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Course Aims

This course has been designed to assist experienced
Studio users quickly to appreciate the extra power and
versatility of Studio 3, and turn it to their advantage.

The course aims to provide users with:

« Athorough overview and explanation of new functionality.

 Asummary of the benefits of using Studio 3 such that these
might be exploited as quickly and effectively as possible.

« Adetailed explanation of software changes from earlier versions.

* An introduction to the changes in working practices necessary to
make best use of the software.

» Practical experience of using Studio 3 to reinforce understanding

of the concepts.
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Course Aims

To gain maximum benefit from the course, students should satisfy
the following criteria:

» They should be experienced users of Studio 2.1 with a sound
knowledge of its core functionality.

» They should have a computer with the recommended specification for
both hardware and software.

« They should have the course-specified version of Studio 3 installed.

« They should have licenses for all modules that will be used during the
course.

Experience of the following would be advantageous but not
essential (not assumed):

 Downhole Explorer or Present.
* InTouch
 Legends
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Course Structure

DATAMINE

* The course has been broken up into logical sessions
of variable duration.
« Generally, a session will consist of:

— A presentation of functionality, features and concepts.
— A demonstration of the concepts etc. presented.

— An exercise or walk-through to reinforce understanding of
the concepts and different ways of working.

* Discussion is encouraged throughout.
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Course Agenda

DATAMINE

Introduction and Background
The Project File
Interface
Data
Drillhole Data
Overlays and Legends
Table Editor
Wireframes
Grade Estimation

. Plots Window

. VR Window

. Scripting

13. Summary and Feedback
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Session 1 — Introduction
and Background

DATA]MINE
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Session Structure

DATAMINE

This session will be slightly different from most others;
it will consist of:

« The background to Studio 3

« The benefits of Studio 3

 The areas of major change

« A brief demonstration of some of the changes, benefits etc.

.. but it will not have an exercise as it would be inappropriate at
this point.
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Background

In recent years, the Datamine group has developed a broad range
of products and tools for the mining industry, which are based
on a variety of technologies and data handling strategies.

Studio 3 has benefited from the merging of some of these products
such that it has inherited:

* The object model from Downhole Explorer.

* Object display control from Downhole Explorer.

« The ability to display non-native file formats from Downhole Explorer.
» Avirtual reality world from InTouch.
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Some Benefits

The mixed origins of Studio 3 bring many benefits, including:

Multiple Views — integrated VR, Plots and other windows, to give multiple linked
views of the loaded data.

Shared Data — All data in memory is viewable in many windows. Can update and
view data simultaneously in multiple windows, making it easier to understand
the data and identify problems.

Improved, more intuitive plotting — All loaded data available to all windows —
Design work instantly ready for plotting.

New Data Types — Studio can now load and display non-native data formats. Also
links to data in remote databases ensuring the latest version of the data is
always available.

Data Objects — All loaded data are objects - makes data selection and
manipulation easier, more intuitive and more flexible.

Easier Interface Customization — Easy to make Studio 3 look and work as you

wish.
Scripts — Full data object model to allow easy development of customized
applications.

New Features — Many new functions and features detailed later.

Moving to Studio 3 — Introduction and Background



Summary of Changes

DATAMINE

Studio 3 has numerous new features and modifications in many
areas including:

The Project File.

The User Interface.

Data Types.

Data Objects.

A Diversity Of Views.

Flexible Object Formatting.
Integrated Plotting.

Improved Wireframe Functionality.
New Scripting Object Model.

Lots and lots more...
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Online Help and Tutorials

DATAMINE

Online Help and Tutorials have been rewritten for Studio 3:

* New template for easier navigation
* Lots more information available online
« Tutorials available with first release include:
— Introductory
— Open Pit Design
— VR
— Scripting
— Data Presentation
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A Note on License Services

DATAMINE

Studio 3 comes with Maintenance Aware Licensing (License
Services 4.0 onwards).

« For “Full” licenses, a separate key is registered for maintenance.
— Permits software upgrades for the maintenance period purchased.
— Upgrades beyond the licensed maintenance period will not run.

« Renewable and other time-limited licenses have maintenance
Included.

Solution management available in all installations.

« No longer requires a separate key.
« Facilitates the setting up of customized license solutions.
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Introduction

DATAMINE

The Studio 3 Project File has evolved from that of earlier Studio versions
and other products. It will open Studio 2 projects, Downhole
Explorer/Present documents and InTouch documents.

» The Project File now contains many more settings than before, e.g. memory
load options, toggle settings, view, etc.

« The extensions to the existing project concept negate the need for many “start-
up scripts”.

« Studio 3 can create archive documents which contain all settings, legends
and data. This is a powerful way for both distributing information and taking

temporal snapshots.
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Glossary

Studio 3 uses features, functionality and terminology from Studio 2.1, and
from other sources:

File
Table
Object

Loading into
memory

Project Folder

Data Links

Archiving
Sheet

Projection

Overlay

Data stored on a physical device such as a disk, which can be accessed and manipulated as a single
named unit e.g. in a Datamine process. Not data in memory.

Data in memory organized in rows and columns (fields and records). Synonymous with a Datamine
object.

Data in memory (table). If it has a spatial context it will be a 3D object — points, strings, drillholes,
wireframes and block models. Other objects are simply tables.

The act of transferring data from a file on a physical device to the computer’'s memory.

The local system folder where the .dmproj is stored, by default, and where new and temporary files are
stored by default

Relationship with an original data source which allows any data saved as a Datamine file to be
refreshed. Also refers to external data sources which were loaded directly into memory.

The capture of all loaded data and settings at a specific time. Actual data is saved rather than links. The
loaded data is saved into a separate Project File.

A window, whether Design, VR, Plots etc. has at least one sheet which is a printable/plottable area.
Some windows (Plots, Tables) may have many sheets.

A discrete view of the data in memory. The Plots window allows multiple projections to be displayed on a
single sheet. Other windows (e.g. the Design window) follow the window : sheet : projection hierarchy on
al:1:1basis.

A representation of a 3D object. An overlay has two main components: the object that it represents -
shape, size and location in 3D space, and its formatting instructions. A single overlay can only represent
a single object, but a single object may be represented by many overlays.
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Functionality

Studio 2 Project File

For selecting and managing project data:
. Keeps links to Datamine files.

. Maintains links to files broughtin from other data formats
Links to oth Process (batch using the data source drivers. These are saved in Datamine
(n:)nn i)a?aomi:;) command) format but can be refreshed from their original source.

o sevail 26 history. Save History files for batch commands (processes).

Datamine files and restore
settings

Links to Datamine
filesin the
project folder

Studio 3 Project File

Still for managing and selecting data but with extra functionality:
Keeps links to Datamine files in the project folder.

Maintains links to files brought in from other data formats using the data source drivers. These
are saved in Datamine format but can be refreshed from their original source.

Keeps links to non-Datamine data loaded, using the data source drivers, into memory but not
saved as a Datamine file (for display only).

Keeps data
and settings
saved to an
archive.

Retains and From Data Source
manages

legend :
information. Linksito data Toggle states
Maintains to beloaded Archived Legends and other

toggles and a}utomatlcally Data Settings
settings. INte'memory.
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Starting a Project

DATAMINE

By default, Studio 3 opens with a “Start” page, which can be used
to open a new or an existing project.

g3 start |

Recent Projects

Mane Modified
PitGraph 25 Jan 2006
chile 10 Jan 2006
Thunder Gulch 2 ... 20 Jan 2006
HoleTest1 20 Jan 2006
BugClear 24 Jan 2006
shaw archived 08 Mow 2005
James 19 Jan 2006
LoggerTest 23 Jan 2006
Open Project...
Create Project...
A

...but, as you would expect, you
can also use the File menu.

File

O
=

Edit  Wiew Tools Window Help

MNews, .,
Qpen... Chrl+iD

Close

| | GE DB | & B2

Save Chrl+5

Save s,

Print. .. Chrl+P

Recent Projects P|

1 shaw_archived, dmproj

Exit

£

2 Pitiaraph., dmproj
3 ChDatabase), . W Chile, dmproj

4 Thunder Gulch 3 M. dhx

| 5 HoleTestl, dmproj |

7 C:'I,Database'l,James'l,Jl:a%es.dmpru:uj
& CBrazill LogoerTest, dmproj
9 ObjectIssue, dmproj

¥
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Starting a Project — The Wizard

By default, Studio 3 starts a new project in single-precision.
— The wizard does have a check box for creating an extended-precision project
— Another check box will let

you add all the files in the Studio Project Wizard =X
selected folder to the @ Your project is ready to create.
i 1 Project Summary:
prOJeCt. © anm Er'ojjjmgb \DMTutorials' Data VEOP'D =
. . . ’ cation: Chdatabase’ utonials*Data™ “Datamine
— Choose which files you wish - e Prosson Propet te
tO add g‘{eltdef;efsnlodnerogﬁ;;ﬂggs: No

Auto update project: No
File exclusions: =.dat;_wlk™"_wh; stf,".dmd;” dmproj;~ini;"
Script File: None

— Check the summary page to
ensure that the project is as
you would like it before
completing the project

creation.
(Click Finish to create the project and exit the wizard.

@ @
P P w < Back | Finish | Cancel Help

Data Files:
Chdatabase \DMTutonials . Data\ WBOP Datamine
Cdatabase \DMTutorals . Data\ WBOP Datamine
C\database \DMTutorals Data\ VBOP Dataming
Cdatabase \DMTutorials Data ' VBOP \Datamin:
Cdatabase \DMTutonialsData \WBOP \Datamin:
Chdatabase DM Tutonials" Data \WVBOP" Datamine
Chdatabase \DMTutorials" Data \WBOP \Datamine %

Datamine Studio
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Exercise: Create a new project

Install Studio 3!

Copy the folder containing the introductory tutorial data to a new folder:

— Open Windows Explorer and navigate to:
C:|DatabaselDMTutorials|DatalVBOP

— Highlight and copy folder Datamine

— Create a new folder (Studio3 _Training) under C:lDatabase
C:|DatabaselStudio3 Training

— Paste the folder Datamine into Studio3_Training
C:|DatabaselStudio3 TraininglDatamine

— Rename folder Datamine as Intro
C:|DatabaselStudio3 Traininglintro

Create a new Studio 3 project
— Open Studio 3
— In the Recent Projects pane select Create Project

— Use the Studio Project Wizard to create a new Extended Precision Studio 3 project
Train_Intro in folder /ntro.

NOW STOP!

Moving to Studio 3 — The Project File



DATA%MINE Session 3 — The Interface

Moving to Studio 3 — The Interface



Introduction

The Studio 3 User Interface supports many more data views
with corresponding contextual controls than earlier Studio
versions.

Main Windows (Data views)
— Start Page, Files
— Design, Visualizer, VR
— Plots, Logs, Tables, Reports
Control Bars and Other Windows
— Project Files, Loaded Data, Sheets, Holes
— Properties, Data Properties.
— Compositor, Customization.
— Command, Output, Desurvey Report
Tool Bars
— Displayed according to work and view context.

Menus

— Both menu bars and context menus displayed according to work and view
context.
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Components

Studio 3 interface has many components: some familiar, some less familiar:

Title Bar — Program name, project
name and whether saved

Studio 3 - ¥BDHLjs.dhx *

File Edit “iew Format Desian Drilholes ‘Wireframes Models Data Applications Tools ‘MWindow Help

'Dmum@;ﬁ@% 5% %l ey |

. [EREE ey v B @ \QQ@@A.\@W*—-&«\».EIMQJQ@QITIEEBB

Menu Bar — Main menus context- o EEO T e G s < D@ et B X080 s it a g 0| O B~ B

=18]x]

i Block Model v | s

|Ink6d tO aCtIVe WI ndOW Pri]ect Files R x 5 Design rﬁ e W Tables ] s x| Data Prupart\as nx
S O s ]| vl O | ey e
Toolbars - Buttons for easy e L % - & o || e
B3 Collars [1] J,;\‘5330 500 — ZCOLL [1931237
access to common commands B o vessit]
-] Orilhales [2] ] i EEIFDS = tfaeu:ee
CO n t o I B ars - For navigating to :§ gtonsnegt;e[zgl; - & | | e R .
i ) . [ ariograms-Model Lo 0 - ~
files, objects and display overlays B8 wetane s le] & T
o b besttr g g ] 4 ' . - L
H wh_Faulttr =) @& & % [# Data Fropert... ,Zf ampositar
Control Bars - For changing S T ¥ Botor ) Boee
H . - o _yh_mintr2 ote = —— = roperties
settings for the project, windows, e - — LIl - = —Eij T
Overlays etc. | oaded Data 2 x ‘ | u ; . 20 Dhieél _vb_callars [pr |
M M . . Ao rr e | G BB Share wiithin sheet
Main Windows - For viewing EETETI T -, 1 : aim
. . . 5@ vb_assays (table) e B EZ':I";"EH | iEUU‘AH
and manipulating data objects and & o ik ) i 5 Logond | Dataminc
. - _wb_surveys (table) - a
overlays: tabbed or tiled o & N B {1 = Show i o
e races - = D B Control
o i “J(m’m,'"‘- “JMZIJ W 4 » M Plan - Overview  Secn G010 E - Geol Profile ¢ Secn Canselect  Yes i

Control Bars - For viewing
progress and results of commands
and processes

Command Bar - For browsing,
entering and running commands

Status Bar — Shows tool tips,
command progress and cursor
position

Sheets nx

Snap ‘es |

Command

2 x

. B
H b Overlays
..... @A Holes Over\:—l
_vb_callars

[ b pkan?_
1 B e .S>
| | »

Welcome to Datamine Studio
Version 3.0.1548.4
Copyright ® 1983-2Z006 Datamine Corporate Limited

Space reserved for strings of up to 1024 points each.

#| Customization | E1sheets [ «* Holes |

] Command l E output [?.’Dasuwey Report. |

i 1»>»> holes3d

- v x| o8

edit-wireframe-attributes

|[%: 8303.007, ¥: 5343.852, Z: 144,208/ fewa

edit-wireframe-attributes| [ orianin] [2ap| fuum [5CRL[READ]
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Main (View) Windows

Studio 3 has nine main data viewing windows:

Design As in Studio 2, but with enhanced rendering using Open GL, and with 3D manipulation
using the mouse with the shift key. For data display and design work.

Visualizer As in Studio 2. For rapid display and manipulation of 3D data.

Plots From Downhole Explorer. Gives many views of loaded data and provides tools for setting
up and producing plotted output.

Logs From Downhole Explorer, it represents graphically drill core log using dynamically
desurveyed data.

Tables From Downhole Explorer, provides a tabular and graphical view of loaded data.

Reports From Downhole Explorer, reports on data loading and validation.

VR From InTouch, creates a 3D Virtual Reality world from the loaded data.

Start New HTML window with tools for selecting and changing projects.

Files New window which, when used with the Project Files control bar, provides the functionality

of Windows Explorer within the program.

[ 4 [J
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Arranging and Selecting Main Windows

Studio 3 allows you to see as many windows as you wish and

to arrange them as you prefer. e
Use the Window menu options to select how to arrange the Windows: |3 mewe: s
= [l
M Tile vertically
. . . ] 2o
* As a single maximized window o
with tabs to allow movement i ol
between windows. & ot (B o T8 v [ ] | |
° H - H 55 pesion |3 visuslzer ."@,‘ |
As multiple yvlndows tiled or » e T [P —
cascaded with movement from
one to the next using tabs or by j
clicking in the window. ol o oo -
' =10/ || BT =
=== | T
S

Moving to Studio 3 — The Interface




Status Bar

DATAMINE

The application status bar has several distinct and defined areas,
and it reports some of the information that used to appear in the
Design Window status bar.

Message Progress MOl_J_se chk Key Status
Area Bar Position . . Area
omman

Create a new string in current string object X: 7417.571387, Y: 6893.186902, Z: 441.000000 ua unload-all-data CAP|NUM| SCRL

COMMAND - indicates if a command running
Coordinates
X |[P412.520000 Y |6630.400000 Z |441.000000 CAP - caps lock key status
[ Locked [ Locked [ Locked NUM - number lock key status
Distance SCRL - scroll lock key status
Current | 669.690000 Total | 11018,50000 Reset |
READ - read only status of current document
Direction
Azimuth | 286,255000 Dip | 5.947020 Degrees
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Control Bars — For Navigation

Project Files, Loaded Data, Sheets and Holes

Project Files

These control bars deal with the data in different states and program locations; | G | H) o G
each provides access to data in a specific state and facilitates selection and =& Tutorial.dmd ]
manipulation: -3 Al Files (24)

. . . . . . . s . T
— Project Files — Lists, and categorizes, all files (data on disk) in the project. “bmodelz
Provides standard “file” functions: Open, load, copy... @n _collars
— Loaded Data — Shows the data loaded into memory as tables (objects) and 3D ﬁ —;i""t””rt
objects (displayable data). Highlights the “current object” of each data type. B i _|;|
Supports unloading, reloading and data refreshing actions. l {3}
— Sheets — Lists overlay representations of objects in various projections, sheets
and windows — P.rowdes access to d|§play formatting optlgns. |
— Holes — Allows different subsets of drillhole data to be defined and displayed. G B g pia | [
Eﬁ Tutorial. drd [
[, W [+ 4% Holes
jﬁ Tiril e — . ﬁ} _tapatr)_tapopt Qwire
& [ wWind —_— (=2 _arepk [poinks)
i P | FmicooRD
Eil EI [ Plan Viesw E; Eggig
E‘"Eﬂ Tutarial, drmd A =k . Flan Projection L P
-8 &l holes @; Crvetlays | P e -
..... DHZ675 Dﬁ (arid 1| | 4
----- DH2737 — ----|:| Hul
..... DHza12 Section Line
..... DHZE13 \/0 Holes Cretlay
..... DHzE852 .@ |‘|||:|| ||'rl |‘|||:|| ||:||‘ -
----- DH4266 ‘| :
----- DH4267

----- DH4269 - 2 Z z
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Control Bars — Properties and Data Properties

Other control bars deal with the properties and
settings of specific aspects of the program.

. The Properties control bar operates on several levels, reflecting
the hierarchical structure of the program — Works in conjunction
with the Sheets Control Bar.

Project Level — Project specific properties: project name, number of
sheets in each window, number of holes and data limits.

Window Level — Name of window.

Overlay level — 3D object represented, legend etc.
. The Data Properties control bar provides information about the
current selection in the active window.

Information is specific to the type of data selected and to the point
selected. Can be used like “query point”.

x

s

Data Properties o
30 Ohje|tg_topo_caont
tem Ty | String
_X_Coo (501204 3583
_Y_Coo|534945 1533
_Z Coo470

COLOR (255

Properties

B General
Mame

Sheet Level — Name of sheet, sheet specifications: size, orientation etc.
Projection Level — Name of projection, section and view definitions etc.

Design

THICKR |-
AMGLE |-
LAYER (O
LT%¥PE |ByLayer
Mum. of |33

Length (580 2950735
Flamar | [v

Point 1 |501204 99 89

-
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= Contents
Mo, halex
Mo, report

Properties x
Thunder Gulch. dhy hd
A

]| [ 2 |

g

sheets

Mo, log sheets
Mo, zection sheets

2
9
Mo, table sheets B
Z
3

= Project
M ame Thunder Gulch
Code TG
Shart Title Exploration databas
Lang Title .
Client Indigo Marthwwezt b
= Limitz
Fit to data Tes
¥ Fram 800348 52
=To 80138077
' Fram 89434815
¥ Ta 89560255
Z Fram 217.44
ZTa 496.97
B General
Uitz Metres
B Mid Point
* Mid 80114964
' hid 895275.35
Z Mid 38720
x
- 40226
E5d.40
27353
|
Properties x

Design Wiew

~| B General

) 3D Object ta_topo_conbdsf
= EE/ | E Share Within sheet
: _ B Color
Design ‘iew |1z legend Mo
Calar 128,128,128

= Control
Can select ez
Shap ez

DATAMINE

Properties
Design Projection

[ | gt

= Yiew Direction

Azimuth 0.00
Cip -90.00

= ¥iew Center
* 801150.00
Y 835300.00
z 350,00

B Section Mid-point
Easting 801150.00
Marthing 8595300.00
Level 350,00

B Section Onentation
Azimuth 0.00
Dip 0.00

= Section Definition

= Sections Table

= Section Clipping
Apply Clipping

= Position

= General

= Scale

Mo

Properties X
b <f A

q_topo_contd

B Appearance

B Yiew Exaggeration

=] 4] [32] | [WH) < |

x

Show Bounding B Mo




Control Bars — For Showing Output

Studio 3 has three control bars for providing feedback on queries

or process/command progress:
. Command window and Output window — Both work in conjunction with the Design window.
. Compositor — Works with the Plots, Logs and Tables windows.
Command Window
—  Reports on progress of process execution.

—  Has atoolbar for entering command or process hame. Includes a Run Command
button and a Find Command button.

Output Window
— Reports on interactive queries in the Design window.
Compositor
—  Feeds back data from querying drillhole data in the plots, logs and tables windows.

Desurvey Report
— Reports validation information and errors for dynamically desurveyed drillholes.

Object: _vb_mintr/ vb_minpt (wireframe]
Enclosed volume = E853501.14
Enclosed tonnags = EF§33501.14
" (@l.oo)
Space reserwved for strings of up to 10Z4 points each. Centre of gravity = 6013.73, 5001.81,
Projected lower ares = 175438_Z6
- £39 Records Copisd Projected upper area = 175438 _Z6
B 633 Records in File C:i\Database)\Commando’_vh_assaysZ. dm <<« Total surface area = 461423.92
=== COPYT ===~
Minimum elevation = =EL_E7
. Maximum elevation = 1l0o_00
Minimum X co-ord = E310.00
copy Maximum X co-ord = &l2L.00
Minimum T co-ord = 481&. 44
v X | ):) H?nx:!.mu.m T co-ord ) = LZ159.21
Minimum surface dip = 1.92
Maxinum surface dip = 20.00

Nunber of triangles = 1872

115.71

DATAMINE

Hale Mame:
Hale x af y
Drrill Degpth
A

&g

Fh

In

Cu

Fe

Lith Code
FORE

X Start)
YStart)
Z[Start)
XEnd)
YER)
FEnd)
Azimuth
Inclination
Declination
Wertical Thick
Horizontal Thi
Desurvey Sta
Exclude

DH4267

Hale ¥ of 25

148
0.309439
3524 387533

2156 527027
504.049324
30216216
112.027703
Bazalt

801030

595425 4

400.05

010803287

3934165087

232333403

177872903

896.553291

-86.553291

147 724587

g.697318

Run

=
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Appearance and Customization

We all work best when we are comfortable with our environment.

Studio 3 is easy to customize and you can create profiles to suit the
type of work you are doing.

Work Space
« Studio has autohide controls that slide away when not needed — Maximizes
work area.

« Studio has an intuitive tool which assists in the organization of controls:
grouping them appropriately and placing them in helpful locations.

* You can choose which toolbars, if any, you wish to display.
* You can save your favoured arrangements as restorable profiles.

Appearance

« Studio has a number of “look and feel” options. These might appear cosmetic,
but they can help to make the display clearer depending upon your computer.

@ @
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Maximizing Work Area

Studio 3 is a versatile program that provides many options for
making best use of your computer screen area.

Think about the work you will be doing and select the tools that

you will need.

 Autohide control bars o
using the tack buttons

» Arrange and group the
control bars to suit the
way you work

« Show only the toolbars
that you need

« Use a second screen
(dual monitors)

« Select an appropriate

profile or create your own.

DATAMINE

-10] x|
gﬁ File Edit View Farmat Design Drilholes  Wireframes Models Data  Applicatio Tools Window Help -8 x
NSHE L SE By werne < _vb_mintri_b_inp {wire = | 55 g %z oulm i
e e b) |<&Q®.ag|@w<—-|l§|§|mmta@|sr_/|@@m
P . B e T oo N|E’:II"_‘IL“JI"_’I|"P"(_@K_.-U|§M--|E Fxenl Bifala x| &
ﬁ Project Files X = x|
T £2 | [3) | o0 v W * i * El 3
o
2 ﬂj AreaDemol - % § = é 0
L = = (=) @ =) 3
o -2 All Files (*,*) [39] 3
2 -3 Al Tables (*,dm) [39] 500 —, (S
=423 Assays [5] B
— [ " 1
2l = yh_hol | =P
% g% b holesc E
2 g% yh_[thology
i = _vh_zares
g Block Models [3] g
& o R b B
| g% b modp =
[ =% _vh_npvmodl 4
L] == T i |
v C L yb_collar
L= E aDownh le Surveys [1]
| L b surveys
o] E a Drilholes [z]
& -1
o [ b h | 500 —
i | E a Rosettes [1] = i = 4
L yb rosettel 2 % % 2 %O
Ea Strings [9] - ! i i ! \
B & |51 Command
il - Y _
=xx copy v | e B
Stop recording to an XML script |[: 7424.759, i 6061421, 2: 417,621 ][] [commann][cap] juum|5ceL] READ]
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Profiles

Studio 3 provides a number of preconfigured profiles designed to
help you to set up a work environment that suits you.

ilei i Getting Started
A profile is stored as an xml file.
i ‘5::,’ Wwhat's Mew
A profile does not control the arrangement of the D erecuentle Askad Ousstions
windows: maximized, cascaded, tiled etc. — These @ Studic 3 Introductory Tutorial

@ Catarmine on the Web

are saved in the project file. Comtact L
It does control the arrangement of toolbars and control Current Profile:
bars — It controls the controls. EREE,
« The “getting started” pane of the Start window has a i
thumbnail of the current profile. ;

* The “Select” button opens a list of thumbnails for all
the preconfigured profiles available.

* You can save the current working arrangement as a
custom profile using “View | Customization |
Customization State” from the menu.

* Any existing profile can also be loaded via this
menu.
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Look and Feel Options

DATAMINE

The preferred look and feel of a program may be regarded (by some) as trivial,
but we all work better when we are comfortable with our environment.

Studio 3 has several options for customizing its look and feel.

»  Start the Options dialog from

the menu

« Select the “Look and Feel”
page

» Select and apply the various
options

 The MDI (Multi Document
Interface) environment has
no tabs

 The “Version 2 Look and
Feel” option refers to the
appearance of the Studio
process dialogs — this will be
demonstrated.

ooy x
W Look And Feel
N f:;:::d ol ' Micrascit® Office 2000
Folders  Microsaft® Office <P
User Information & Microsol ft® Office 2003
- DataWEb Browiser ) Microsoft® indoys X8 Them
(23 Design Enviranmen 1§
(23 Plots " Tabbed Documents
(Z3 Project ¥ | Orelote® Style Tabs W) Auto Color Tabs
g :‘:”a"zer (% MDI Enviranmen '
v Maximize Child Windaws
Filez, Fields and P
[V Wersion 2 Look and Feel
0k I Cancel | Apply Help
Wireframe * _vhb_mintr/_vb_minpt {wire = | sy My ¥

@ Start’/ya Design r% Yisualizer Plaks I

Moving to Studio 3 — The Interface



Exercise: Interface and Profiles

Investigate the various options for positioning windows and control bars:

— Open and close windows and control bars by right clicking in the menu area and
using the context sensitive menu.

— Use the Windows drop down menu.
— Usethe ® pinto select/ deselect autohide.

— Move a control bar by dragging the title bar and position it using the arrows on
another bar.

— Select the right click menu on the title bar of a control bar and choose Floating,
Docking, Auto Hide or Hide.

Load and Save Profiles
— Examine the different profiles that are provided from the Start window.
— Create and save your own profiles.
— Close the project and then reopen it to see what configuration is restored.

Window Sensitive Menus
— Change focus to a different main window and examine the menus
— Test the “Tools | Customize” menu
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Session 4 — Data
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Data Precision - Introduction

DATAMINE

Early versions of Studio were restricted to Single Precision (SP) format.
The Extended Precision (EP) option was introduced in Studio 2.1.

Advantages of EP include:
— More significant figures for coordinates,
— Block models can include many more parent cells,
— More fields in files (maximum of 256 against 64).

QA procedures have been set up to validate the results of the EP version.
SP is the default format for new projects in the first release of Studio 3.

At some stage in the future only the EP option will be available.
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Data Precision — The Detalls

DATAMINE

Both single and extended precision formats adhere to the IEEE-754 standard.

Precision Minimum Value Maximum Value Significant Digits
Single 1.17549435E-38 3.402823E38 7
Extended 2.2250738585072014E-308 1.797693134862316E308 16

One of the main advantages of extended precision is the much greater 1JK
index value that can be used in a block model.

Precision Maximum IJK
Single 9,999,999
Extended 2,147,483,646
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Data and the Project File

Create Project...
@ Default |:>

Create extended-
precision project

b ey

Existing
Files

Single-Precision

Single-Precision

Extended-Precision

—

Files
Created

Single-Precision

Extended-Precision

|:> Single-Precision
Project

L 1

Project General
Settings

“Support Datamine
extended-precision
files”

I 1

:> Extended-Precision
Project
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Data Type Symbols in Studio 3

The Project Files control bar lists all files within the project whatever the
format. Studio 3 uses symbols to help you to identify the data.
Standard symbols are used for Non-Datamine formats (e.g. text).

Symbol Description
= statichole Single-precision Datamine format file in the project working directory.
2% Collars Single-precision Datamine format file imported to the project from another data format using
d the Data Source Drivers.
Fé‘g Callars Existing single-precision Datamine file added to the current project (not in the working
directory).
it SUrvEYS Single-precision Datamine format file imported to the project from another data format using
d the Data Source Drivers — Compressed on disk.
== chaticd Extended-precision Datamine format file in the project working directory
e Surveys Extended-precision Datamine format file imported to the project from another data format
d using the Data Source Drivers.
|=$ vb_tcpit20 Existing extended-precision Datamine file added to the current project (not in the working
- - directory).
e SUrveys Extended-precision Datamine format file imported to the project from another data format

using the Data Source Drivers — Compressed on disk.

iﬁﬁ’ SuUrveys Datamine file that is in the projept bgt whose physical file cannot be found (in this case, an
uncompressed extended-precision file)
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Studio 3 Data Categories

DATAMINE

The data in a Studio 3 project is divided into seven categories depending on the
format, the location and how they are accessed.

Data Type Description

Datamine file (.dm) Datamine files in the project.

Distributed Datamine file
(.dm)

Imported by DSD and
cached as Datamine file

Datamine files in other locations.

Datamine files created in the project from a DSD import. Can be refreshed from
their original source.

(.dm)
External Data, Data which is always loaded into memory, from an external data source, when
automatically imported the project is opened. Uses DSD.

Data, stored in the Project file, which is loaded into memory when the project is

Archived Data
opened.

All other file-based data relevant to the project such as .htm, .mac, .xlIs, .doc ,

Other Files gvp replay files, .bmp , emf, etc.

Memory Only Data Stored in memory but not saved to file.
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Loading Data Types

DATAMINE

What data have you got? Where is it and what do you intend to do

with it?
In that case:
Data format In Project Purpose
« Display
Yes
- S ,
Processing
Datamine
-~ - Display
No
~ :
Processing
_ Display
Yes
- ™ Processing
Non-
Datamine _
-~ - Display
No
~ Processing

@ @
Relevant menus

Data | Load | Points, Strings etc

I>>> Commands

Data | Load | External Datamine File | Points, Strings etc.
File | Add To Project | Existing Files..

Data | Load | Data Source Driver | Collars, Surveys, etc
File | Add To Project | Imported From Data Source

Data | Load | Data Source Driver | Collars, Surveys, etc

File | Add To Project | Imported From Data Source
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Loading Data into Memory

Non-Datamine Data
. All non-Datamine data must be loaded using a Data Source Driver.

Datamine Data

. Datamine data can be loaded in a number of ways:

—  Drag-and-drop a Datamine file from Windows Explorer into one of
Studio’s display windows.

—  Drag-and-drop a Datamine file from Project Files control bar into one of
Studio’s display windows.

—  Right-click on a file in the Project Files control bar and select Load from
the context menu.

—  Choose Data | Load | Points... Strings... Wireframes... etc. from the
main menu.

. Pressing the Ctrl key whilst loading will, for all methods, open the
filter dialog for filtering data on loading.
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Filtering Data on Loading

When loading Datamine data, press the Ctrl key to open the Filter
dialog.

The one below is for a string file.

. The Data Fields check boxes let you select which fields to load.

. You can also add a filter expression directly into the Filter box or use
the Expression Builder to help you.

File Deseription Expression Builder E

c:\databazesstudio3vintdemodata_vb_lkopa.dm

c:\databasehstudiohintdemodata_vb_lkopo.dm, 0 records
FILE CREATED BY S¥STEM USING DATAMINE ON 04404406 }
Expression

Data Fields Coordinate Fields
¥ COLOLR ¥ E—_-
e xP ¥ ¥p -
[w P Check Expression Validity |
[vizP z i -
EPTN Variable Selection Operators
w PVALLIE . -
¥ SYMBOL Control Fields =|--c:\database'studio3jntdemodatal_vb_|topo.dm Comparision

Point Value defines which string this COLOUR _ - o | -
[ZLSTYLE point belongs to. XP j ﬂ ﬂ ﬂ ﬂ ﬂ j j

PYALUE PYALUE - ¥P Logical Operators

ZP
AND | OR | NOT

Point number defines the sequence of PTN J J J M

paints. PVALUE Expressions

FTN PN - SYMBOL Wildcard | Regular Expression |

LSTYLE
Data Selection
Filter | |
All | MNonga | Expression Builder. .. oK | Cancel | Help |

oK | Cancel | Help |
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Controlling Loading Data

DATAMINE

Once data is loaded into Studio 3 it becomes objects; each file
being loaded as a separate object.

Studio 3 provides a fast, intuitive tool for managing (unloading,
reloading and refreshing) data — The Loaded Data control bar.

It has several useful tool buttons...
...and each level has its own context menu with appropriate option@pen Project Browsers for:

[ Load P[[__From Project ¥ a=! Block Model... Models, Drillholes, Points,
From File » |2 Drillholes...
Create Table... =
redie Jabe From Data Source P |, Points.. Stnn@gmmwgnager

Project level & relgad.. = Strings...
o T E:H Wireframes...
§! Refresh...
. %! Refresh All ed Data

[ ]
Object level — oot B B R
#| Export... Eﬁ Studio3b.dmproj
Set Conversions... «-~ _holes (drillholes)
¥, Data Object Manager... =B | _oremod3 (block model)
Properties «-", _contour.dm (strings)
™. _orestr.dm (strings)
[ Data b | Reload... + & New Strings
Extract Refresh... #-@> _oretr/_orept (wireframe)
Add Column Save
_oremod3 (block model) Properties... Save As
¥, Data Object Manager... ExpoE... ¥ Cust... % Load...| Holes | ®1Sheets
Unload...
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Data Object Manager

DATAMINE

The Data Object Manager is a powerful tool for interrogating and
manipulating objects.
It displays all loaded objects in the Loaded Data Objects panel.

W&ﬁ@&ﬂﬁ@ﬁifﬁémﬁmmmmabm Eymmﬂmtmmm
dsct

Object Name

| — ... which enables you to
Choose an Extraction Method eXtraCt a. SUb'ObjeCt

e - | ==-| from an existing
Key Field: [ =1 brae [ cooie |

: object using a field
5 ExtractUsingF\I/v 2 .

Dt Obiget Mo nazer

nlnt: /w8 58 //f/

Loaded Data Objec Data Object IData | Filter \Wizard

il
1
1
il
r

-y _holes [d lholes) ) .
+ @ oremod3 (hl ck model) Object Attributes
e _( e (strings) Object Name
vy orest. ‘jm (strings) Description Datamine strings: _c oK. | Cancel |
ﬂl\l ! Strings
+ & _oretr/_orept (wireframe) Long Description \;I tabase\studio3
ontour.dm (c: \databa: smn 3\_contour. dm) 7300.50
D tamlne string data, 383 records 7338, 49 Check Expression Validity |
Created by DmFile Compon t(S ingle Precision) on 31/1; 7877.894
Time Stamp | Variable Selection Operators
Version Info [o.0.0 =|--_contour.dm (strings) A Comparision

e [ . ioad FIEEEEEEE]
20 strings / _Z_Coord Logical Operators
m | o | wor| 0 |

A
PVALUE
Fiter [ / COLOUR Expressions
Expressior Builder. .. TAG Wildcard | Regular Expression |
PID
Store in project file [ RDFLAG
v

Data Source ‘(: \database\studio3\_contour.dm BLOCKID Data Selection

T | |

& objects loaded. OK Cancel \ Help |
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Exercise: Data

Try the following:

. Click £z the Project Files control car (PFCB) to contract all categories.

. ICOPY file _vb_assays to templ and examine both files in the Files window and the Properties
control car.

. Highlight the Assays category in the PFCB and examine the Files window.

. Open the Project Settings dialog (File | Settings or right click in Design window and select
Settings). Examine “General’.

. Double click the Mouse Position bar, and test options.

. Load c:\database\DMTutorial\Data\VBOP\ vb_stopo.dwg directly into memory (right click in Design
window | Load | External data source).

. Drag and drop a model file from Windows Explorer or PFCB.

. Click a model cell in the Design window and examine the Data Properties Control Bar.

. Test the options on the Current Objects Menu Bar. Create a new string. Link strings to create a new
wireframe.

. Use the Control key | 5tngs Iz _vb_stopodwg [ | o e %

. Test options on the Loaded Data Control Bar

. Test options on the Data Object Manager
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Introduction

Studio 3 has very powerful drillhole processing, providing two
routes for desurveying drillholes; each with its own benefits.

Static Desurveying — using files in Datamine format.
—  Uses Datamine collars, surveys and sample (assay, lithology) files.
— Uses HOLES3D process to create a Datamine desurveyed drillhole file.

—  Produces a Datamine desurveyed drillhole file which can only be
changed by running the HOLES3D process again — Hence STATIC.

Dynamic Desurveying — using data loaded into memory.

—  Uses collars, surveys, assays, lithology etc. tables loaded into memory.
These may be any data format: text, ODBC, Datamine, etc.

—  The purpose of each table is identified in the context of the desurvey
process — Desurveying is then automatic and on-the-fly, creating and
displaying drillhole traces and downhole columns.

—  Refreshing with modified data will update the drillholes automatically —
Hence DYNAMIC.
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Static Drillholes

Static and dynamic desurvey methods use the same algorithm...
... but they represent the trace of a curved drillhole differently for very good reasons.

All drillholes start from a collar location.
When the hole is drilled, it may curve depending on the condition of the ground.

The hole is divided into sample lengths...
...and the sample centre points are located.

Static Drillhole requirements and how achieved:

Static Drillhole

Collar offset Drillhole

Sample centre should be a the correct location.
Collar

Sample length should be correct.

Sample represented as a tangent to the centre point with
the correct length.

There are one or two drawbacks:

Collar will be offset for curved drillholes.
There will be gaps between samples.
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Dynamic Drillholes

Remember — The desurvey algorithm is the same.

This describes the dynamic representation.

As before, the drillholes being represented start from a collar location.
When the hole is drilled, it may curve depending on the condition of the ground.

The hole is divided into sample lengths...
...and the sample centre points are located.

Dynamic Drillhole requirements and how
achieved:
Samples should meet and form a continuous trace.
Drillhole collars should be in the correct locations.
Sample drawn between sample end points including collar.

Drillhole
Collar

Sample

Again, there are one or two drawbacks:
Centres

The samples are not the correct length (short).
The sample centre points are offset.
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Uses and Differences - Summary

Static and dynamic desurvey methods use the same algorithm...

. ... but they represent the trace of a curved drillhole differently for
very good reasons.

We need statistically valid drillholes for: We need a continuous representation of
Interpolating grade values into block models. drillholes for:
Resource categorization. . Geological interpretation.
Presentation.
Static Drillhole properties: Dynamic Drillhole properties:
Sample length is correct. . Represented sample length shorter than real
Sample represented as a tangent to a curved sample length.
drillhole. . Sample represented as a chord of a curved
Centre point of sample is correctly located in drillhole.
space. . Sample start and end points are correctly located.
Collar may be offset for curved drillhole. . Collar position is correct.
May have gaps between samples. . No gaps between samples.
In Summary:
. A static drillhole is statistically correct for use in interpolation processes.
. A dynamic drillhole is a better graphical representation and more suitable for

geological interpretation.
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Glossary

Studio 3 is a multi-layered environment, containing windows,
sheets, projections and overlays in a common display
hierarchy:

Main Window The highest level of display — A window contains one or more sheets.
Examples: Design, Visualizer, VR, Plots etc.

Sheet The means for showing more than one view of the data (3D objects)
within a single window. In the common, display hierarchy, each
window (Design, VR, Plots etc) has at least one sheet. Some
windows (Plots, Tables) have many sheets.

Projection A discrete view of the data in memory. The Plots window allows
multiple projections to be displayed on a single sheet. Other
windows (e.g. the Design window) follow the window : sheet :
projection hierarchyonal:1: 1 basis.

Overlay A representation of a 3D object. An overlay has two main
components: the object that it represents - shape, size and location
in 3D space, and its formatting instructions. A single overlay can only
represent a single object, but a single object may be represented by
many overlays.
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Display Hierarchy

Overlay 1 N

Design : : A
Design Sheet Design Projection Overlay 2
Overlay 3 i(\
[ Visualizer }

Plots Sheet 1 Overlay 1
Projection 1 SvalE 2
Plots Sheet 1 4 Plots Sheet 1
Projection 2 Overlay 3
Plots Sheet 2

Plots Sheet 2
Projection 1 Overlay 1

Logs Sheet 1 W Overlay
[ Logs } Logs Sheet 2 W
Logs Sheet 3 } Overlay 1

N Overlay 2

[ Tables Table 1 W
Table 2 } Overlay 1
Overlay 2
[ VR }L { VR

Sheet
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Controlling Display

DATAMINE

The Sheets control bar is the nerve centre of Studio 3’s display
control. It consists of a tree which expands to reflect the display

' :
hierarchy: =3

. ﬂ_j StudioSPemoz.
- W I n d OWS E--gﬂ Design

=[] Design

— Sheets =&

— Overlays

It controls which overlays are visible

within each projection. )

* Double-clicking an overlay opens the

Format Display dialog for that overlay. ::::E% kil i (o erane)

=] Plots

E...&

=[] Plan - Cwerview
-]+ ] Plan Projection

----- O orid

----- Ot Hul

..... O Section Line

..... Hales Overlay

..... \\ _wb_ltopo (strings)

drrptaj -

Wigw

E% Dresign Projection

Civetlays

----- ™., _vb_ltopo {strings}
----- % _wb_stopotr/_vb_stopopt (wireframe)

- Projectons -

----- [F.” Linear Feaures
----- D@;) Lithology

- [Jabe Annatation

_wb_minst {strings)

-[Jabe Annotation Yeckor

O™ Froject_area
-]+ Dimension Arrow
. Traces

\/D Holes Owerlay
D/D Hioles Cverlay

Ok _wb_itsurfacetr}_wb_itsurfacept (wireframe)
O _wb_itpitstrings.dm (strings) (23

O™ _vb_hault.dm (strings)
O™ _vb_haulz.dm (strings)

_wh_mintr2/_wb_minpt2 (wireframe)

Civetlays

\_ Project_frea
[+ Dimension Arrow

D@ _wb_itsurfacetr!_vb_itsurfacept {wireframe) lI
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Formatting the Display

The appearance of overlays in the main display windows is controlled
by the Format Display dialog, which can be reached in several ways:

Overlays |

— Overlay Object

_wh_ltopo [strings]
ﬂ}_\rb_stopotn’_vb_stopopt [wireframe)
\_vb_minst [ztrings]

" Linear Feaures

& Lithology

abe Annotation

abe Apinotation Yector

\ Project_sfrea

= Dimension Arow
ﬂ}_vb_itsurfacetr.-"_vb_itsurfacept [wireframe]
\ wh_itpitstrings. dm [strings] [2)
\ whb_haull.dm [stringz]

\ wh_haul2.dm [stings]

\ wb_blastmarks.dm [strings]

ﬂ} wh_mintr/_wb_minpt [wireframe]
ﬂ} wh_mintr2/_vb_minpt2 [wireframe]

Add..

Delete |
Reset |

r— Owerlay Format

I Wisible
— Display As:
" Paints

" Labels Ornly
* Lines
! Faces
! Blocks
 Anmows

= rtersection

" Snap Paints

Style |C0|0r I Symbolsl Labelsl Advanced

[" 3D Rendering
- Shading

& None
= Flat

= Smoth
= Dravs ko de
& Momel
| Highlighted Edges

= Hidder Lite Femmoal
! Display Hul

™ &pply o all overays displaying _vb_ltopa (shings)

J
@j Design

)

=-[7 Design View
=3 Desian Projection

Overlays

_vh_lkopo {skringsg

. _wb_stopote)_vh

[¥] ™. _vb_minst {strings}

.~ Linear Feaures

|:|£;79 Lithalogy

abe Annatation

[Oabe annatation Vectar

D\ Project_Area

[+ Dimension Arraws
Traces

M. Holes Overlay

M~ Helas Auarlaw

soopopt (wirefrarme)

Syrnbols I Labels I Advanced

[ 30 Rendering
 Shading

' None
£ Flat

£ Smooth
- Draw kode
£ Narmal
€ Highlighted Edges
£ Hidder Lite Femoyal
€ Dizplay Hul

inly

g

lile3

- ol

aded Data I'EI Sheets |

o ]

Cancel

Apply Help

| o |

| | [~ Apply to all overlays displaying _vh_ltopo [strings)

Help

Cloze

Apply

* Note that the dialog opened from a menu (right) is slightly different
from the “double-click” dialog, which is specific to overlays.
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Exercise - Format Display

Try the following:
« Open the Format Display dialog (Format | Display) and examine the Help!

Load different data types:
— Points, strings, drillholes, wireframes, block models.

« Examine the Sheets control bar. Expand the Design tree.

« Double click an overlay (object) name to open the Format Display dialog.

« Examine the range of tabs for each data type. Change the values and apply.

* Re-colour objects by selecting a different legend (Color tab) or choose a fixed colour.

* For wireframe faces choose “Filled” colour and select “3D rendering” on the style tab.
Vary the “shading” and “draw mode” options and get a feel for what each does. Press
the shift key and use the mouse to rotate the view. Compare this with normal
rendering.

Do the same for the block model.

« Display points as “labels only”. Use reset on the “labels” tab to list the fields that can
be used. Choose the position for the label relative to the point and format the label.

« Create two overlays for the wireframe object — one for displaying the triangles and one
for displaying the wireframe slice.

* Use the Drillhoel formatting options, including Downhole Columns.
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Legends

« The default appearance of all loaded data in Studio 3is controlled by a
legend.

 Alegend is a convenient way of assigning a consistent but unique
appearance to a predefined value or range of values. By creating and
using legends, the representation of data may be made both distinctive
and consistent between projects.

» Legends provide everything you need to control the line-styles, patterns,
symbols and colours necessary to enhance the presentation of your data,
and aid its interpretation.

« Each overlay can be displayed using its own legend.

 There are three types of legend: System Legends, Project Legends and
User Legends.
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Legends — Types of Legend

« System Legends are provided with the installation and are data independent.

— They cannot be edited or deleted. They can, however, be copied and pasted to the other
legend categories where the copies may be edited.

— They are stored in the Legends folder (...Program Files/ Common Files/ Earthworks/
Legends).

 Project Legends are stored in the project file.
— They are created automatically when data is loaded into memory.

— They are created automatically when Data Source Drivers are used to import data, and
referred to as Driver Legends.

— They can be created by the user through the Legend Wizard.

 User Legends are stored independently of the project.
— They can be shared between different projects.

— By default they are stored in C:\Documents and Settings\<username>\Application Data\

Datamine\ Legends\ user.elg. However they may be saved to and loaded from any
location.

— They can be created by the user through the Legend Wizard.
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Legends — Key Features and Functions

 Legends Manager provides some very powerful tools for creating, editing and
managing legends.

— The default appearance is a list box displaying the SYSTEM, USER and PROJECT
legends currently loaded..

« Legend Wizard aids creation of new legends.

— The legend wizard is a quick way to create legend items covering the full value range of an
object field. The Legend Wizard takes you logically from step to step to produce a
functional legend.

« Creating a new legend
— From the Legends Manager, click the New Legend button.
— The wizard will help you every step of the way.
 Modifying a legend

— From the Legends Manager, ensure that the desired legend tree (e.g. USER) is expanded
to reveal the current legend names.

— Expand the required legend to show the intervals, select one and click the Edit button.

Moving to Studio 3 — Overlays



Exercise - Legends

Try the following:

Open the Legends Manager (Format | Legends) and review the Help!
Create a legend for each data type and save them as Project Legends.
Copy a Project Legend to a User legend.

Load the grade model (_vb_modgrd) and apply the default legend for AU.

Examine the correspondence between the colour of a cell in the Design
window and the AU colour in the Data Properties control bar (they should
be the same!).

Edit the default AU legend, and make sure the colours in the Data
Properties control bar still match.

Create a new legend using Object Field ZONE, and select the Unique
Values and Convert to Filter Expression option. Examine and apply the
resulting legend.
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Table Editor — Introduction

The Table Editor

 |s a standalone tool for viewing, creating and editing Datamine
(.dm) files. It can be run from within Studio or by double-clicking
on a .dm file in Windows Explorer.

« [t can create standard Datamine files using templates (e.g. points,
block models, strings, section definitions etc.).

« |t can save a Datamine file as a CSV file and it can open CSV
files.

|t supports single and extended-precision file formats and converts
between them.

* |t has an interface based on the look and feel of Excel.
* It has a scriptable interface.
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Table Editor — Glossary

Field Name

Column (Field)
Row (Record)

Implicit Field
Explicit Field

Table
Numeric Field

Alphanumeric Field

DATAMINE

A description of the data contained in a vertical column of cells.
Maximum 8 characters.

A vertical list of cells
A horizontal list of cells
A column for which the value is the same for all records, and is

only stored once.

A column for which the value may differ between records and is
stored individually for each record.

A 2D matrix of columns and rows
A field containing an integer or real number

A field that may contain a mixture of alpha and numeric
characters. Each group of 4 characters uses the same storage
space as one numeric field.
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Exercises — Table Editor

DATAMINE

Try the following:

« Take a copy of a file eg _vb_stopo and open it in the Table Editor.
* Review Help!

« Use all the tools on the tool bars.

« Use the Definition Editor to define a new points file.

« Copy and paste to and from multiple occurences of the Table Editor
and/or Excel.

Try the Previewer:
« Right click menu from Project Files control bar or from Windows Explorer
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Glossary

Wireframing and Boolean Definitions:

Decimation Reduction of the quantity of data (points and triangles) required to represent an object.
Verification Removal of duplicate points and faces.
Union (Boolean) Creates a single wireframe object with the same surface appearance and

characteristics as the two component wireframes together. Any common volume is not
distinguishable.

Intersection (Boolean) Creates a single wireframe from two, consisting of the common volume of the two.

Difference (Boolean) Creates a single wireframe from two component wireframes by removing from the first
wireframe any volume that is common to the second. X-Y is different from Y-X.

Extract Separate Creates a separate wireframe for each logically discrete piece of a two wireframe
(Boolean) interaction. Includes "differences”, "intersections" etc.

Cookie Cutter Excludes any of the second object from the resultant object in a Boolean operation.
Split The separation of a wireframe into two at the intersection with a plane.

Section The creation of a string along the intersection of a wireframe object with a plane.
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The Wireframes Menu

DATAMINE

This overview of the menu summarizes the changes to wireframing and to the
Boolean operations.

Wireframes

Current Wireframe

@. Yerify

] Decmate
Calculate Yalurme
Boolean Operations

Plane Operations

®

Mew Triangle
Unlink, Triangle
Move Wireframe Point

Insert Wireframe Poink

J

Union

Edit Attributes
Translake ‘Wireframe
Fuokate Wireframe

Scale Wireframe

Maove Wireframe

Copy Wirefame

ge8eo|d

Split

Multiple Split

Section

rulkiple Section

Hull ko Skrings
Project DTM to Plane

JAVAL

|

ns

y|
Y

Opdate OTH

Erase YWireframe

Linking
Interactive DTM Creation

Wireframing Processes

Wireframe Settings

Moving to Studio 3 — Wireframes
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These commands have bemed, but
rewettent.changed.

This command has not changed.
These commands have been
rewritten.

These commands have been
rewritten.

These commands have not changed.

This command has changed.




Summary of Changes

The wireframing capabilities of Studio 3 have been greatly
enhanced from those of previous versions. The main
changes are:

— New look and feel — Common dialog for similar commands.
— Options specified up front (using the dialog)
— New Boolean engine which is:

* Faster.
« Able to cope with some wireframes which failed previously.

— Selection by whole object, but group, surface and attribute selection
still available.

— Can translate, rotate and scale objects interactively.
— Boolean operations create new objects.

4 [ J
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Wireframe Selection

DATAMINE

The default selection method is by whole object. A single-object
wireframe command will automatically select the current wireframe

object.

 Opening the combo box provides choice of other loaded wireframe objects.
« Clicking the “Pick” button enables you to select a wireframe by clicking in

the Design window.

« When using the pick tool, the action is preordained by the Project Settings

dialog — Provides a choice of default actions...

« ...or no default action which triggers a dialog with the Pick tool.

B —— x|

— Object Hame
I_vb_qDBDDtrf’_vb_qDBDElpt [wirefrarne]

— Selection Method

{* Select By Object ¢ SelectByGroup Select By Field I j
" Select By Surface

" Select By Attibute € Custom Filter /izand |
0k I Cancel |

x|

¢ The same selection options

are available on picking as
cquld be set using the
Project Settings dialog.

| Uk | Lancel | A

ply |

Help
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Wireframe Commands - Verify

DATAMINE

The Verify command attempts to identify separate surfaces, and ensure their
faces are consistent and upward/outward facing as required by Boolean
operations. The dialog has the following options:

. Stores the surface number in the field x|

specified.
) . -1 rE

« Removes vertices which share the same = R_l
location.

- Tolerance for duplicate point identification. =~ @ I/Storesufacenumber fsurRFace r

* Removes edges which share the same ® ¥ Remave duplicate verices @ Tolerance: [0
vertices. ® v Remove duplicate edges @ [~ Check for open edges

° Removes faces Wh|Ch Share the same ® ¥ Femove duplicate faces @ [ Check for shared edges
Vel"[ices ® v Femove empty faces @ [ Check for crossovers

« Removes faces that have an area of zero. [ ok | cance

* Checks for edges which are not shared by

at least 2 faces, and creates strings from
them.

« Checks for edges which are shared by more than 2 faces, and creates strings from
them.

« Checks for faces which penetrate each other, and creates strings from them.
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Wireframe Commands - Decimate

DATAMINE

Decimate attempts to reduce the number of polygons in a wireframe, whilst
preserving the wireframe shape. The dialog has the following options:

* Choice between speed and accuracy —

Experience has shown the fast method to

be perfectly adequate in most cases.
* Reduction Target can be set to:

Percentage reduction — Default because
knowledge of data necessary for other
options.

Maximum error — The maximum distance
that a face can move when a vertex is
removed, or

Both of the above - The first target met will
be used.

* Features within the wireframe can be
preserved defining a feature edge angle
and using weighting factors.

A Feature Edge is an edge between polygons where the angle is sharper than the defined
angle - It can be used to preserve features such as ridge lines.

A Boundary Edge is an edge used by only one face (i.e. it is open).

Both Edge weights have a range of 0 to 1 where: 0 = Do not preserve, and 1 = Preserve all.

Moving to Studio 3 — Wireframes

x
—Yfireframe Mame Face Count—
I_vl:u_mintra’_vb_minpt [wireframe] j I E‘g) | |V |1 B72

— Decimation kethod

@ ' Quadratic Decimation [fast] @ © Measured Decimation [acourate)

— Reduction Targets

@ ¥ Feduce By |25 %@ I Maximum Errar: IEI
— Feature Prezervation Weighting

Feature Edge “Weight: |1 Feature Edge Angle: |45
Boundary Edge ‘eight: I‘I

| k. I Cancel |




Wireframe Commands — Calculate Volume

Calculate Volume calculates the volume of a solid wireframe, or the volume
between a DTM and a selected elevation above or below the DTM.

Verify is selected by default as it is
recommended that the operation should
be performed on a verified wireframe. Not
necessary if wireframe is known to have
been verified already.

Specify whether wireframe is a closed
volume (solid) or a DTM.

For either case, you may use a nominal
density to get an approximate tonnage for
the wireframe volume.

For a DTM, choose whether you would
like the volume above or below the
wireframe then...

...define the elevation to enclose the
volume.

Run the command...

DATAMINE

x
— Object " erify
. | i | o

I_vl:n_pdsgn2tra’_vh_pdsgn2pt [wireframe] j v
—Object Type Optians

" Cloged Volume & Yolume Sbove DT

o ® To |255.nt1
& DT " Walume Below DTHM
@ Density: I'I
] 4 I Cancel |

Paimurm % co-ord = 5770.00
Minimum surface dip = 0,00
Maimurn surface dip = 490,00
Mumber of triangles = 4464

... and a results summary will open. Results will also be reported to the Output window.
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Boolean Functions - Introduction

A true Boolean function performs a logical operation on two volumes to
produce a single volume. Not all the so-called Booleans are true
Booleans.

These are some general notes for using the Booleans:

« Wireframes should ideally be closed, with EEE  ———— x|
no shared edges, or intersecting faces. [ Obiecs | P e
. h f t ” tt t t I Dbject Igreen_pyr_tra’green_p_l,lr_pt [wireframe] j [ .|7
T_ e unC Ion WI a emp O C Ose Object Ired_cube_tn’led_cube_pt [wireframe] ﬂ R‘gj .l_ v
wireframes unless it is told the wireframes
— Optionz
should be open. I CodieCuer @ 1 e |

* Open wireframes will generate a warning,
and the operation may fail (not always).

* Face direction is very important in Boolean
functions. It is highly recommended to
verify unless you know the wireframe has
already been verified.

« The Cookie Cutter prevents any part of
Object 2 from being included in the
resultant object.
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Boolean Functions — True Booleans

DATAMINE

The true Booleans are: Union, Intersection and Difference. They all
use a variation of the dialog shown on the previous slide.

Starting Condition: Union:

 Object 1: Green pyramid. *  Outer shells of Object 1 and 2

« Object 2: Red cube. combined in a single object.
=] 1

= i

Difference: Intersection:
«  Object 1 with the volume from Object * The shared volume of Objects 1
2 removed from it. and 2.

=" ||
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Boolean Functions

Extract Separate splits the two objects into all possible component
parts, along the lines of intersection.

ii j

R

Strings From Intersections creates strings where the faces from the
two objects intersect. The attributes for the strings come from

Object 1. 7




Boolean Functions

DATAMINE

Some wireframes have many overlapping surfaces. Solid Hull
attempts to create a single shell around the surfaces, by applying
progressive unions to the sub-object formed by each surface.

« Different sub-objects may be
identified by using Verify, and then
using the resultant SURFACE field.

» Alternatively another field (e.g.
COLOUR) can be used to identify
the different sub-objects.

« Verifying the sub-objects
individually ensures they have
consistent outward-facing normals,
and checks for any problems
before the union.
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Y erify

= | o

—5Sub Objects

KepField [COLOUR @

j @ erify: [V

s I Cancel |




Plane Operations — Defining a Plane

DATAMINE

Studio 3 has many more ways for defining a plane than previous

versions had. These planes can then be used to interact with a

wireframe using the “plane operations”.
The Design View Plane is the default plane and
this can be reselected using the “Use View
Plane” button.

A plane can be defined as:
— Horizontal,
— North-South,
— East-West, or
— By Azimuth and Inclination.

Each requires a “Plane Reference Point” to fix it
in space. E.g. A value for the Z coordinate will
fix a horizontal plane.

A face on a wire frame may also be selected as
a plane, using the “Pick Face” button. The point
picked will be the default reference point.

The “multiple” plane interaction commands
have an “Inter-plane Distance” option which
creates parallel planes that distance apart.

Multiple Split x|

Dbject

Ibu:uwltr#l:u:uwlpt [wireframe]

=

Flane Orientation

- o -
@ Horizontal | Azirnuth |'|41.E| _lj. b |245.824144_|;
(] Nu:urth-Su:uuthl Inclination: |55.5?1 13 @ " |385.54E|I33558

@ Ea:twest

— Plane Reference Point

Z: |-359.68461655

Uze Wiew Flane

‘%@ Fick Face

Cptions

Inter-plane Digtance: |5|:1 (]

Cap Erds W

Cancel

i
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Plane Operations

DATAMINE

The Split operation separates a wireframe along a plane or

parallel planes.

« With a wireframe loaded, run Split
or Multiple Split from the Plane
Operations menu.

« Define the plane. In this case, a
horizontal plane has been selected
(Azimuth and Inclination both 0).

« Set the Inter-plane Distance for a
multiple operation.

« Select whether the ends of each
wireframe split should be capped
(Note that any caps will not take any
of the wireframe attributes).

Multiple Split

x|
— Object
Icnmbnbtrs’combobpt [wireframe) j E‘ﬁj
 Flane Orientation——————————— Plane Reference Fairt
@ Huiizontal | Azimuth: ﬁ " M
NDrth-SDuthl Inclination:lD— S Im
E ast-Wwiest | 7 Im

1ze View Plane | %@ Pick Facel

Optiong
|7|nter|:ulane Diztance: |5|j .

Cap Ends: v .

Cahicel |
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Plane Operations

DATAMINE

The Section operation creates strings and/or faces where

the object has been sliced by the plane.

«  With a wireframe loaded, run
Section or Multiple Section from the
Plane Operations menu.

« Define the plane. In this case, a
horizontal plane has been selected
(Azimuth and Inclination both 0).

« Set the Inter-plane Distance for a
multiple operation.

« Select whether the strings should be
filled.

x
— Object
Icombobtra’cnmbobpt [wireframe] j |§g)|
Plane Qrentation————————————— Flare Reference Point
£ bt [0 = % [6050.85312 =
anth-Snuthl Inclinatinn:lﬂ A |5095.U??59?4
East-west | z |133.98494?39
Llze Yiew Plane | %‘@ Pick Facel

Fill Stings: I~ @

Optiong
|7nterpane Distance: IEU .

ok |
Canicel |
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Plane Operations

DAT/JMINE

The Project DTM to Plane operation projects the boundary
of the DTM to the plane to create a solid wireframe.

* The projection is always
perpendicular to the plane.

« The example projects a DTM to a
horizontal plane at an elevation (Z) of
300.

« The DTM should have no overlaps in
the projection direction as crossing
faces will result.

» Crossing faces will be reported and
the resulting wireframe can be kept or
discarded.

Project To Plane

— Object
Studio3 |
£p "'_-. 49 Crossovers Found! "
*
[ Do wou want ko keep the new object?
Yes Mo | ”
Lz Wiew Plane | %‘@ Pick Facel
Optiong
Cancel |
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Other Wireframe Commands - Translate

Translate Wireframe will move the wireframe by the
specified distance in the specified directions.

« Select the object to be moved using

either the combo box or the pick ]
tool. - Object
. . cormbabtrdcambabpt [wireframe] ”E‘ﬂ
« Set the translation vector by editing
the X, Y and Z edit boxes. - Tanslate By
_ ) # |10 ®® il
« “Apply” will perform the translation, v @ 5
leaving the dialog open for further or > [ .: o I|
Cancel

repeat translations.

« “OK” will perform a single translation
then close the dialog.

« “Cancel” will close the dialog.

Note: If you have used “Apply” and do not wish to make a further
change, use “Cancel” not “OK".
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Other Wireframe Commands - Rotate

DATAMINE

Rotate Wireframe will rotate the selected wireframe by the
specified angle about the specified axes.
Select the object to be rotated.

Il:-:uml:u:ul:utr.n"cnml:uul:upt [wireframe]

Set the rotation angle by rbiw
editing the X, Y and Z edit

boxes Rotate By
Set the point around which the __ -
object will rotate: )

11

— Center (of the bounding box)

Ratate Around

x: |6050.89312661154

— Centroid - Centre of gravity
— Custom point (picked in the

. [6056.07753746703

z I'I 33.96494 7392385

Design window)

“Apply” will perform the rotation, leaving the dialog open for further rotations.
“OK” will perform a single rotation then close the dialog.

Note: If you have used “Apply” and do not wish to make a further change, use

“Cancel” will close the dialog.

“Cancel” not “OK”.
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Other Wireframe Commands - Scale

Scale Wireframe will scale the selected wireframe by the

specified percentage along the specified axes.
Select the object to be scaled.

Set the scale percentage by ttt

editing the X, Y and Z edit

B2

bOXGS Scale By

g |15III 4
Set the point from which the j — :
object will be scaled: R

— Center (of the bounding box)
— Centroid - Centre of gravity
— Custom point (picked in the

v Lock sues

Scale Around

' Center

" Centraid

" Pairt i IEEIEEI.8931 2BE1154

? | i I5EISE.D?'?55?45?EIEI

z I'I 33.964347392385

DATAMINE

o Apply |
o

o Cancel |

Design window)

“Apply” will perform the scaling, leaving the dialog open for further rotations.
“OK” will perform a single scaling then close the dialog.

“Cancel” will close the dialog.

Note: If you have used “Apply” and do not wish to make a further change, use

“Cancel” not “OK”.
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Other Wireframe Commands — Move and Copy

« Select “Move Wireframe” or “Copy Wireframe” from the wireframe menu.
* Click and drag on the required wireframe with mouse button indicated
below.

Note: Copy Wireframe will make a copy of the selected wireframe before moving it,
leaving the original wireframe where it started.
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Exercise - Wireframes

-
DATAMINE

Try the following:
* More than enough options to keep you busy for hours!
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Introduction

DATAMINE

Studio 3 has a completely new interface for ESTIMATE
which was a menu driven way of running ESTIMA.

The new Interface Is much more intuitive:

— Leading through the setting up process in a logical, sequential
fashion.

— Allowing parameters to be checked and modified at all stages of
the process.
It also includes:
— Indicator Kriging, and
— Macro Kriging.
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Starting Grade Estimation

DATAMINE

Like most Studio 3 processes, the grade estimation
Interface can be started from the menu or from the
command line.

Models

Create Model *

| Inkerpolation Processes P| % Basic Grade Interpolation
Manipulation Processes * Interpolate Grades inko Model
Reserves Processes » | Interpalate Grades From Menu J

|
Evaluate * Estimate Grade of Panels I
adjust o Ore Qutline 4 Interpolate Seam Elevations
Create Wireframe Ellipse

Define Estimation Parameters

Boreholes Per Estimated Cell

el

Estimate

M | o
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The Interface — Input Files

This Is not a grade estimation course; it assumes that you
are familiar with ESTIMA and ESTIMATE.

The dl alog Starts by gettlng Grade Estimation (ESTIMATE) x|
you to define the input ||an’lt ||;I::Ut| ]| Search Yolumes || Wariogram Modelz || Estimation Types || Contrals || Frevies W |
files: g — =

— Input model
Sample File Isamp|eb _I
— Sample data o

And to specify any Zone SR
Control and Sample Key | - c
fields. e —

. Zone 2 lﬁ

Click on the Output tab to e

nominate the output files... e 3]
¥ Save Restore | <2 Frevious Mext »» Fiun Cancel Help

Moving to Studio 3 — Grade Estimation



The Interface — Output Files

You can use the named buttons and tabs or the Next and
Previous buttons to navigate the dialog.

The Output tab is now active Grode Estmation (ESTIMATE) x
for yOU tO deflne |Inljut ;l::ml || SeachWolumes || Varogam Model: || Estimation Types || Controls I Bz |
— Grade model R L
— Sample Output file e =
(optional)
. . — Parameter Files [Input and Output]
And to specify parameter files " e | .
or elect to use default R ]
Val u eS ] Wariogram Model File Iestparvm _I
Next will take you to the
Search Volume tab.
¥ Save Restore | <2 Frevious Mext »» Fiun Cancel Help
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The Interface — Search Volumes

This page helps you to select or define a volume from
which samples may be used to interpolate grades into a
model cell. ot .

|_Search Volumes | “ariogram Models Il Estimation Types || Contrals Il Presigw |
~ Inde: Slrene Etgy|D|t|S a |
. .- sdd | Delete | Resst | iy Seatch ol
Yba me.gmy mmw u B 1: Search Vaolume i oty of sempls
Mﬁ h e/b m m aiwo r u S e M aximum number of samples lzg—
teerphapaltes wre [Pt
re-q umrme th e S h ap e ::i?nn::::njs:[of samples li—
—_ W@- r@iae’ ivdimﬁ S I O n S an d M awimum nurmber of samples lgg—
— Rytateic. volumes. [ —
Mirnimum number of samples |5—
T h e p ro C e S%eéarw u@g] %?és I O n M aimum number of zamples lgg—
than on h Volume.
?‘h gavl expansion
factor)
Import | E port |
Vs Restore | < Previous Mext F L. | Help
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The Interface — Search Volumes

-
DATAMINE

This page helps you to select or define a volume from
which samples may be used to interpolate grades into a

model cell.

The Beciosiey tab phowdesl|
the detan®tohsoe entered
defpecliga@metérsfor
tisteld stgaimg ty/heldsaanpds
dathassiroe edited in situ.

Experiefc@dtasersrwilim to be
prob&sH derkapIPIRStoring
old £88H1§< and editing
the SFARRKLPAGELT

defined earlier) —
maximum samples.

|__Search Volumes | ‘“ariogram Model: Il E stimation Types

Shape I Category I Decluster Surnmary
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The Interface — Variogram Models

DATAMINE

This Varogram Models page lets you import an existing
variogram or define a new one.

Grade Estimation (ESTIMATE) ll

[ Files |[ SearchVolumes ||_¥ariogram Models || Estimation Types || Contrals Il Presigw |

[ et Hotationl Structures Summaryl

The BotatimpsiEizsaseabtto o] Pl s
defidata you have entered VBRI

or spheiNeggetiatldn third e [

listemhiatiamps dlabinetrange s
andmmﬁited In Situ. STt |

FopaaeheR@tRiBqfihn one i
sioitaiigNork by restoring

ST3

old settings and editing L5l
the summary pages. T
ST4PART - LI
Import | E port |
¥ Save Festare << Previous Mext »» Fiun Cancel Help
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The Interface — Estimation Types

This Estimation Types page allows you to select the
estimation method and set the options and parameters.

The Attributes tab is used to
define:

The estimation method
Data fields to be
estimated into the model
Other model fields

The search volume and
variogram to be used

(you may have created
several of each)

Zone field values.

x
[ Files |[ SearchVolumes |[ " Wariogram Models ||_Estimation Types || Contrals Il Presigw |
- Inde Attributes | Options | Indicator E stimation | SLmmary |

Add | Delete | Feset |
~ Method
----- I'%MI " Mearest Neighbour
% Inverse Power of Distance
" Ordinary Kriging I~ Log
" Simple Kriging =| Log
7 Sichels T Estimator
[V Indicator Estimation - applies to all E stimation Parameters.
r— Data Field: Iodel Field
Sample Grade |4 vl Mumber of 5amples INUMSAM
Model Grade  [2)) \ariance CAMVER
[V Same as Sample Transformed Distance ITHANSDIS
Search Yolume ISEAH CHY
— Search and Y ariogram D efinition
Search Yalume |1: Search Yolume 1 j
Wariogram Model |1: ‘Wariogram Model j
—Zore Field Value
ROCK [1 =
Import | E port |
¥ Save Festare | << Previous Mext »» Fiun Cancel Help
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The Interface — Estimation Types

This Estimation Types page allows you to select the
estimation method and set the options and parameters.

Grade Estimation (ESTIMATE) ﬂ
[ Files |[ SearchVolumes |[ " Wariogram Models ||_Estimation Types || Contrals Il Presigw |
Inde: Attributes  Options | Indicator Estimationl Summaryl
- - Add | Delete | Feset |
The Options tab is used to T || [
----- ' Search Elipse
d efi n e . " |sokropic

 User Defined

— The anisotropy method

— The distance weighting
and power of distance ~ Distance Weighting

[ Include offsst distance

. . B . Distance |1—
Weighting fields to be =

u S e d . —Wweighting Field
Length 'w'eighting Field I - I
Denszity Weighting Field I - l

¥ Save Festare << Previous Mext »» Fiun Cancel Help
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The Interface — Estimation Types

This Estimation Types page allows you to select the
estimation method and set the options and parameters.

Grade Estimation (ESTIMATE) ll

[ Files |[ SearchVolumes |[ " Wariogram Maodels ||__Estimation Types || Controlz Il Preview |
- Inde Attrihutesl Options  Indicator E stimation | Summaryl

Add | Delete | Reset |

The Indicator Estimation tab T [ Menes

""" Select method to calculate mean grade of each interval.

|S USEd {o deflne the [ T —

" Awerage of lower and upper cutaffs

settings and parameters © amton g

— Dutput File:

for indicator estimation as | L
if S e I e Cte d 0 n th e Indicator values for each cutoff I _I

I™ Include "Frobability Above" and "Grade Above" fields in output Grade Maodel

att r i b U te S ta b : r Order Relation Corection

 Dowrwards
" Upwards

- M ean g rad e m eth Od & Average of Downwards and Upwards

r— Cutaff Drata

- O u t p ut fl | e S Upper cutoff grade for curent interval ID

Iean grade between previous and curent cutaffs ID

- Order relatlon CorreCtlon  Use mean grade for values above top cutoff
' Use median grade for valuss above top cutaff

- C utOﬂ: d ata . I anwal Entry &verage grade above top cutoff: IU

Impaort | Export |

¥ Save Fiestare | << Previous Mext »» | Fun Cancel Help
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The Interface — Estimation Types

DATAMINE

This Estimation Types page allows you to select the
estimation method and set the options and parameters.

TR e reen e A

The Summary tab shows all e e |I‘1Tab== | | :

the data you have entered

or specified so far. It is e (1

listed against field names A Pl

and can be edited in situ. gmsls
Experienced users will aicLez |

probably work by restoring apieTe 1 |

old settings and editing oo

the summary pages. _

ot | ot
v Save Restare << Previouz Hest > Fiuuri Cancel Help
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The Interface — Controls

This Controls page allows you to set factors that limit the
process.

Grade Estimation (ESTIMATE) ll

[ Files |[ SearchVolumes |[ Wariogram Models || Estimation Types || Controls 1l Preview |

Parameters | Model Lpdate |

The Parameters tab is used

& Sub-cells estimation

to S et . " Parent cell estimation uzing a full 30 matrix of points

" Parent cell estimation using only points which fall inside the subcells

— Parent cell estimation ~CellDiscrtisaton

h d & Mumber of points in, ¥ andZ ¢ Spacing between points in ¥, Y and 2
Mumber of points in #

—_ Ce” d|SCret|Sat|0n Murber of points in Y

MNumber of points in2

Spacing between paints in

Spacing between paints iy

Spacing between paints inZ

— Uneonstrained Modeling
Iurnber of subcells in s
[urnber of subeels in v

Iurnber of subeels in 2

o T 1T

¥ Save Festare | << Previous Mext »» Fiun Cancel Help
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The Interface — Controls

This Controls page allows you to set factors that limit the

process.
x

[ Files |[ SearchVolumes |[ Wariogram Models || Estimation Types || Controls 1l Preview |

Parameters  Model Update |

The Model Update tab is

W' Use update limits

IMiriirmLim I airnuim

u S e d to S et : | ¥ 8630.000000 4760.000000
| v 3350000000 3480.000000

- M Od e I U p d ate | I m ItS | 2 150.000000 2B0.000000 Reset Defaultsl

If there are inzufficient samples to estimate a grade

— Assign absent data (= s sbeant dta vl
Values Or Copy the grade " Copy the grade value from the genlogical mode
value from the geological
model.

¥ Save Festare | << Previous Mext »» Fiun Cancel Help
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The Interface — Preview

This Preview page shows all the selection and settings
that you made for your interpolation.

Grade Estimation (ESTIMATE) ll

[ Files |[ SearchVolumes |[ Wariogram Models || Estimation Types || Contrals Il Preview |

Settings | Summary |

The Settings tab shows:

il
Geological Model modelb SearchVolumes ~ esl tparzy

T h k tt- Sample zampleb ‘Yariogram hodelz estparvm
- e ey S e I n g S . Grade Model grout Estimation Parameters  estparep
Output Sample zampout

— Estirnat

These settings cannot be _
edited on this tab but you e P it

0
1
Ordinary Kriging 1]
0
1]

Can naVIQate tO the Simple: Kriging

Sichel's T Estimator

appropnate page and tab et g

or use the summary tab. et

The Run button is now active o i
and you can choose to run iyl vl
the process if you are

happy with the settings.

¥ Save Festare << Previous [Ent s> | Fun I Cancel Help
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The Interface — Preview

This Preview page shows all the selection and settings
that you made for your interpolation.

Grade Estimation (ESTIMATE) ll
[ Files |[ SearchVolumes |[ Wariogram Models || Estimation Types || Contrals Il Preview |

Seftings  Summary |

The Summary tab shows: e R -
. FROTO modelb DISCMETH 1
— All the selections and N e
Settlngs for the process Ed%TDPSFM Ziﬂ?mp iggg‘qATESE 1.000000
_ il Z0SFaCE | omoonm
— All values can be edited SAMPOUT et z’;::; E
from here. — || |
. . » wPT HMIM 8E30.000000
The Run button is now active ! o - o
ey | 2 [r8000000
and you can choose to run o R
. DEMS_F e
the process if you are R Ee ]
happy with the settings BTk e
" TAG gE:rEngDE 12 LI

¥ Save Festare | << Previous [Ent s> | Fun Cancel Help
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Exercise — Grade Estimation

-
DATAMINE

Try the following:

« Use the ESTIMATE menu to set up the parameters and estimate grade
into model _vb _modore.

@ @
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Plots Window — Introduction

The main purpose of the Plots window Is to produce

formatted and customized output ready for printing or
plotting.

It adheres to the display hierarchy such that, by default it contains
several sheets; some of which contain more than one projection.

More sheets can be added, and all sheets and projections can be
edited and customized.

Can add intelligent “plot items” such as:

— title boxes,

— legend boxes,

— annotation,

— features,

— tables etc.

to enhance and add meaning to a plot.
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Plots Window — How it FIts In

« Data loaded into memory is available to all windows,
Including the Plots window.

« All the features of a design in the Design window can be
displayed and formatted in the Plots window.

« Uses same controls for formatting and uses same
legends as other windows. Formats can be applied
universally.

« Section tables created in the Design window can be
used to set the plot up exactly as the Design view.
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Plots Window — From Design to Plot

« Load your data into memory and/or do your design work in the
Design window.

« Save any section definitions that you wish to plot if not standard
plan, N-S or E-W projections (Use save-view, svi).

« Open the Plots window 5 s 55 voor | B e )6 s |
 Choose to use a section table — The l
section table you saved to will be = ] |

loaded and will be used.

« Add Plot Items to give meaning and
context to the plot.
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Plots Window — A Family of Plots

DATAMINE

« Plots creates customized families of plots: Plan, N-S, E-W or custom
sections.
« Moving between sections is easy:
— Parallel sections.

— Defined sections from Design window or elsewhere (section definition
file).

Y e

i _.r&" B
e TN
R oY T e

__________________________________
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Plots Window — Other Functions

The Plots window is for producing and formatting sheets
for printing or plotting. It does, however, have many
other strengths and uses:

* |t can desurvey loaded drillhole data dynamically, producing
representations of the hole, and graphical columns to facilitate
geological interpretation.

« It can provide instant, dynamic composites of drillhole data.

* It has a set of intelligent geological interpretation tools which
produce outlines and apply a selected legend to reflect a dominant
property such as lithology.
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Logs Window — Introduction

DATAMINE

The Logs window displays a scaled representation of
logged drill core.

The data used comes from the dynamic desurvey process which uses:
— Collars
— Surveys
— Lithology log
— Assay samples

Data columns are plotted against depth intervals.
— Lithology
— Grades
— Zones
— Text descriptions etc.

A log plot can be inserted into a Plot sheet.
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Displaying and Formatting a Log

« Open the Logs window.

* If no sheet is displayed, right-click in the window and select “New
Log sheet...”

« Adefault log will be added based on any loaded dynamic drillhole
data. It will be an empty frame if no data is loaded.

« To add another column or modify an existing one, right-click the log
and choose “Format Display...”

— Select the columns tab and choose “Add” to insert a column. The
wizard will lead you through the process and insert a default column.

— Select one of the “Columns in view” then use the controls on the right
side of the dialog to change the display type, change legend, alter the
column width etc.

— Choose the Header and Footer tabs to modify the general content of
the log sheet such as: title, company name, hole number etc.

« To configure for printing, select “Log | Setup Printing”.
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Tables Window

The Tables window provides a tabular view of any data in
memory.

 Primarily for dynamically desurveyed drillhole data but
any data can be viewed

« Data can be edited in the table view — Any changes will
be reflected in other windows.

« Itis not a file editor. To save changes to file, the edited
table should be saved or exported.

« Data columns can be formatted as line graphs,
histograms, text etc.

e Columns can be added or deleted.
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Exercise — Plots and Logs

DAT/JMINE

Try the following:
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VR Window — Introduction

* Provides a virtual view of design and geological
data
— Navigate around and get inside the models
— Interrogate data (drillholes and linked objects)

« Import data from many sources

— Terrain models, orebody wireframes, fault surface
models, pit and stope designs, underground
development

— Dirillhole traces and samples
— Design strings and polygons

 Add realistic models to build virtual worlds

— Buildings, furniture, office equipment, vehicles,
mining equipment, landscape features

 Render surfaces, drillholes and strings
— Texture, colour, transparency
— Drape aerial photo on terrain surface

— Render other surfaces with color and/or
texture

— Change surface and trace rendering to
highlight different properties
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VR Window

Presents a virtual world view of Studio 3
data. Can show:

— Phased mine plans — multiple projects

— Rehabilitation schemes — multiple
projects

» Objects, surfaces and traces can be linked to
programs, documents or addresses
— Links can be local, network, intranet or internet.
— Faces can be linked to extraction schedules, and
— Equipment to servicing records, etc.

Database

link to Exploration Office website

PR opdiesdon »  Mobile object and vehicle properties can be defined.
2oChOrE At Oveady — Vehicles can be attached to traces to build simulations
— They can move and navigate over surface

— Demonstration drive/fly-throughs can be created.
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VR Window - Capabilities

e Can build virtual world models
of operating pits by:
— Draping aerial photo on terrain
model

— Linking objects to external data
(blast models, stockpile data,
telemetry, assays, maps,
sections, schedules...)

— Adding photorealistic objects to
emulate reality.

— Creating moving objects like , ,
trucks to operate on real world ?WW“’- W:W

routes.
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VR Window - Applications

« Desktop data immersion
— Can navigate and interrogate data for:
« Geochemistry, geophysics, topography, structure, geotechnics
 Mine information

— Can display and link to information relating to:
« Geology, planning, grade control, haulage, stockpiles, plant
* In-pit, mine office, head office, mobile, field based, worldwide

 Corporate PR
— Provides a comprehensible view of the mine for:

« Public, shareholders, banks, agencies, investors
— Web based, high impact presentation
« Solids modelling

— Immersion
— Advanced modelling techniques
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VR Window — Benefits

DATAMINE

 Provides an Intuitive data interface which makes it:

— People-friendly; making technical data accessible to non-technical
people.

— Encourage information sharing.

 Adds value to the data

— Connects to many types of data in an organization.
— Provides intuitive navigation to relevant data.

* Minimizes errors
— Immersion aids recognition of trends and interpretative features.

— Realism aids recognition of errors in raw data, analyses and
Interpretations.
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Exercise — VR Window

Try the following:
« Use the VR tutorials 1 and 3.
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Scripting — Aims of Session

This Is not a scripting course.

Scripting Is one of the areas of greatest change in Studio 3.
This session will:

* Review the existing scripting functionality of Studio 2.

* Review the terminology used in scripting and its current
usage.

* Present the concept of the “Studio Application Object
Model” (SAOM) for scripting.
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Script Migration Matrix

Script Type

Studio 2.1 Support

Studio 3 Support

Restrictions

Datamine Scripting
Library

Macros/Menus Yes Yes Some restrictions to
SCREEN based MENUS
CL Yes No N/A
Scripting Yes Yes NONE
Scripting using the Yes No Some functionality

replaced by the Studio
Application Object Model
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Scripting — Graphical Classification

DATAMINE

Studio |
Application Enterprise
Scripting Framework
—— T e
Record/Replay Custom Customized
MACROS/MENU Functions Solutions
N ——
Datamine
End Users Enterprise

Implementers
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Scripting — Record and Replay in Studio 3

DATAMINE

Designed for use by end users, there is:

« A simple user Interface with intuitive buttons:
— Record
— Play
— Pause — (Record pause) new to Studio 3
« A choice of output file:
— XML
— HTML (default)

« A customisable style sheet (XSLT)
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From Library to Object Model

DATAMINE

Scripting in Studio 2 was based on a Script Library:
» A collection of script functions organised by functionality to enable users to
access:
— Data handling functionality (e.qg. field values)
— General command functions (e.g. browse for file)
— Utilities
 The library is supported in Studio 3 (but not the preferred working practice)

* Many library functions have been replaced by the Studio Application Object
Model...

[ Application }

I
Options| [Window Project Design Control
P J 9 Bars
LBrowserJ L Data } Legends
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Converting Scripts to Studio 3

E? Define Holes, .,
@ﬂi Build Holes. ..

Tools

W Validate
ET Hole Summary, .

Intersections

&

Compositar

Display Plot File

Send Plot File to Plotter

Datamine Products
License Manager

User Defined Tools

»

»

DAT/JMINE

Datamine has written a Script Converter which does much

of the work.

| Scripting

d

Macro

»

Plugins. ..

Customize...

Bun Script. ..

Start Recording
Pause Recording

Stop Recording

Options...

Convert W2 Script C\J(

Converter identifies:

. Unchanged

commands,
. Obsolete commands,
. Replaced commands.

“o

L
b ]

U ks

=101 %]

— bO931%3. htrn

."I:.: FI E F'L.":"-I:E [] :.:Illn
#* REPLACED */
'

4|.

if [lwpeaf{top.DCk] 1= "object’ || top.DCM == null]:l

top.DCM = new ActivexObject] Tk Ce

drn=top.DICk:;
if [wpeaf{top.dmBrowser] 1= "object’ || top.dmBrow

top.dmBrowser = new .ﬁ.ctiveXDbiect['_I

dm = new Ac
dri.initializelzelf);

A Set the curent project to be the value of the
var projectiame = lacation hash. substing(11;
if [projecti ame. length 0]
top.DCM. projectM ame = projectM ame
A nitialize using the SLC
s0bject 'dmlib');

*'LI

if [wpeaf{top.DC] 1= "object’ || top.DCM == rull] ;I

dm=top.DICh:;
if [twpeaf{top.dmBrowser] 1= "object’ | top.dmB o

/¢ Set the current project to be the walue of the
var projectMame = lacation.hash. substring(1];
if [projecti ame. length 0]

}elze |

A REPLACED =¢
A REPLACED =4
h

‘|

—— Becommended Chanae

top.DCH = new ActivexObjectDMCo

top. dmBrowser = new .-'f-.ctiveXDI:-iect['[_I

top. D Ch . projectM ame = projectd ame;
£ Initialize uging the SLC
dm = new ActiverDbject'dmLib");

dr.initialize(zelf];
> I_I

48 | Feplaced

| Inchanged: O |

=

]

Feplaced: 2

Obzaolete: O L

Unchanged commands are converted automatically, but replaced and obsolete commands

require intervention.
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The Converter Report

The Script Converter produces a report which lists all commands
and their status.

. In the example below, the command “get-wf-data” is flagged as
“Replaced”.

Id: 33 Line Number: 240

Original Line: dm command("get-wi-data &"<avan[0}-"tr &"~avan{0}-"pt

DATAMINE

Command: get-wf-data Status: Replaced

Actlon: ActiveProject Data LoadFromsProjectWithTyvpeFiltes

Example Usage:

Ssanpie Al losding .

v

e pAaIR: opt . " L
“nangle
vie pALITH are
anangie Jaet + ' .3 ‘s sads - ta
L A
Frethno aTe 3 :

Where possible, the report provides example snippets to help the
conversion process.
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Script Examples — Old and New

DAT/JMINE

Initialization in JSCRIPT:

od <

New <

N

dm = new ActiveXObject("dmLib"); //scripting library
dm.initialize(self);

dm.command(“get-all-strings &topost");

dm.command(“zoom-all-graphics”);

oDmMApp = new ActiveXObject("DatamineStudio.Application"); //SAOM

oDmApp.ActiveProject.Data.LoadFileWithOptions(”c:/database/tutorial/ _con
tours.dm”,”"LEVEL”,”"COLOR=2");

oDmApp.ParseCommand(“zoom-all-graphics”);
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Some Examples

-
DATAMINE

Browsing and loading data:

oDmBrowser = oDmApp.ActiveProject.Browser;
oDmBrowser. TypeFilter = dmString;
oDmBrowser.Show(true);

var pathname = oDmBrowser.FilePath;

var pObject =
oDmApp.ActiveProject.Data.LoadFileWithOptions(pathname,™,"COLOUR=2");
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Practical — Using Save and Replay

In Datamine Studio, select Tools | Scripting | Start
Recording

« Enter the name of the HTML file where the
commands are to be saved

Run the following commands:

SORT &IN=dhcollars &OUT=tempcollars *KEY1=BHID

SORT &IN=dhassays &OUT=tempassays *KEY1=BHID *KEY2=FROM

SORT &IN=dhlith &O0UT=templith *KEY1=BHID *KEY2=FROM

SORT &IN=dhsurvey &OUT=tempsurvey *KEY1=BHID *KEY2=AT

JOIN &INl=tempcollars &IN2=tempassays &OUT=templ *KEY1=BHID (@SUBSETR=1
HOLMER &INl=templ &IN2=templith &OUT=temp2 *BHID=BHID *FROM=FROM *TO=TO
DESURV &INl=temp2 &IN2=tempsurvey &OUT=dholes

DDLIST &IN=dholes

Select Tools | Scripting | Stop Recording

Now run the script by selecting, Tools | Scripting |
Run Script...
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Exercise - Scripting

-
DATAMINE

Try the following:
« Convert one, or more, of your scripts.
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The End

DATAMINE

We hope you found this training presentation useful.

It may take a bit of getting used to, but we are sure you will find Studio
3 offers you lots of new opportunities to improve and enhance your
work practices.

Don'’t forget to consult the Help file before calling support!

Thank You



