Landscape Builder for TNTsim3D

The new Landscape Builder in TNTmips
(Support / TNTsim3D Landscape Builder)
is a preprocessor that is used to prepare
landscape files for TNTsim3D, the Win-
dows 3D simulator that accompanies
TNTmips. The Landscape Builder auto-
mates the creation of terrain and texture
rasters that have matching extents, an ap-
propriate cell size ratio, and other
characteristicsrequired by TNTsim3D.

In the Landscape Builder you separately
select objectsto create the terrain and tex-
turerasters. You can select asingle raster
of any datatypefor theterrain. Thisraster
can depict variationsin ground surface el-
evation or any other spatially-varying
numerical quantity. Theterrainras-

ter is loaded as a surface layer in

the accompanying 2D View. Al-
though the terrain raster is not
displayed, its extents are indicated

by arectangular box.

To createthetextureraster, you can
add any number of layersincorpo-
rating any object types. Thetexture
can be as simple as an image of the
terrain itself (with color palette or
relief shading), or combine an im-
agewith one or more overlays. All
objectsare automatically registered
(and reprojected if necessary) and
shown in the View window, just as
they would be in the Spatial Data Display
process. All standard controls for adjust-
ing the display of the texture layers are
availablefrom the Layer Controlswindow.
When you run the process, the L andscape
Builder mergesall of thelayersinthe View,
just as you see them, into a single texture
raster for usein TNTsim3D.

Clip/Orient to Terrain
(red box shows extents of

The objects you select to create terrain and texture
objects do not need to have matching extents and
map projections. Push-buttons on the main con-
trol window allow you to automatically orient and
clip thelandscape objectsto theterrain object or to
the active layer in the View (selected in the Layer
Controlswindow). An Output Extentsgraphictool
inthe View window also letsyou manually clip the

landscape objects.

TNTsim3D requiresthat the cell size of theterrain
raster must be an integer multiple of thetexturecell
size. The Ratio menu letsyou set thisinteger ratio
to a vaue between 1 and 64. Use the Hold Con-
stant menu to choosewhich current cell size (terrain
or texture) should be preserved when you choose a
new ratio value. A texture/terrain ratio of 4 or 8

output rasters)

(terrain cell 4to 8 timeslarger than atexture
cell) generally providesadequateterrain de-
tail for arealistic simulation whilereducing
the size of the landscapefile.

You can manually edit the dimensions of
the output landscape rasters (number of
linesand columns) aswell astheir cell sizes,
but any values you enter are adjusted au-

Make complex texture images by adding one or more overlays
to a raster image. The texture in the map simulation to the
right combines the layers shown above. From bottom to top
they are: a shaded relief image, vector layer with polygons with
partially transparent fills, and two vector layers with line data.

Clip/Orient to Active Layer
(RGB raster image; green box
shows input terrain extents)
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Texture/Terrain Raster Size Ratio

Hold Constant: Terrain — |Ratio: 4 —
Clip/Orient To: Terrain| Active Layer

Output Extents X:| 69160,97 n Y:| 69267.44 m

Units: heters — I Restore I]efaultsl

Terrain

Cell Size

Colunns Lines Hidth Height
Tnput: | 914 | 94z | s26Ln| 92.61m
Output: | 513 | 513 | 134.82n| 135.02n
I Use Compression

Resanple By: Bilinear Interpolation — ﬁ

Texture

Raster Size

Cell Size
Colunns  Lines Hidth Height

2048 | 2048 | 33.70m| 33.76n
-l Use Conpression Raster Type: 16 —

Hearest Meighbor |

Raster Size

Output: |

Resanple By:

O

Clip/Orient to Active Layer
with manual clipping

tomatically to maintain the selected ratio
and to ensure that the output objects have
dimensions suitable for TNTsim3D. Each
dimension of the texture raster is con-
strained to an integer multiple of 256 cells
in order to accomodate the special tiling
schemeusedin TNTSim3D’ stexture serve,
which uses tiles 256 by 256 cellsin size.
The dimensions of
theterrainraster are
computed by divid-
ing the texture
raster dimension by
the selected ratio
and adding onecell.
For example, with
output texture di-
mensions of 1024
by 4098 and aratio
of 4, theterrainras-
ter will have
dimensions of 257
by 1025 cells.
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