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3D InRoads Design 

 

 

 

 

 
 

Introduction 
Visualization is the utilization of any technique for creating or presenting images, models, animations or 
diagrams in some way in order to communicate a particular message. 

InRoads constructs its models in a non-visual, mathematical layout. Surface DTMs are N, E, Z, or X, Y, Z 
data that encompasses an area and then systematically interrelates that data using a set of connectivity 
rules. And wƘƛƭŜ ƛǘΩǎ ǘǊǳŜ ǘƘŀǘ aƛŎǊƻ{ǘŀǘƛƻƴ Ŏŀƴ ŦŜŜŘ Řŀǘŀ ƛƴǘƻ ŀƴ LƴwƻŀŘǎ ǎǳǊŦŀŎŜΣ ƛǘ ǊŜŀƭƭȅ has nothing 
whatsoever to do with the formation process, and plays no role in its final format or structure. 

The format and actual content of the InRoads DTM provides very few clues to its validity if you isolate it 
from the visualizing world of MicroStation. 

 
While the image above is extreme, it is intended to illustrate the contrast between a world without 
ǾƛǎǳŀƭƛȊŀǘƛƻƴ όōŜŎŀǳǎŜ ƛǘ ƛǎƴΩǘ ǊŜǉǳƛǊŜŘ ŦƻǊ ǘƘŜ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ ǘƘŜ ƳƻŘŜƭύ ŀƴŘ ƻƴŜ ǿƛǘƘ ǾŀƭǳŀōƭŜ ƛƳŀƎƛƴƎ 
tools that can be used as a mechanism of model validatioƴ ǘƘŀǘ ƛǎƴΩǘ ƻǘƘŜǊǿƛǎŜ ǇƻǎǎƛōƭŜΦ 
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Luckily, the InRoads software has a specific set of tools to take its ΨmathimagicalΩ surface model into the 
visual container. 

Enter MicroStation. 

 
MicroStation has a robust set of tools specifically designed to illustrate things visually, and this module 
will touch on some of them as they relate to using InRoads. Specifically this module will cover the 
ƳƻǾŜƳŜƴǘ ƻŦ LƴwƻŀŘǎ ǎǳǊŦŀŎŜ Řŀǘŀ ƛƴǘƻ aƛŎǊƻ{ǘŀǘƛƻƴ ŀƴŘ ǘƘŜƴ Ƙƻǿ ǘƻ ƻōǘŀƛƴ ŀ Ǿƛǎǳŀƭ ΨŀǎǎƛǎǘΩ ǿƛǘƘ ǘƘŜ 
MicroStation tools to help understand your model, and your project design, better. 

Purpose of this Module 
The purpose of this module is to familiarize the students with the different methods of displaying 
InRoads information and to illustrate the process and tools to be able to create a ǉǳƛŎƪ άǊŜƴŘŜǊŜŘέ ǾƛŜǿ 
by using MicroStation Display Styles with the displayed information coming from InRoads. 

As an additional benefit, displaying and reviewing InRoads surface data in 3D will be seen to be a 
valuable check to verify the validity of the model and reveal potential problems that might not have 
otherwise been readily noticed. 

Objectives of this Module 
At the end of this module you will be able to display InRoads 3D data and look at it in various rotated 
views using a variety of rendered displays to enhance the information, validate its construction and 
accentuate any potential problems and issues. 

Definition of Audience for future Modules 
Before moving forward, it needs to be stated that each module in this series will have its own 
prerequisites and skill level requirements. The skill level requirements will be based on instructor-led 
classes taught at ODOT and will be primarily focused on the InRoads series classes. Additional 
prerequisites may also include various modules within this particular series. Each individual module will 
list the applicable module requirements in this section if there are any. 
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Please do not take these prerequisites lightly, each module assumes that you have achieved a certain 
level of competency with the software tools and you may be asked to execute a command with very 
little instruction. If you are unable, you will likely not be able to successfully complete the module and 
achieve its intended objectives. 

For example, after completing this module, it will be expected that you can perform the visualization 
techniques covered. In later modules, you may be asked to perform a quick rendered view in order to 
observe something related to the later module being executed. At that point you will either be able to 
perform the step and move forward, or you will have to skip that step, or you will have to return to this 
module and review how to accomplish the step being asked of you. For that reason, if you feel that after 
completing a module, you are still unsure of your skill, simply go through the module again, and do 
some additional outside practice. 

Skill Level / Prerequisites: 
The required prerequisites for this module are: 

 ̧ Module 1 ς Introduction to the Training Modules  

 ̧ MicroStation Basics 

 ̧ InRoads Level 1 

Refer to the course content or description for each of the instructor-led classes above for a detailed 
breakdown of the subject matter covered in each of those classes. 

In addition to the classes above, if you would like to know more about MicroStation 3D, sign up for the 
State offered 1-day or 3-day MicroStation 3D class. 

Module Files and Folders 
The activities of this module will be a combination of study and hands-on. The hands-on will work you 
through the process so you see how it is accomplished with the guidance of the module material. The 
study portion is there to strengthen the hands-on activities and add assurance that you will be able to 
apply it to your project, and not just the sample project. 

Training Folders 
As noted in Module 1, you will be working on your own local hard drive during this training. 

At this point you should have a copy of the 02_Visualization  training folder and files on your 
local hard drive. The module folder and related files should be placed under the C:\ WORK\ Train\  
folder, and should look like this: 
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Training Files 
The module folder contains any training files (DGNs, DTMs, ALGs, ITLs, IRDs, XIN and so on) that might 
be used during the module exercises. In this module folder you should have these files: 

 
Glancing at the files you should see familiar InRoads file types, as well as the DGN files for this module. 

DGN files starting with 12345  are support files, or reference files. You will see these files, or similarly 
named files, in many of the modules. Likewise, InRoads files starting with 12345 VIZ  are also support 
files that may be used within the hands-on exercises at some point as directed. 

Files starting with the module identifier, in this case 02VIZ , are files that will typically be opened 

during the launch of the hands-on work and include: 

 ̧ 02VIZ.dgn , the initial MicroStation file used at the start of the exercises 

 ̧ 02VIZ.xin , the InRoads configuration file for this work 

All of the modules will have two similarly named files that will be opened at the start. 

And there will oftentimes be an RWK file included in the module folder to assist in opening the InRoads 
files using that Project file technique. 

Technical Content of Training: 
This training is primarily focused on educating the user in displaying InRoads surface data into 
MicroStation and then augmenting and manipulating that display for enhanced visual review. 

Just as an added note here, it needs to be said that the material of this module is unlike other modules 
in the sense that it requires more practice. Some of the tools are just that, tools. Learning how to display 
surface triangles is a simple activity once you know that it can be done, along with where the command 
is. As you will come to discover, the subject of visualization requires more than just knowing where a 
tool is within the menu structure. Manipulating a 3D MicroStation view takes practice because it 
ǎƻƳŜǘƛƳŜǎ ƛƴǾƻƭǾŜǎ ǾŜǊȅ ƎŜƴǘƭŜ ŀƴŘ ǎǇŜŎƛŦƛŎ ƳƻǳǎŜ ƳƻǾŜƳŜƴǘǎ ǘƘŀǘ ŀǊŜƴΩǘ ŀǎ ƴŀǘǳǊŀƭ ŀǎ ƳŀƴƛǇǳƭŀǘƛƴƎ ŀ 
3D object with your hands. And the amount of practice will be different for every user. Therefore, take 
this time to really practice your 3D rotation skills and it will all be worth it the next time you are showing 
your manager your new design model. 
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Project Orientation 
REVIEW WORK AREA 
This module will be primarily using a large existing surface DTM, a much smaller bridge surface, and 
a newly modeled road design surface. The areas of coverages for these surfaces are shown below. 

 

PREPARE MICROSTATION / INROADS DATA & FILES 
As part of the module start-up, get into the correct DGN, load the module specific XIN and other 
data files and make sure everything is ready to go. 

1) Launch InRoads 

Using whatever mechanism that you are familiar with to get the software started. 

2) When the MICROSTATION MANAGER opens, set the User and Interface to ODOT. 

3) Then browse to the C:\WORK\Train\02_Visualization folder and select the 02VIZ.dgn  

file and click [Open]. 

 

Eventually, MicroStation and then InRoads will open. 
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4) When the drawing opens you should see something like this. 

 

5) Open up a Windows File Explorer and browse to the 02_Visualization  folder. 

6) Drag and drop the Load_02VIZ . rwk  file into the InRoads interface to load the module 

data files. 

7) Verify inside InRoads that the following files have been opened: 

 ̧ 02VIZ.xin  

 ̧ 12345VIZ_d.dtm  

 ̧ 12345VIZ_o g.dtm  

 ̧ 12345VIZ_Bridge.dtm  

 ̧ 12345VIZ_d.alg  

8) Now move forward into the study portion of this module. Feel free to interact with the 
software as needed during your study in order to solidify any of the items under 
discussion. 

Following this upcoming study section, there will be a guided hands-on that will walk you through 
the application of the important tools and work processes. 

Theory ® Study 
This module will be a mix of both MicroStation and InRoads activity with the InRoads files used to 
display MicroStation graphics, and then using various MicroStation tools with the viewing. 

PROCESS OVERVIEW 
This section will continue with additional orientation to 3D as well as discussing specific tools and 
work processes. 

Things to Consider 
Some of this may be low level subject matter; however certain topics have to be touched on at 
least superficially in order to introduce this topic and gear up for our specific applications. If some 
of this appears very basic to you, just consider yourself ahead of the curve, and continue through. 
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2D versus 3D Overview 
Regardless of your locale or project role, Engineers and Designers have been thinking in 3D from 
the start; long before computers. And with the introduction of computers it might have 
appeared to some that things where changing. The only thing that has changed is the calculator 
ǘƘŀǘ ƛǎ ƴƻǿ ōŜƛƴƎ ǳǎŜŘΦ LǘΩǎ ƳǳŎƘ ƳƻǊŜ ǇƻǿŜǊŦǳƭ ŀƴŘ Ƙŀǎ ŀ ƳǳŎƘ ƭŀǊƎŜǊ ǎŎǊŜŜƴΦ 

 
From an InRoads perspective the SURFACE DTM is always in 3D. The GEOMETRY contains the 3D 
piece in the Vertical alignment. The TEMPLATE LIBRARY is a 3D developmental stage, and 
combined with the ROADWAY DESIGNER, the output is a 3D design DTM. 

From a MicroStation perspective the DGN file can be either 2D or 3D, and in fact, it shows you 
that fact at the top of the MicroStation window next to the file name. 

 
This is important because if you are not in a 3D file the content that we are covering here will 
not be able to be done. 

LŦ ȅƻǳ ǿŀƴǘ ǘƻ ƪƴƻǿ ŀ ƭƻǘ ƳƻǊŜ ŀōƻǳǘ aƛŎǊƻ{ǘŀǘƛƻƴ о5 ȅƻǳ ǎƘƻǳƭŘ ǎƛƎƴ ǳǇ ŦƻǊ ƻƴŜ ƻŦ h5h¢Ωǎ 
MicroStation 3D classes. Very briefly here, a 2D file is a simple X / Y plane. 
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Imagine that a 3D file is a cube of space with an additional Z plane. 

 
All that this means to you is that you have an expanded capability for rotation when you are 
dealing with a cube versus a two-dimensional sheet of paper, with respect to viewing. Of course 
constructing something in 3D versus 2D is another subject entirely. The topic in this module is 
Ƴŀƛƴƭȅ ǊŜƎŀǊŘƛƴƎ άǾƛŜǿƛƴƎέΦ 

Rotating Views 
¸ŜǎΣ ǘƘƛǎ ƛǎ ǾŜǊȅ ōŀǎƛŎΣ ōǳǘ ǘƘŀǘΩǎ ǿƘŜre it starts. 

When you have a flat piece of paper, or a drawing that is just in a 2D file, the rotation is very 
limited and restricted. 

 
!ƴŘ ǘƘŜ Ǌƻǘŀǘƛƻƴ ƛǎ ƻƴƭȅ ŀōƭŜ ǘƻ ǎǇƛƴ ǘƘŜ ǾƛŜǿ ƭƛƪŜ ƛǘΩǎ ŀ ǇƛŜŎŜ ƻŦ ǇŀǇŜǊ lying on a table. 

Feel free to take a piece of paper and place it on your desk. Place your hand on top of the paper 
and turn your hand clock-wise and then counter-clockwise. This is the only rotation that is 
allowable when working in two-dimensions. 
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In a three dimensional drawing you can rƻǘŀǘŜ ǘƘŜ ǾƛŜǿ ƛƴ ŀƴȅ ŘƛǊŜŎǘƛƻƴ ƭƛƪŜ ƘƻƭŘƛƴƎ ŀ wǳōƛƪΩǎ 
cube in your hand and spinning it around to look at it from any angle. 

      
So another 3D trigger to be aware of is the VIEW CONTROL tools on the MicroStation view frame. 
First, there are a lot more of them, and second, the ROTATE VIEW tool has many more optional 
Methods available when in 3D versus 2D. (Compare the image above with the one on the 
previous page.) 

 
And for anyone that has ever taken a drafting class in school, the idea of looking at something in 
Top view, versus Front view, versus Right / Left side view, versus Isometric should be very 
familiar. Mechanical parts are more conducive to this type of viewing, and it might be a stretch 
to apply it to a civil project, but 3D is 3D and a vieǿ ƛǎ ŀ ǾƛŜǿ ǊŜƎŀǊŘƭŜǎǎ ƻŦ ǘƘŜ ΨƻōƧŜŎǘΩΦ Lƴ ǘƘŜ 
/ƛǾƛƭ ǿƻǊƭŘ ǘƘŜ ΨƻōƧŜŎǘΩ ƛǎ Ƨǳǎǘ really big, like an intersection or bridge. 

Rendering Modes 
Rendering modes, or what MicroStation calls Display Styles are just view settings, similar to 
choosing to view line ǿŜƛƎƘǘǎ ƻǊ ƴƻǘΦ bƻǘƘƛƴƎ ƛǎ ŀŎǘǳŀƭƭȅ ƘŀǇǇŜƴƛƴƎ ǘƻ ǘƘŜ ŘǊŀǿƛƴƎ ƛǘǎŜƭŦΣ ƛǘΩǎ ƻƴƭȅ 
changing something related to the presentation of the information that is already there. 

The latest versions of MicroStation have added quite a few new Display Styles, and are worth 
experimenting with to find ones that really accentuate what you are trying to show or find. 

One place these Display Styles can be found is under the VIEW ATTRIBUTES on the view frame. 
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The normal Display Style that is on by default is the (Wireframe Display). 

If you select the VIEW ATTRIBUTES ȅƻǳΩƭƭ ǎŜŜ ǘƘŀǘ ǘƘŜǊŜ ŀǊŜ ǉǳƛǘŜ ŀ ƴǳƳōŜǊ ƻŦ ǇǊŜŘŜŦƛƴŜŘ Display 
Styles available for immediate use on your 3D display. 

     
Now, keep in mind that these Display Styles Ŏŀƴ ƻƴƭȅ ōŜ ΨŀǇǇƭƛŜŘΩ ƻƴ ŎŜǊǘŀƛƴ ǘȅǇŜǎ ƻŦ Řisplay 
ŜƭŜƳŜƴǘǎΣ ŀƴŘ ŘƻƴΩǘ always work on all elements. 

For instanceΣ ȅƻǳ ŎŀƴΩǘ Ƨǳǎǘ ŘǊŀǿ ǘǿƻ ǇŀǊŀƭƭŜƭ ƭƛƴŜǎ ŀƴŘ ŎǊŜŀǘŜ ǊŜƴŘŜǊŜŘ ǎƘŀŘƛƴƎ ōŜǘǿŜŜƴ ǘƘƻǎŜ 
two lines. There is more to it than that, and there has to be some sort of surface, or plane, or 
mesh created in some cases. 

Lƴ ǘƘƛǎ ƳƻŘǳƭŜ ǿŜΩƭƭ ōŜ ŎƻǾŜǊƛƴƎ ǎƻƳŜ ƻŦ ǘƘŜ ōŀǎƛŎ ƻǳǘ-of-the-box rendering modes and will not 
be adjusting any of their settings. The focus here will be how to use typical InRoads viewing 
tools and out-of-the-box rendering capability and seeing how this existing, fairly straight-
forward functionality can be used to our advantage. 
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You will have a chance to try out the Display Styles shortly, but here is a glimpse at a few: 

 

 

 
There will be more about applying Display Styles later on in this module. 
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Adjusting the Colors / Brightness 
hŦ ŎƻǳǊǎŜΣ ƭƛƪŜ Ƴƻǎǘ ǘƘƛƴƎǎ ǿƛǘƘƛƴ aƛŎǊƻ{ǘŀǘƛƻƴ ŀƴŘ LƴwƻŀŘǎ ȅƻǳΩƭƭ ƘŀǾŜ ǎƻƳŜ ŦƭŜȄƛōƛƭƛǘȅ ǘƻ ŀŘƧǳǎǘ 
colors and image brightness. This is really a personal thing that is heavily dependent on your 
monitor, the resolution of your screen, what you are trying to show as well as just personal 
aesthetic and visual taste. 

One of the tools that you will be working with, to adjust the brightness, is also on the VIEW 

CONTROL tools called Adjust View Brightness. 

 
 

 

You ǿƛƭƭ ŦƛƴŘ ȅƻǳǊǎŜƭŦ ŘƻƛƴƎ ǘƘƛǎ ǿƘŜƴŜǾŜǊ ǘƘŜ ŜƭŜƳŜƴǘ ŎƻƭƻǊǎ ŀƴŘ ǎƘŀŘƛƴƎ Ƨǳǎǘ ŘƻƴΩǘ ƘŀǾŜ 
enough contrast, resulting in poor readability. 

Compare these two examples: 
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Vertical Exaggeration / Z Scaling 
Some projects have very little elevational relief to them, and when you view the actual real-
ǿƻǊƭŘ Řŀǘŀ ƛƴ о5 ƛǘΩǎ ƴƻǘ ǘƻƻ ǊŜǾŜŀƭƛƴƎΦ 

 

The technique you will practice later is the exaggeration, or Scaling of the display of the InRoads 
data. This combined with the various Display Styles will really help the surface review process. 
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And the Display Style that adds the layer of triangulation on top increases the ability to locate 
surface anomalies and oddities. 

 

Techniques and Tools 
[ŜǘΩǎ discuss a little bit about what you will be doing with InRoads relative to addressing the 
subject matter of the module and talk about the techniques and tools that will be used, and how 
they will be used within the workflow or process. 

The MicroStation level tools will basically be focused on the topics just covered: 

 ̧ Working in a 3D file versus a 2D file 

 ̧ Applying different Display Styles to the InRoads display 

 ̧ Modifying the ADJUST VIEW BRIGHTNESS setting for improved viewing 

 ̧ Using the ROTATE VIEW to get the right point of view of the surface 

At the InRoads level we have these few items: 

 ̧ Adjusting the Scale of the displayed InRoads data 

 ̧ Viewing Triangles of a surface 

 ̧ Viewing design surface Components 

 ̧ Viewing surface Features 

Of course on the InRoads side of the fence the display is 100% contingent on the level of accuracy 
and detail within the surface model DTM itself. 

[ŜǘΩǎ ōǊƛŜŦƭȅ ŘƛǎŎǳǎǎ ŀ ŦŜǿ LƴwƻŀŘǎ ǊŜƭŀǘŜŘ ƛǘŜƳǎ ŀƴŘ ǘƘŜƴ ƎŜǘ ƛƴǘƻ ǘƘŜ ƘŀƴŘǎ-on. This will be rather 
ǎƛƳǇƭŜ ōŜŎŀǳǎŜ ŦǊƻƳ ŀƴ LƴwƻŀŘǎ ǇŜǊǎǇŜŎǘƛǾŜ ȅƻǳ ǿƛƭƭ ƴƻǘ ōŜ ŘƻƛƴƎ ŀƴȅǘƘƛƴƎ ǘƘŀǘ ȅƻǳ ƘŀǾŜƴΩǘ 
already been doing, namely, using the VIEW TRIANGLE command and the VIEW COMPONENT 
ŎƻƳƳŀƴŘΦ όLŦ ȅƻǳ ƘŀǾŜƴΩǘ ǳǎŜŘ ǘƘŜ VIEW COMPONENT ŎƻƳƳŀƴŘΣ ƛǘΩǎ ǾŜǊȅ ǎƛƳǇƭŜ ŀƴŘ ƴƻǘ ƳǳŎƘ ǘƻ ƛǘ 
at all as you will find out.)  
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Viewing Triangles 
Even though contours are held in high esteem in thŜ /ƛǾƛƭ 9ƴƎƛƴŜŜǊƛƴƎ ǿƻǊƭŘΣ ƛǘΩǎ ǘƘŜ ǘǊƛŀƴƎƭŜǎ 
that are probably the most revealing. That is, if you understand what they represent and shift 
your visual (and mental) ŀŎǳƛǘȅ ŦǊƻƳ ŎƻƴǘƻǳǊ ΨƭƛƴŜǎΩ ǘƻ ǘǊƛŀƴƎƭŜ ΨŦŀŎŜǎΩΦ 

IŜǊŜΩǎ ŀ ƎƻƻŘ ŜȄŀƳǇƭŜΥ 

¢Ƙƛǎ ƛǎ ŀ лΦрлΩ Ŏƻntour interval in the same area that has been shown earlier. 

 
What can you see from these contours? List out what you can decipher from the contour 
patterns in the picture above: 

1) ______________________________________________________________________ 

2) ______________________________________________________________________ 

3) ______________________________________________________________________ 

4) ______________________________________________________________________ 

5) ______________________________________________________________________ 

6) ______________________________________________________________________ 

7) ______________________________________________________________________ 

8) ______________________________________________________________________ 

9) ______________________________________________________________________ 

10) ______________________________________________________________________ 

If you are pretty savvy with reading contours you will definitely see some things. But can you 
make out the details of the site? Not jǳǎǘ ǘƘŜ Ψƭŀȅ ƻŦ ǘƘŜ ƭŀƴŘΩ, but details like site features. 

There are some obvious contour patterns that depict certain features and conditions. What can 
you see? 
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How about with this view? 

 
[ƻƻƪƛƴƎ ŀǘ ΨǎƻƭƛŘǎΩ ƛǎ ŀ ŘƛŦŦŜǊŜƴǘ ǎǘȅƭŜ ƻŦ ƎǊƻǳƴŘ ǊŜǇǊŜǎŜƴǘŀǘƛƻƴ ǘƘŀƴ ΨƻƭŘ ǎŎƘƻƻƭΩ ŎƻƴǘƻǳǊǎ ŀƴŘ 
ȅƻǳ ƘŀǾŜ ǘƻ ǎǘŀǊǘ ǘǊŀƛƴƛƴƎ ȅƻǳǊ ŜȅŜ ǘƻ ǊŜŀŘ ΨŦŀŎŜǘǎΩΦ 

With this type of viewing, the sequence will be: 

 ̧ Start with either a blank DGN, or turn off any levels that might cloud the view. 

 ̧ View the triangles of the DTM, applying vertical Scaling as appropriate for the terrain. 

 ̧ Start rotating your view and focusing on familiar areas of the design so you can start 
training yourself to recognize and correlate elements of the design with the display. 

 ̧ Try different Display Styles to change the render mode to accentuate aspects of the 
surface as desired 

Viewing Components 
Components are a result of modeling with templates and the ROADWAY DESIGNER. Components 
are basically shapes or parts of a design like a roadbed, or aggregate layer, or sidewalk, or curb. 

These Components are most often configured and viewed in Cross Section; however they can 
also be viewed in Plan View and this will be discussed later in this module. 
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Viewing Features 
Viewing Features takes a back seat to viewing Triangles and other planar elements for the 
reason mentioned earlier. CŜŀǘǳǊŜǎ ŀǊŜ ƴƻǘ ΨǊŜƴŘŜǊ-ŀōƭŜΩΦ 

For example, how readable or valuable are these Features in this rotated view? 

 
The displays that contain the most value are those that display shapes and surfaces like a Mesh, 
Triangles, Gridded Models, or Components. 

.ǳǘ ŘƻƴΩǘ ǿǊƛǘŜ-off the actual surface Features, because those entities are the keys to 
constructing the triangulated model. When something incorrect is located in a rendered view, 
you will find yourself going back to the individual Features to make any needed edits. Features 
can be viewed in conjunction with the triangles to look for discrepancies. 

Practical Application ® Hands On Lab Exercises 
This following section consists of the guided application of the tools and techniques. This will require 
you to use the applicable sample files and work through the exercise while studying any additional 
content integrated into the steps. Refer back to earlier material as needed. 

UNDERSTANDING THE DETAILS 
Noǿ ǘƘŀǘ ȅƻǳΩǾŜ ƎƻƴŜ ǘƘǊƻǳƎƘ ŀ ǎǘǳŘȅ ƻŦ ǘƘŜ basic theory, this section will be taking that knowledge 
and combining it with application. 

Review any relevant project data 
[ŜǘΩǎ ǎǘŀǊǘ ōȅ ŘƻƛƴƎ ŀ ǉǳƛŎƪ ǊŜǾƛŜǿ ƻŦ ǘƘŜ ǊŜƭŜǾŀƴǘ aƛŎǊƻ{ǘŀǘƛƻƴ ŀƴŘ LƴwƻŀŘǎ ŦƛƭŜǎΣ ǿƘƛŎƘ in this 
case are fairly lean. 

At this point, just as a recap, you should be in MicroStation and have the 02VIZ.dgn  file open. 
You should also have InRoads open, and having loaded the RWK, should have the 02VIZ.xin  
open, as well as the three surface DTMs and the 12345VIZ_d  Geometry Project. 

LŦ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƘŜǎŜ ƻǇŜƴΣ ǇƭŜŀǎŜ ƻǇŜƴ ǘƘƛǎ ƛƴŦƻǊƳŀǘƛƻƴ ƴƻǿΦ CŜŜƭ ŦǊŜŜ ǘƻ ǊŜŦŜǊ ōŀŎƪ ǘƻ ǇŀƎŜǎ р 
and 6 of this document if needed. 
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1) You should be looking at something like this: 

LŦ ȅƻǳ ŀǊŜƴΩǘΣ ŘƻƴΩǘ ǿƻǊǊȅΣ Ƨǳǎǘ Ŧƻƭƭƻǿ ŀlong and jump in whenever it makes sense. 

 
2) Open up the MicroStation REFERENCE dialog box and youôll see that there are a number of 

references attached to the drawing that you are in. 

 
The references contain information about the base drawing, utilities, existing contours and the 
right-of-ǿŀȅΦ ²Ŝ ǿƻƴΩǘ ōŜ ǳǎƛƴƎ ǘƘŜǎŜ ǊŜŦŜǊŜƴŎŜǎ ŘǳǊƛƴƎ ǘƘƛǎ ƳƻŘǳƭŜΣ ōǳǘ ǿƘŀǘ ȅƻǳ ŀǊŜ ǎŜŜƛƴƎ 
here will be similar in future modules. So if you feel the desire to explore these references, go 
ahead. 

3) Toggle off all of the References for now. 

The MicroStation file that you are in right now is more or less completely empty. And when it 
ŎƻƳŜǎ ǘƻ ǘƘŜ ŘƛǎǇƭŀȅ ŜȄŜǊŎƛǎŜǎ ǘƘŀǘ ǿƛƭƭ ōŜ ŎƻƳƛƴƎ ǳǇΣ ƛǘΩǎ ǾŜǊȅ ŎƻƳƳƻƴ ǘƻ ōŜ ƛƴ ŀƴ ŜƳǇǘȅ ŦƛƭŜ ǿƛǘƘ 
ŀƭƭ ƻŦ ǘƘŜ ƭŜǾŜƭǎ ƻƴΦ ¢Ƙƛǎ ǿŀȅ ǘƘŜǊŜ ƛǎƴΩǘ ŀ ƭƻǘ ƻŦ potential clutter in your 3D view. If there is 
something that you want to see in your MicroStation view, the best thing to do is to reference it. 

bƻǿ ƭŜǘΩǎ ǘŀƪŜ ŀ ƭƻƻƪ ŀǘ ǘƘŜ ƭƛƳƛǘǎ ƻŦ ǘƘŜ ǎǳǊŦŀŎŜ Řŀǘŀ ǘƘŀǘ ƛǎ ŎǳǊǊŜƴǘƭȅ ƭƻŀŘŜŘ ƛƴǘƻ LƴwƻŀŘǎΦ 

4) Go to the PERIMETER command under SURFACE > VIEW SURFACE. 
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5) View the PERIMETER of each of the 3 surfaces that are loaded, and load a unique 

Preference for each one so that the colors and symbologies are different for each. 

It should look something like this once you are done. 

 
[ŀǘŜǊ ƛƴ ǘƘƛǎ ƳƻŘǳƭŜ ǿŜΩƭƭ ƴŜŜŘ ŀƴ ŀƭƛƎƴƳŜƴǘ ƛƴ ǘƘŜ Geometry ProjectΣ ǎƻ ƭŜǘΩǎ ǘŀƪŜ ŀ ƭƻƻƪ ŀǘ ǘƘŀǘΦ 

6) Go to the GEOMETRY tab on the Workspace Bar and expand 12345VIZ_d . 

7) Scroll down until you see the HSc alignment (Hillsboro-Silverton Hwy). Right-click on that 

alignment and View it. 

You should see the alignment appear running East-²ŜǎǘΣ ŀƴŘ ŀƭǎƻ ƴƻǘƛŎŜ ǘƘŀǘ ƛǘΩǎ ǊǳƴƴƛƴƎ ǊƛƎƘǘ 
through the 12345VIZ_d  surface. That surface is a design surface that was created along the 
HSc alignment. 

 
8) Now that you are familiar with the areas of each surface, along with the alignment that 
weôll be using later, go ahead and delete those graphics. 
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Review any relevant ODOT CAD / InRoads ITL / XIN information 
This module is not really focusing on any particular aspect of the ODOT CAD standards from either 
a MicroStation or InRoads perspective. In these exercises you will be using some pre-made 
surfaces and geometry that were created using the ODOT standards. These InRoads files have the 
usual Styles and Named Symbologies applied to them, and you will be just moving ahead with the 
work that has been done on these files. 

If you have the interest to look at these models and their Features in more detail, feel free to 
review them in the FEATURE PROPERTIES, or SURFACE PROPERTIES tools. 

Also, regarding the Preferences that were used earlier, or will be used later, they are of little 
importance in the grand scheme of what you need to learn from this module. It is expected that 
when you go to the VIEW PERIMETER, or VIEW TRIANGLE command, that you know what Preference 
to load for a particular surface. The focus here in this module is what you can do after ȅƻǳΩǾŜ 
viewed that information. 

If there is any relevant correlation between the ODOT CAD Standards and these exercises it will be 
pointed out at that time. 

SCENARIO 1 ® TRIANGLE DISPLAY 
This section will continue from where the module left off earlier, and walk you further into this topic 
of visualization. 

Viewing Triangles 
[ŜǘΩǎ ǎǘŀǊǘ ǿƘŜǊŜ ȅƻǳ ƎŜǘ ǘƘŜ Ƴƻǎǘ ŦƻǊ ȅƻǳǊ ŜŦŦƻǊǘǎΦ VIEW TRIANGLES. 

1) Make sure all of the graphics in your DGN file are deleted. 

2) VIEW TRIANGLES for the 12345VIZ_og  surface. 

Other than your color may be different, it should look like this. 
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Now comes the part that will require the most practice ς View Rotation. 

3) Select the ROTATE VIEW command on the view border. 

 
¢ƻ ƎŜǘ ǎǘŀǊǘŜŘ ǿƛǘƘ ǘƘŜ ǊƻǘŀǘƛƻƴΣ ȅƻǳΩƭƭ ǳǎŜ ǘƘŜ Method called IsometricΦ bƻǘ ǘƘŀǘ ƛǘΩǎ ǾŜǊȅ 
important, but Isometric is just a fixed, built-in rotation that aligns the model like this: 

 
4) Set the Method to Isometric. 

 
The view should look something like this: 

 

TIP: The VIEW TRIANGLES command has an option to display the triangles as a Mesh. This 
ƻǇǘƛƻƴ ΨǿŜŀǾŜǎΩ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭ ǘǊƛŀƴƎƭŜǎ ǘƻƎŜǘƘŜǊΦ ¢ƘŜ ōŜƴŜŦƛǘ ƻŦ ǘƘƛǎ ƛǎ ǘƘŜ ŘƛǎǇƭŀȅ ƛǎ 
ƎǊŀǇƘƛŎŀƭƭȅ ƭŜŀƴŜǊΣ ŀƴŘ ƘŜƴŎŜ ŦŀǎǘŜǊΦ ¢ƘŜ ŘǊŀǿōŀŎƪ ƛǎ ǘƘŀǘ ƛǘ ŎŀƴΩǘ ōe scaled vertically. 
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5) If you zoom in and out you wonôt see very much 3D viewing. Thatôs because the angle of 
rotation just isnôt positioned well enough to see anything interesting. And it almost just 
looks like a top view. 

 
6) Fit the view, go to the ROTATE VIEW command and set it to Dynamic. 

You should see a large white plus sign in the view. ¢ƘŀǘΩǎ ǘƘŜ Pivot Point for the view rotation. 

 
7) Hover your mouse over the Pivot Point and you should see it highlight. If you hold your 

mouse down on it, you can grab it and move its position. 

8) Try to move it around. 

 
The position of the Pivot Point, and the ability to move it around is valuable when rotating the 
ǾƛŜǿ ōŜŎŀǳǎŜ ƛǘ ǇǊƻǾƛŘŜǎ ŀ ƭŜǾŜƭ ƻŦ Ǌƻǘŀǘƛƻƴŀƭ ŎƻƴǘǊƻƭ ǘƘŀǘ ŎŀƴΩǘ ōŜ ŀŎƘƛŜved easily any other way. 
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9) Leave the Pivot Point off the surface somewhere. 

 
10) When the Method is set to Dynamic, you should see a special looking cursor at your 

mouse position that looks like a 4-way directional arrow with a central point. 

 
11) Move your mouse to the center of the triangle display. 

 
12) Data Point (left-click) in the middle there somewhere. Now move your mouse slowly up 

and then down. Move it to the left and then to the right. Notice as you move your mouse 
that itôs pivoting about the Pivot Point plus sign. 

13) You can actually swing your mouse in an arc and you will see how it is moving relative to 
that plus sign. 

14) Clicking another data point (left-click) freezes that rotation and locks it into that position. 

15) Clicking another data point somewhere, resumes the rotation operation. 
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16) Experiment with this for a little. 

17) Freeze the rotation with a data point and then move the plus sign. 

18) Now data point again somewhere and resume the rotation and see if you can reinforce 
the pivoting about the plus sign position. 

This might appear to be a very random set of exercises, but this should be practiced until your 
movements become more predictable. 

19) Set the Method on the ROTATE VIEW tool to Top and Fit the view. 

 

 

 

 

 

20) Set the ROTATE VIEW to command to Dynamic and position the Pivot Point in the center of 

the triangle display. (Shown below) 

 
Also, you may notice that as you move the Pivot Point around, it is snapping to the triangle 
vertices as you move it. This is very handy sometimes when you want to rotate the view about a 
very specific point in your model to get an optimum viewing angle. 

 

TIP: If you ever get lost while rotating a view, and lose track of where you are, not knowing 
which way is up and which way is down, just data point somewhere to freeze the rotation, 
and set the Method to Top or Isometric. That will bǊƛƴƎ ȅƻǳ ōŀŎƪ ǘƻ ŀ ΨƘƻƳŜΩ position. 
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21) Once the Pivot Point is placed in the center area, data point somewhere and repeat the 
mouse movement exercise above. Moving the mouse up and down, left to right, and in 
an arcing motion. Notice the pivoting about the plus sign? 

22) Click a data point to freeze the rotation, use the mouse wheel to zoom into the center 
area, data point again to resume the rotation, and see if you can get it into a position that 
looks something like this shown here. 

 
23) Hold on to that view for a moment, and go to the VIEW ATTRIBUTES in the corner of the view 

window. 

 
24) Change the Display Style from Wireframe to Smooth Shadows. 

25) Click on the ADJUST VIEW BRIGHTNESS and adjust the brightness for a better view. 

 
 

 

 

 

NOTE: When adjusting the View Brightness, you can slide the slider bar back and forth, but 
you have to release the mouse button on the slider bar before that adjustment is applied 
to the view. So, slide it, then release, then slide it again if more adjustments are needed. 
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26) Eventually you should start to see a nicer rendered view like this one. 

 
Feel free to take what you have just learned and practice a bit more. In this module never fear to 
ŘŜǾƛŀǘŜ ŦǊƻƳ ǘƘŜ ŘƛǊŜŎǘƛƻƴǎΣ ƛǘΩǎ Ŝŀǎȅ ǘƻ ƎŜǘ ōŀŎƪ ƻƴ ǘǊŀŎƪΦ 

This existing surface has two abutments with a bridge going over the lower roadway. 

27) View the Triangles of the 12345VIZ_Bridge  surface using the Preference called 

DTM_BaseRock. 

If your view is similar to above, you should be looking at something like this shown here. 

 
28) Practice positioning the Pivot Point and ROTATE VIEW around points relative to the bridge. 

As you reposition the Pivot Point and rotate the view, you will very often use the mouse wheel to 
zoom in and out, as well as Pan holding the middle mouse button down. This mouse action may or 
may not work depending on the configuration of your settings. 
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29) While practicing the ROTATE VIEW tool and Pivot Point placement, pause at a particular 

view and take some time to try a few of the other Display Styles. Try: 

 ̧ Illustration (upper left) 

 ̧ Monochrome (upper right) 

 ̧ Hidden Line (lower left) 

 ̧ Wireframe (lower right) 

These are shown here for later reference: 

 

 
With this particular existing surface there is a bridge that has some prominent abutments that 
have probably had most of the attention since they pop out amongst the other relatively flat areas 
of this surface. LetΩǎ modify the triangle display of the surface so that other areas of the site with 
gentler grade changes are accentuated. 

30) Open the SURFACE OPTIONS dialog box under SURFACE > VIEW SURFACE > OPTIONS on the 

InRoads menu. 

 

TIP: When you Zoom In or Zoom Out while in the Rotate View tool, the Pivot Point still 
applies, and the zooming in / out is relative to the location of the Pivot Point, not the 
position of your mouse cursor like it usually is. 
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The items on the SURFACE OPTIONS dialog box used to be on each surface view tool, but in a recent 
version they were stripped off and place on this independent dialog box. These settings are now 
common to all of the surface viewing commands. 

The way that this tool is used is this ς ƭŜǘΩǎ ǎŀȅ ǘƘŀǘ ȅƻǳ ǿŀƴǘŜŘ ǘƻ ŜȄŀƎƎŜǊŀǘŜ ǘƘŜ ŘƛǎǇƭŀȅ ƻŦ ŀ 
surface. In that case, this dialog box is opened prior to viewing any surface data. 

The Scaling area of this dialog box has a few different settings on it which will be talked about in 
tƛƳŜΣ ōǳǘ ƭŜǘΩǎ ǎǘŀǊǘ ǿƛǘƘ ǘƘŜ Scale: setting. You know your terrain is very flat and you want to 
exaggerate it. The Scale: setting here will distort the vertical exaggeration of the display like the 
ǾŜǊǘƛŎŀƭ ŜȄŀƎƎŜǊŀǘƛƻƴ ǘƘŀǘ ƎŜǘǎ ŀǇǇƭƛŜŘ ǘƻ ŀ ǇǊƻŦƛƭŜ ƻǊ ŎǊƻǎǎ ǎŜŎǘƛƻƴΦ LǘΩǎ ƴƻǘ ŎƘŀƴƎƛƴƎ ǘƘŜ Řŀǘŀ ƛƴ 
the surface in any way; ƛǘΩǎ Ƨǳǎǘ ŘƛǎǘƻǊǘƛƴƎ ǘƘŜ ŘƛǎǇƭŀȅ ƻŦ ǘƘŀǘ ŘŀǘŀΣ Ƨǳǎǘ ƭƛƪŜ ŀǇǇƭȅƛƴƎ ŀ MicroStation 
Z Scale to the graphics. 

 
In establishing this setting you may over-ŜȄŀƎƎŜǊŀǘŜ ƛǘΣ ōǳǘ ǘƘŀǘΩǎ ƻƪŀȅΦ Wǳǎǘ ŎƘŀƴƎŜ ǘƘŜ Scale: and 
view the surface data again. If you are in Pencil mode (on the InRoads LOCKS) the graphics will 
refresh as they always do. 

So here is the basic process: 

 ̧ You are reviewing the display of a surface model 

 ̧ You decide to exaggerate the InRoads display to accentuate the view 

 ̧ Open the SURFACE OPTIONS dialog box and enter a vertical Scale: value 

 ̧ Click [Apply] on that dialog box. This locks in that Scale: from that point forward. 

!ǘ ǘƘƛǎ Ǉƻƛƴǘ ƛǘΩǎ ƻƪŀȅ ǘƻ ƭŜŀǾŜ ǘƘƛǎ ŘƛŀƭƻƎ open. Seeing it sitting there is a good visual 
trigger that you have activated a vertical exaggeration to your surface viewing. 

 ̧ Go to the surface viewing command that you intend to use ς VIEW TRIANGLES, VIEW 

FEATURES, VIEW COMPONENTS, VIEW WHATEVER. The SURFACE OPTIONS ǘƘŀǘ ŀǊŜ ƴƻǿ ΨŀŎǘƛǾŜΩ 
will apply to all surface viewing commands now. 

 ̧ View the surface data and it will be vertically scaled per the entered Scale: value 

 ̧ Return to the SURFACE OPTIONS dialog and reset the Scale: to 1.00  if you are done with 
that level of scaling and [Apply], 

Or 

 ̧ Change it to a different value if your initial scaling attempt was either too small or too 
large. And then [Apply] on the SURFACE OPTIONS to lock in the new entry. 

 ̧ Then go back to your surface viewing command and reapply it to view the data at the 
revised scaling. If you are in Pencil, the previous display will refresh with the new one. 

bƻǿ ƭŜǘΩǎ Řƻ ǘƘŀǘΦ 
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31) Set your MicroStation rotated view to Top. 

32) In the SURFACE OPTIONS dialog enter 5.00  for the Scale: Also toggle on the option to Scale 

Relative to Fixed Elevation and then [Apply]. 

Those settings are now active and will hereafter be applied to any surface view command. 

 
The option to Scale Relative to Fixed Elevation is fairly self-explanatory, but ǿŜΩƭƭ explain later 
ǿƘȅ ƛǘΩǎ ōŜƛƴƎ ǳǎŜŘ ƘŜǊŜΦ And this will be made very simplistic for now. 

.ǳǘ ŦƛǊǎǘΣ ƭŜǘΩǎ ǘŀƪŜ ŀ ǎƭƛƎƘǘly related technical departure from the discussion about this option. 

If you have ever scaled something in MicroStation, you know that it has to be distorted (scaled) 
from some reference point. If you are scaling in the Z direction, you are stretching it along that 
axis. LǘΩǎ ǘƘŜ ǎŀƳŜ ǿŀȅ ǿƛǘƘ ǘƘƛǎ ǎŜǘǘƛƴƎ ƛƴ LƴwƻŀŘǎΦ LŦ ȅƻǳ ŀǊŜ ǾƛŜǿƛƴƎ ǘǊƛŀƴƎƭŜǎΣ ǘƘŜȅ ŀre being 
stretched in the Z direction. Do you understand the implications of this here? 

 
If you view triangles from an InRoads DTM, can you snap to one of those triangles and get an 
accurate elevation from the triangle vertex? Yes. 

If you view triangles from an InRoads DTM, and you distort the vertical exaggeration, can you snap 
to one of those triangles and get an accurate elevation from the triangle vertex? No. 

 

 

 

 

 

Later you can test this by applying a Scale: of 1.00  and doing some measuring and elevational 
checks in a specific area. Then applying a Scale: of something greater than 1.00 , displaying the 

graphics and performing the same measurement and elevational checks in that area. 

ALERT: If you apply a vertical Scale: greater than 1.00  through the Surface Options prior 
to viewing your InRoads surface data, that data will be vertically exaggerated in 
MicroStation and snapping to those graphics will give you a false, distorted elevation. 
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If this concept is not firmly planted in your understanding after the brief earlier explanation, then 
you are strongly encouraged to test this for yourself while working with this module. 

And here is what you should do: 

 ̧ Take the OG and Bridge surfaces and view the triangles of each surface with the Scale: 
setting on the SURFACE OPTIONS set to 1.00  

¿ Find an area of the display where the Bridge is and confirm that the elevations of 
the triangles of both surfaces are the same as the elevations in the DTM surfaces. 

¿ Rotate the view so you can see the bridge and roadway and measure some distance 
ōŜǘǿŜŜƴ ǘƘŜ ǘǿƻ ǘǊƛŀƴƎƭŜ ŘƛǎǇƭŀȅǎΦ CƻǊ ǘƘƛǎ ǿƻǊƪ ƛǘ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƻ ōŜ ǎǳǇŜǊ-precise. 

 
 ̧ Now go to the SURFACE OPTIONS and set the Scale: to maybe 5.00 , but do not toggle on 

the option to Scale Relative to Fixed Elevation. Click [Apply] to activate those settings. 

 ̧ Once that is done, view the triangles of both the OG and Bridge surfaces again. 

¿ ¸ƻǳ ǿƛƭƭ ŘƛǎŎƻǾŜǊ ǘƘŀǘ ǘƘŜǎŜ ǎǳǊŦŀŎŜǎ ŀǊŜ ƴƻǿ ƛƴ ΨŘƛŦŦŜǊŜƴǘΩ ǇƭŀŎŜǎΣ ǾŜǊǘƛŎŀƭƭȅΦ ¢ƘŀǘΩs 
ōŜŎŀǳǎŜ ǘƘŜȅΩve been scaled relative to themselves, not a common reference point. 

 ̧ Go to the SURFACE OPTIONS and toggle on the option to Scale Relative to Fixed Elevation, 
making sure to click [Apply] to activate those settings. 

 ̧ View the triangles of both the OG and Bridge surfaces again. 

¿ You will discover that these surfaces are now relative to each other, because they 
have been positioned from a common reference point. 

¿ Go back to that initial area of the display where the Bridge is and snap to the 
elevations of the triangles. Are they the same as the elevations in the DTM surfaces? 

¿ Rotate the view so you can see the bridge and roadway and measure that same 
position between the two triangle displays that you measured earlier. What did you 
discover? What did you learn from this? 
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Getting back to the Scale Relative to Fixed Elevation option ς surface display scaling is distorting 
the display from a reference location. Does it matter exactly where that point is? For now, no. 
²ƘŀǘΩǎ ƛƳǇƻǊǘŀƴǘΣ ƛǎ ǘƘŀǘ if you are going to view and scale several surfaces, and you want them 
to aƭƭ ōŜ ΨǊŜƭŀǘƛǾŜƭȅΩ ǎŎŀƭŜŘ ŀƴŘ ƛƴ ǘƘŜ ǎŀƳŜ ΨǊŜƭŀǘƛǾŜΩ Ǉƻǎƛǘƛƻƴ, they need to be scaled from the 
same reference point ς hence this toggle option. Turning it on simply forces all surfaces being 
scaled to use the same reference location so they display in a proper position in relation to one 
another. 

Again, if this is still a little unclear, test it using the process defined earlier. Turn this option off, 
apply a Scale: and display the triangles for the OG and the Bridge and see what happens. 

Keep in mind, this topic is Visualization. Its purpose is to communicate a message, and is not 
necessarily the end-all, but sometimes just an analysis stepping stone. 

Now, geting back to the hands-on activity. You should have the SURFACE OPTIONS dialog box open, 
the Scale: set to 5.00  and the Scale Relative to Fixed Elevation toggled on. And the [Apply] 

button was clicked to activate these options. 

33) Now, once again, view the Triangles of the 12345VIZ_Bridge  surface using the 

Preference called DTM_BaseRock. 

34) Then view Triangles of the 12345VIZ_ og  surface using the Preference called ODOT.  

35) Fit the MicroStation view and get to a view orientation that looks similar to the one here. 

Depending on your view, you will probably need to be using the ROTATE VIEW tool, potentially 
moving the Pivot Point for better control, zooming in and out as needed, and changing your 
Display Style and the ADJUST VIEW BRIGHTNESS if necessary. 

 
If you were able to do this, and get into a view that looks like the one above, you have come a long 
way and your skills are obviously improving. If you were unable to get to a view that looks like this, 
then you should stop here. Back up to an earlier part of this module where you thought you were 
doing fairly well and restudy forward and practice more. 

This section will wrap up with a few general areas for you to practice. Do these over and over until 
your comfort with view manipulation and surface data display increases.  
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36) Using the surfaces that you have available for this module, do the following: 

 ̧ Apply different Scale: settings under the SURFACE OPTIONS and view the triangles of the 
surfaces that you have loaded 

 ̧ Find Scale: settings on the SURFACE OPTIONS that you feel are either too small, too large, 
or just right for various areas of the OG surface. 

 ̧ Test out different DISPLAY STYLES on a particular triangle display of the OG Surface and 
ŦƛƴŘ ƻƴŜΩǎ ǘƘŀǘ ȅƻǳ ƭƛƪŜΣ ŀƴŘ ƻǘƘŜǊǎ ǘƘŀǘ ŘƻƴΩǘ ŀŘŘ ǾŀƭǳŜ ŀǘ ǘƘƛǎ ǘƛƳŜ (keep in mind that 
you are using DISPLAY STYLES Ψƻǳǘ-of-the-ōƻȄΩ ŀƴŘ ǘƘŜǎŜ Ŏŀƴ ōŜ ŎƻƴŦƛƎǳǊŜŘ ǘƻ ǇǊŜǎŜƴǘ 
certain data in much better ways than you might be seeing). 

 ̧ Make sure you remember the ADJUST VIEW BRIGHTNESS tool settings and apply that as 
needed to help with the visual contrast. 

 
 ̧ 5ƻƴΩǘ ŦƻǊƎŜǘ ǘƘŜ ŦǳƴŎǘƛƻƴ ƻŦ ǘƘŜ Pivot Point when rotating the MicroStation view 

     
 ̧ Also keep in mind that if you lose your 3D orientation while rotating a view, you can 

always select one of the default view rotations like Isometric to get yourself reoriented. 

 
 ̧ ¢Ƙƛǎ ƛǎ ΨǾƛǎǳŀƭƛȊŀǘƛƻƴΩ ǎƻ ŎƘŀƴƎŜ ǘƘŜ ŎƻƭƻǊ ƻŦ ǘƘŜ ǘǊƛŀƴƎƭŜǎ ǘƻ see how that affects the 

readability of the rendered display.  
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37) Try your best to either recreate these views or locate something similar: 

 ̧ View the Bridge and abutment from the other side, looking toward the south 

 
 ̧ What is that big hole west of the bridge? 

 
 ̧ Lǘ ƭƻƻƪǎ ƭƛƪŜ ŀ ǇŀǊƪƛƴƎ ŀǊŜŀ ŀƴŘ ŘǊŀƛƴŀƎŜ ōŀǎƛƴ ƛƴ ǘƘŜ {9 ŎƻǊƴŜǊ ΧǘŀƪŜ ŀ ƭƻƻƪΦ 

 


