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This Tutorial 

Tutorial Objective 
The objective of this tutorial is to learn how to make good use of the Flight Path commands within 
GeoMedia 3D. 

 
Tutorial Overview 
The ability to fly a predefined route within a 3D environment can prove extremely useful. For 
instance, urban planners can evaluate proposed utility corridors or review the aesthetic effects of 
introducing new buildings into an environment; or intelligence public safety officers may want to 
visually inspect an area of interest.  With flight paths, you can re-fly the exact same path 
repeatedly.  This ability to fly the same path repeatedly allows you to make iterative modification 
to the objects that fall within the view of the flight path (such as, modify terrain, add/remove 
buildings, add/remove vegetation between each run). You can record each run and then in turn 
use the recordings to evaluate each proposal or scenario. 

 

Top down view of a sample flight path that passes over an area of interest (street Intersection containing analysis) twice. 

 

Oblique view of a sample flight path that passes over an area of interest twice at 20 meters above the surface. 

 

In GeoMedia 3D, you can create flight paths using a wide variety of tools.  In this tutorial, you will 
learn how to create, edit, save, and manage flight paths. Further to this, you will learn how to 
create an Audio Video Interleave (AVI) file using a flight path. 
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An AVI is a multimedia container format introduced by Microsoft Corporation in November 1992 
as part of its Video for Windows technology.  AVI files can contain both audio and video data in a 
file container that allows synchronous audio-with-video playback. 

 

Tutorial Data Set 
The exercises outlined in the GeoMedia 3D tutorials make use of specific data sets.  Specifically, 
the GeoMedia 3D tutorial data sets include:  vector sources (point, line, and area features), raster 
sources (aerial photographs in GeoTIFF format), and elevation sources in ERDAS Imagine and 
USGS SDTS formats. 

 
Tutorial Text Conventions 
There are several conventions used throughout the tutorial: 

 Ribbon bar items are shown as: On the Aaa tab, in the Bbb group, click Ccc. 

 Dialog box names, field names, and button names are depicted using Bolded Text. 

 Information to be entered, either by selecting from a list or by typing, is depicted using 
Italicized Text. 

 

Tutorial Prerequisites 
There are no prerequisites for making use of this tutorial; however, having a basic understanding 
of the GeoMedia Desktop will be helpful in expediting the execution of certain steps within this 
tutorial.   



 

   

Flying a Route Using a Section 1:  
Collection of Selected Lines 

Section Objective 

In GeoMedia 3D, you can create a flight path using a variety of workflows.  However, in this 
tutorial, you will learn to use a select set to fly and create a flight path. Namely, in this section you 
will learn how to: 

 Pre-define a collection of playback flight parameters such as altitude and speed. 

 Select a linear feature class. 

 Fly a route based upon a select set. 

You must be connected to the Internet to complete this exercise as the default content file makes 
use of a TerraGate® connection to serve imagery and terrain information to the 3D map window. 

 

Tools Used 

The Feature Select, Fly, and Flight Path commands are used in this section. 
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 Using a Select Set to Fly a Route Exercise 1:

Objective: 
The objective of this exercise is to learn how make use of a linear feature class to create a flight 
path. 

Task 1: Launch GeoMedia 

Like most commands in GeoMedia 3D, the flight path commands are only available when there is 
a 3D window open and active. 

1. Use your mouse and desktop controls to navigate to C:\GeoMedia 3D 
Tutorial\GeoWorkspaces. 

2. Double click Exercise 7a.gws.  This action will start GeoMedia Desktop and open 
the GeoWorkspace called Exercise 7a. 

Unlike other GeoWorkspaces in other tutorials, this GeoWorkspace was previously saved in a 
state where the user had toggled to a 3D window.  Therefore, in this case, GeoMedia Desktop 
opens with a 3D map window. Your 3D map window should therefore look similar to the one in 
the example provided below. 

 

As mentioned in other tutorials, the legend drives the contents of map windows and you have 
used the legend to toggle features on and off and to access the styles dialog boxes. However, the 
legend can also be used to control other properties such as Display Scale, Display Scale Range, 
Tooltips, and Locatability. 

Task 2: Select Linear Features 

Turning off the Locatable setting can be useful when you have several feature classes clustered 
in one area but you want to select from only one feature class. 

In this GeoWorkspace, the legend has been configured so that only Street_Centerlines features 
can be selected (that is, all of the other legend entries have the Locatable property set to off). An 
arrow next to the legend entry indicates that an object is locatable. 

1. Examine the legend for this tutorial; you should see an arrow beside 
Street_Centerlines indicating that only this entry is locatable. 
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This was done intentionally to make the selection of the Street_Centerlines features easier, as 
we are going to use the Street_Centerlines feature to aid in the construction of a flight path. 

2. On the Home tab, in the Selection group, click Select Tool to enable the selection 
tool; then select two or more contiguous street centerline features. 

 

Multi-selection can be done using the SHIFT key (that is, press the SHIFT key while clicking on 
the features you want to add to the select set). In the example above only two clicks were needed 
as the line segments are long. 

The selected features should highlight as you select them (click on them). The color of your 
selection may not be the same color as shown above, as this highlight color is an option and 
therefore may be different on your computer. 

Task 3: Set Flight Path Parameters 

Now that you have a select set you can use these as a guide for flying a route, specifically you 
can fly along the length of these features using a predefined set of flight path parameters. 

1. On the 3D tab, in the Flight Paths panel, click Fly to display the Fly Flight Path 
dockable control. 

 

The Fly Flight Path dockable control allows you to fly along a select set like the one we have 
now, or fly a predefined flight path containing waypoints. 

We will learn about predefined flight paths later in this tutorial. For now, we are going to make use 
of the Select Set option to fly along the route that is defined by the two or more contiguous linear 
features you have selected. 

2. Click the Options button to display the Flight Path Options dialog box. 
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The default values for the Flight Path Options dialog box are initialized using the values that are 
specified using the Options command, so the contents of your dialog box may differ from the 
example provided above. 

However, it should be noted that once you override a value, the overridden value or values are 
remembered so that the next time you open the Flight Path Options dialog box, your previous 
values are used to initialize the default values. 

The Flight Path Options dialog box allows you to specify flight path parameters. These 
parameters apply to the entire flight path and therefore control the overall playback of the flight. 
Later on in this tutorial, you will learn how to modify waypoints to control individual aspects of a 
flight. 

Each parameter affects the platform and in that way, the platform acts more like a helicopter than 
a plane or automobile. 

The Height value is used to place the viewing platform a specific height above the surface. For 
example, if you enter a value of 20 and the units of measure for the height value is set to m 
(meters); the viewing platform will travel along the select set at 20 meters above the surface. 

 

The Speed value is used to set the overall speed of the flight. For example, if you enter a value of 
50 and the units of speed are set to mph, the viewing platform will travel along the select set at 50 
miles per hour. 

The qualifying units of measure for speed can be set using the Options command using the 
options in the Flight defaults frame. Valid values for the Rotation option include 0 through 360. 

You can set this parameter to:  Miles Per Hour (mph); Feet Per Second (fps); Knots; Kilometers 
Per Hour (kps); and Meters Per Second (mps). 

The Rotation value is used to set the overall viewing angle for the flight. For example, if you 
enter a value of 0 and the units of measure for the rotation value is set to deg (degrees); the 
viewing platform will travel along the select set looking forward at a 0-degree angle relative to the 
forward direction of the flight path. 



6 Flying a Route Using a Collection of Selected Lines 

 
 

The qualifying units of measure for rotation and tilt (which is discussed below) can be set using 
the Units and Formats tab in the GeoWorkspace Coordinate System dialog box in GeoMedia 
Desktop. 

 

Given this paradigm, if you were to enter a value of 135, the viewing platform will travel along the 
select set looking backwards at a 135-degree angle relative to the forward direction of the flight 
path. 

 

The Tilt value is used to set the overall viewing tilt of the flight. For example, if you enter a value 
of 0 and the units of measure for the rotation value is set to deg (degrees); the viewing platform 
will travel along the select set looking straight ahead at 0-degree tilt relative to the forward 
direction of the flight path as shown in the leftmost example noted below. 

 

Given this paradigm, if you enter a value of 45, the viewing platform will travel along the select set 
looking ahead at an absolute 45-degree upward angle, in the plane defined by the direction of the 
flight path. 



 

 
 

    7 

Valid values for the Tilt option include -90 (straight down from the relative angle of the flight path) 
to 90 (straight up from the relative angle of the flight path). 

3. Enter a value of 5 into the Height control. 

4. Enter a value of 60 into the Speed control. 

 

5. Click OK to close the Flight Path Options dialog box. 

Task 4: Fly a Route 

1. Click the Play button to start the playback process. (You can use any of the 
controls to direct how the flight is played). 

 Go to the beginning button positions the playback at the first waypoint. 

 Go to the previous waypoint button positions the playback to the previous 
waypoint (flight continues).  (You will learn more about waypoints later in this 
tutorial). 

 Pause button suspends playback at the current playback position (flight 
pauses until you click the Play button). 

 Stop button terminates the playback (the flight is terminated). 

 Go to the Next Waypoint button positions the playback at the next 
waypoint. 

 Go to the End button positions the playback at the last waypoint (the flight 
terminates). 

 Change direction button modifies the direction of playback (toggle playback 
between forward or backward). 

 Loop button toggles either enable looping or disable looping. 

 

2. Experiment with the controls to familiarize yourself with their functions. 

 
 

 

 





 

   

Creating and Editing a Flight Section 2:  
Path 

Section Objective 

In the section above, you learned how to select one or more linear features and in turn use this 
select set to fly a route. In this section, you will learn how to save this route as a flight path and 
use the waypoints to refine individual aspects of the flight. Once a flight path is saved, it can be 
used in multiple sessions (that is, you can close GeoMedia Desktop and re-open GeoMedia 
Desktop in the future and still make use of the flight path). 

You must be connected to the Internet to complete this exercise, as one of the base content files 
used makes use of a TerraGate® connection to serve imagery and terrain information to the 3D 
map window. In this section you will learn how to: 

 
 Create a flight path based upon a select set. 

 Edit waypoints within a flight path. 

 Fly a flight path in reverse. 

 

Tools Used 

The Save Flight Path and Edit Flight Path commands are used in this section. 
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 Creating and Persisting a Flight Exercise 1:
Path  

Objective: 
The objective of this exercise is to learn how to create, edit, and save a Flight Path from a select 
set. 

Task 1: Use a Select as Input into Flight Paths 

You selected features in the previous section and as long as you did not click in the 3D map 
window, these features should still be in the select set. If they are not, please reselect some linear 
feature classes. 

1. Ensure that you still have one or more linear features selected. 

2. Click the Save button to display the Save Flight Path from Select Set dialog 
box. 

 

The default values for Save Flight Path from Select Set are initialized 
using an XML file; therefore, the default name may differ from the 
example provided above. 

3. Use the Flight path name field to specify the name My First Flight Path.  

 

4. Click OK to save the new flight path. 

5. Click the  drop-down list in the playback tool bar. (The list should contain 
your new flight path). 

6. Select the new flight path My First Flight Path. 

7. Click the Play button to start the playback process.  

8. The system should play back your new flight path.  

9. In this case the playback should look the same as playing back the Select Set. 

Task 2: Edit a Flight Path 

You now have a flight path and this flight path allows you to play back the flight path repeatedly 
without first having to select any features. This flight path is based upon the values you previously 
specified above in the Flight Path Options dialog box:  Height: = 5 m; Speed: = 60 mph; 
Rotation: = 0.0 deg, and Tilt: = 0.0.  

These values are applied to each waypoint; however, waypoints can be edited individually or as a 
collection. In this section of the tutorial, you are going to become a "Hollywood Director" and learn 
how to edit waypoints and create the perfect flight. 
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1. On the 3D tab, in the Flight Paths group, click Edit to display the Edit Flight Path 
dockable control. 

 

2. Use the drop-down list to specify My First Flight Path as the target flight path for 
editing. Once you have done this, all of the related icons enable. 

 

Notice that once the Edit Flight Path dockable control is displayed, a 
graphic representation of the selected flight path is also displayed.  

As you make edits to the flight path, this representation will 
dynamically update to reflect your changes. 

3. Click the Edit Waypoints  button to display the Edit Waypoints dialog box. 

4. Resize the dialog box so that you can see all 20 waypoints. 

 

The contents of your dialog box may differ from what is presented above (should you have 
selected different lines than those noted in the above exercise). The intent of this tutorial is to 
provide you with the skills to edit your own flight path elements. 

There is a wide variety of options in this dialog box but not all functional aspects will be covered in 
this tutorial. Please see the GeoMedia 3D Help for a complete description of all the functions. 

As can be seen from the above graphic, there are 20 records; each record represents a waypoint, 
and each waypoint has an X, Y, Height, Tilt, Rotation, Speed, Transition, and Message 
property. 

The X and Y values in this case were pulled from the vertices that made up the linear features in 
your select set. 

The Height, Tilt, Rotation, and Speed, values are based upon the values we input into the 
Flight Path Options dialog box. 

The Transition and Message values are default values generated by the system. 

You can edit each waypoint property individually or as a collection. 

5. Select the first ten records (or waypoints) in the collection of waypoints. 
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6. Right click to display the right-click menu. 

7. Select the Properties option to display the properties for the selected waypoints. 

In this case, all of the waypoints have the same Height, Speed, Transition, Rotation, and Tilt 
values, and as a result, these values are used to populate each field. If any one of the selected 
waypoints contained a value that was different from the others, these fields would be blank. 

 

The Transition option currently supports only the Line option and 
therefore this option is disabled. Additional options will be introduced 
in later versions, and this field will be changed to a drop-down list 
containing a small collection of options. 

8. Enter 20 into the Height control. 

9. Enter 90 into the Speed control. 

10. Enter -45 into the Tilt control. 

 

11. Click the OK button to accept these changes and to close the Waypoint Properties 
dialog box. 

12. Notice that each waypoint record is updated to reflect the new values. 

13. Select the last ten records (or waypoints) in the collection of waypoints. 

14. Right click to display the right-click menu. 

15. Select the Properties option to display the properties for the selected waypoints. 

16. Enter 45 into the Rotation control. 
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17. Click OK to accept these changes and to close the Waypoint Properties dialog 
box. (As in the case above, each waypoint record is updated to reflect the new 
values.) 

These changes are slight, but, in short, the first half of the edited flight path will fly at a height of 
20 meters at a speed of 90 miles per hours while looking down at the surface at an angle of 45 
degrees. 

The second half of the edited flight path will fly at a height of 5 meters at a speed of 60 miles per 
hour while looking off to the right at an angle of 45 degrees. 

18. Click the X (Close) button to accept the changes to the flight path and to close the 
Edit Waypoints dialog box. 

Task 3: Play a Flight Path 

Your new flight path has been created, edited and persisted and therefore it can now be used to 
fly through your dataset. 

1. Click the Play button to start the playback process. The system should play 
back your edited flight path. 

 

Since the Edit Flight Path dockable control is still being displayed, a 
representation of the flight path is still displayed during play back. If 
you do not want this to show during play back, you can simply toggle 
the Edit Flight Path dockable control off. 

2. Once the flight path has stopped, click the Change Direction button. 

3. The Change Direction button toggles the direction of playback and in this case, the 
flight path will be played in the opposite direction (or backwards) when you click the 
Play button. 

4. Click the Play button to start the playback process. The system will play back 
your edited flight path in the opposite direction. 

5. Once the flight path has stopped, click the Loop  button. 

6. Click the Play button to start the playback process. The system will continuously 
play back your edited flight path repeatedly until the pause or stop is clicked. 

7. Click the Stop button to stop the play back. 
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Task 4: Exit GeoMedia Desktop 

You have completed this exercise. You can now exit GeoMedia Desktop and run through the next 
exercise. Given that you may want to revisit this exercise, it is recommended you do not save any 
of your changes and can therefore restart the exercise with a clean GeoWorkspace. 

1. Click the Close icon in the upper-right corner of the GeoMedia Desktop application 
window to exit GeoMedia Desktop.  The system displays a warning dialog box. 

2. Click No. 

 

 

 

 

 

 





 

   

Recording a Flight Path Section 3:  

Section Objective 
In the previous exercise you learned how to create, edit, and save a flight path.  In this exercise, 
you are going to learn how to make an AVI from this flight path. 

You must be connected to the Internet to complete this exercise, as one of the base content files 
used makes use of a TerraGate® connection to serve imagery and terrain information to the 3D 
map window. In this section you will learn how to: 

 Create an AVI file using an existing flight path. 

 

Tools Used 
The Flight Paths – Record command is used in this section. 
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 Creating an AVI File  Exercise 1:

Objective: 
The objective of this exercise is to make use of the flight path you created in the previous section 
to create an AVI file. 

Task 1: Launch GeoMedia Using a GeoWorkspace 

1. Use your mouse and Windows desktop controls to navigate to C:\GeoMedia 3D 
Tutorial\GeoWorkspaces. 

2. Double click on Exercise 7b.gws. This action starts GeoMedia Desktop and opens 
the GeoWorkspace called Exercise 7b. 

3. GeoMedia Desktop will open with a 3D map window and your 3D map window 
should therefore look similar to the one in the example provided below. 

 

Task 2: Set the Record Parameters 

There are a number of parameters that can be set when outputting to a media file such as an 
AVI. Understanding these parameters can help with setting these. 

1. On the 3D tab, in the Flight Paths group, click Record to display the Record Flight 
Path dialog box. 

2. Click the Output file > Browse button to display the Save Flight Video As dialog 
box. 

3. Use the fields on this dialog box to save the recorded file as C:\GeoMedia 3D 
Tutorial\Flight Paths\My First Flight Path.avi. 

4. Use the Frames per second drop-down list to set this option to 30. 

This drop down list box control is always enabled.  It allows you to select one of the valid values 
for the frames per second parameter. Valid values are 10, 12, 15, 24, 25, 30 and these are 
displayed in ascending numerical order. 

On clicking OK, the selected value is saved as a session preference.  If this session preference 
exists, this value is displayed when the dialog box is displayed. 
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The higher the number of frames, the larger the file will be on disk.  However, it is suggested you 
start with lower frame rates, as often 12 or 15 frames per second yield very good results. 

5. Use the Frame size drop-down list to set this option to Current size. 

The Frame size option allows you to select one of the valid values for the frame size parameter. 
The valid values are: Current size, 320x200, 320x240 (NTSC Offline), 384x288 (PAL Offline), 
640x480 (NTSC Offline), 768x576 (PAL Offline), 720x480 (SD 480p), 1280x720 (HD 720p), and 
1920x1080 (HD 1080p). 

On clicking OK, the selected value is saved as a session preference. If this session preference 
exists, this value is displayed when the dialog box is displayed. 

If you want to play the resulting avi file on a television monitor, you can choose an option that 
makes the most sense for your television monitor. For example, if you have a high-definition 
television (that is a television that supports 1080p, then you may want to choose the 1920x1080 
(HD 1080p) option. 

6. Ensure the Compress output video option is checked. 

When this option is checked, the system attempts to compress your output video file using 
Microsoft Video 1 and then Microsoft RLE codec. If these two compression methods fail, the 
video is recorded without any compression.  Once a recording is completed successfully, the type 
of compression used (if any) is displayed and this information is stored as a user preference so 
that the system will automatically know which codec to use instead of having to test each first. 

Video compression using the Microsoft Video 1 or Microsoft RLE codec can be grainy.  If you do 
not like the results using these compression approaches, create the video without compression, 
and then use a third-party product to compress the resulting video. At the time of writing this 
tutorial, the H264 compression approach yielded very good compression that did not negatively 
impact picture quality. 

7. Click OK to start the recording process. 

Once the recording process begins, a status dialog box displays so that you can get an idea of 
how long the recording process will take. 

During the record process, play back will be jerky (display many starts and stops); however, these 
starts and stops will not be recorded and your resulting video will be smooth (that is, displayed at 
a constant frame rate). 

When the recording process is complete, another dialog box displays to report which codec was 
used to encode the contents of the AVI file. 

The file has been successfully saved and can be opened and viewed using any one of a number 
of viewers. In the example below, the resulting AVI was opened using QuickTime Player. 

Task 3: Exit GeoMedia Desktop 

You have completed this exercise. You can now exit GeoMedia Desktop and run through the next 
exercise. Given that you may want to revisit this exercise, it is recommended you do not save any 
of your changes and can therefore restart the exercise with a clean GeoWorkspace. 

1. Click the Close icon in the upper-right corner of the GeoMedia Desktop application 
window to exit GeoMedia Desktop.  The system displays a warning dialog box. 

2. Click No. 
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