3.8

The key idea in visual graphics is to associate an icon (some kind of a graphic symbol), such as one or more forest vegetation pictures, with each unique class or type of activity outcome or condition. In Figure 3.13 a unique pen and ink drawing was the icon associated with each unique wildlife habitat class. This figure was done by hand as graphic artwork. For use in a computer, these tree icons could be scanned, digitized and used as a symbol to represent habitat whenever a map, polygon or other figure called for a visual or realist representation of what the habitat might look like. The icons could also be mathematically drawn by a computer program. Some of these computer based visualizations are illustrated in Chapter 5 (figures 5.8, 5.9, and 5.10) and show how the individual tree growth and yield simulators are being used to help support useful visualizations.  If your computer, GIS or graphic expertise exceeds that of the authors (which should be easy), then you should be able to create something yourself. Start with some idea of what visual information you want to communicate to your audience. The rapidly advancing technology of animation and visualization used in the movies and television advertising today suggest all kinds of possibilities for better visualizing how a management policy would cause a forest to look and dynamically change in the future. There’s lots of room here for development and creativity.

