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Primitives: The Basics 

Opening the Build Window 

Using the Build menu 

Build > Build 

 

OR 

Ctrl B 

OR 

Ctrl 4 - My usual method 

All options open the Build window in Create mode as shown above. Create mode is indicated by the 

highlighting of the Create button  at the top of the window. It results in the mouse cursor 

being displayed as a wand . 

Rezzing a Primitive 

Clicking on the ground in Create mode will rez (bring into being/create) 
the primitive type currently selected from the available options. In the 
instance to the right this is the Cube (referenced in other menu options 
as Box). Primitives are the basic building blocks in 3D modelling 
applications. The common term for them in Second Life is prims. 
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The primitive type selected in the options when the Build window is closed, will be the primitive type 
selected when it is next opened. 

The rezzed prim will be created with the default texture applied; a grainy 
wood. The prim will be selected and display positioning ‘handles’; arrows 
that indicate the different axes along which it can be moved. It will also 
be highlighted along its edges in yellow. 

The Build window will change to Edit mode, indicated by the Edit button 

 being highlighted. The cursor will change to display with an 

arrowed cross , indicating the current Edit 
option is to move (or position) the prim. 

Because the prim is by default selected as ready 
to move when rezzed, the Build window will 
show the Move option as selected. 

Moving (Positioning) a Primitive 

Each island (sim) in Second Life covers a virtual square, measuring 256 metres along each side. Each 
prim has a numerical position in relation to the sim, along 3 axes. The Y axis, indicated by the green 
arrow, runs South to North, the X axis, indicated by the red arrow, runs West to East and the Z axis, 
indicated by the blue arrow, runs from 20 metres below the surrounding water surface, upwards. 
The position of a selected prim is shown at the top of the screen (colour coded to these axes). 
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Moving (Positioning) a Prim Manually 

With the prim selected, move the cursor over one 
of the move handles. The arrow will highlight and 
increase in size to indicate that the cursor is in the 
correct position to move the prim along that 
particular axis. In the example to the right the Z 
axis is the indicated one, i.e. the blue arrow. 

If the prim has been deselected and the build 
window is still visible, left click on the prim to 
select it. If the build window isn’t open, right click 
on the prim and select Edit. 

With the cursor over the handle, left click and drag the prim along the axis. Dragging towards the 
point of the arrow will increase the numerical position along that axis; dragging towards the 
‘feathers’ will decrease it. Release the mouse button when you have positioned the prim where you 
want it. Note that a prim’s position indicates its centre point, NOT its outer edge. 

A prim can be dragged along two axes simultaneously by clicking and dragging on the provided icons, 

e.g. . This particular icon example allows movement along the Y and Z axes. The available 
options will depend on your camera position in relation to the prim.  - I seldom find a use for this 

Moving (Positioning) a Prim Numerically 

With the prim selected, click on the Object tab in the Build window. This tab may already be 
displayed as the tab selected when the Build window is closed, will be the tab selected when it is 
next opened.                  

The current position of the prim will be displayed in the section Position (meters), 
as shown at the right. The axes display in their respective colours when Move is 
selected, to show that this is the parameter currently being manipulated. 

Double clicking in any of the three fields, i.e. X, Y or Z, will select the current value or click and drag 
across any of the characters to select individual ones only. Type in a new value and press Enter to 
apply it. If you wish to change multiple values in succession, pressing Tab will apply the value and 

move the selection to the next field. Clicking on the Up and Down arrows  will change the position 
by 0.01 metres. 

Build Notes: 
Starting a build with the first prim positioned at whole numbers will facilitate the 
placement of further prims in the build in relation to the first. The build can be 
moved to its correct position as a whole linked object when it is complete. 

Be careful when manipulating the position numerically. A wrong number may move the prim to the 
other side of the sim in error. 
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Stretching (Sizing) a Primitive 

A prim is rezzed with the default size 0.5m x 0.5m 
x 0.5m. To change the size either select the 
Stretch option in the Build window (as shown at 
the right) OR in Move mode hold down the Ctrl 
and Shift keys. - Keys are my preferred option as 
they enable quick movement from Move to 
Stretch to Rotate and back just by pressing or releasing keys 

The prim will display stretch (or size) handles, small boxes, coloured to 
indicate the prim axis that they belong to. It will also display grey handles 
at each corner which enable resizing proportionally across all axes. The 

cursor will change to display with an arrowed box  indicating the 
current Edit option is to stretch (or size) the prim. 

Stretching (Sizing) a Prim Manually 

Move the cursor over one of the stretch handles. The box will 
highlight and increase in size to indicate that the cursor is in the 
correct position to stretch the prim along that particular axis. In 
the example to the right the Y axis is the indicated one, i.e. the 
green box. Click and drag outwards on the handle to increase the 
size on the selected axis. Click and drag inwards to decrease the 
size along that axis. Click and drag on the grey handles to 
increase or decrease the size proportionally across all axes. 

Opposite the Move, Rotate and Stretch options on the Build window is the option Stretch Both 
Sides. When this is selected  the prim will stretch equidistantly from the middle. 
When this option is deselected the prim will stretch ONLY from the side or 
corner selected 

Stretching (Sizing) a Prim Numerically 

On the Object tab, the current size of the prim will be displayed in the section Size 
(meters), as shown at the right. The axes display in their respective colours when 
Stretch is selected, to show that Size is the parameter currently being manipulated. 
A prim’s Size parameters can be changed numerically however, without Stretch 
being selected. 

New values can be applied in the same manner as for Position. The Up and Down arrows  will 
change the size by 0.01 metres. The maximum allowed size along any axis in Second Life is 64 
metres. - This used to be 10 metres!! 

Note that resizing numerically will ALWAYS occur equidistant from the centre even with Stretch Both 
Sides deselected. 
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Rotating a Primitive 

A prim is rezzed with the default rotation of zero 
degrees around all axes. To change the rotation 
either select the Rotate option in the Build 
window (as shown at the right) OR in Move mode 
hold down the Ctrl key. 

The prim will display rotation handles, hoops around the prim, coloured 
to indicate the prim axis that they belong to. It will also display a 
transparent grey sphere encompassing the prim that allows for the 
rotation of the prim around all axes simultaneously.  - I never use this 
option as required rotations are usually precise values 

The cursor will change to display with a rotating circle  indicating the 
current Edit option is to rotate the prim. 

Rotating a Prim Manually 

Move the cursor over one of the rotate handles. The hoop 
will highlight and increase in size to indicate that the 
cursor is in the correct position to rotate the prim around 
that particular axis. In the example to the right the X axis is 
the indicated one, i.e. the red hoop. Click and drag around 
the arc of the handle to rotate the prim around the 
selected axis. Click and drag on the grey sphere to rotate 
the prim around multiple axes simultaneously. 

Stretching (Sizing) a Prim Numerically 

On the Object tab, the current rotation of the prim will be displayed in the 
section Rotation (degrees), as shown at the right. The axes display in their 
respective colours when Rotate is selected, to show that Rotation is the 
parameter currently being manipulated. A prim’s Rotation parameters can be 
changed numerically however, without Rotate being selected. 

New values can be applied in the same manner as for Position. The Up and Down arrows  will 
change the rotation by 1.0 degree. 

Build Note: 
Negative values can be entered but they will resolve to a positive number when the rotation is 
completed. For example -90.0 will resolve to 270.0 as 360 (the degrees in a circle) minus 90 equals 
270. This option can be useful when rotating objects to be mirrors images of each other. 

 


