep slopesɉ, then areas with a 

slope at or above this angle are shaded in red:  

   

You can also ɈShow flow linesɉ. These give an approximate indication how water will run 

off the hillside but also can be a good way of displaying slope which can be more 

intuitive than conventional contours.  

 

 

 




























