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Landscape Builder for TNTsim3D

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.

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
characteristics required by TNTsim3D.

In the Landscape Builder you separately
select objects to create the terrain and tex-
ture rasters.  You can select a single raster
of any data type for the terrain.    This raster
can depict variations in ground surface el-
evation or any other spatially-varying
numerical quantity.  The terrain ras-
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 a rectangular box.

To create the texture raster, you can
add any number of layers incorpo-
rating any object types.   The texture
can be as simple as an image of the
terrain itself (with color palette or
relief shading), or combine an im-
age with one or more  overlays. All
objects are 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
available from the Layer Controls window.
When you run the process, the Landscape
Builder merges all of the layers in the View,
just as you see them, into a single texture
raster for use in TNTsim3D.

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 the landscape objects to the terrain object or to
the active layer in the View (selected in the Layer
Controls window).  An Output Extents graphic tool
in the View window also lets you manually clip the
landscape objects.

TNTsim3D requires that the cell size of the terrain
raster must be an integer multiple of the texture cell
size.  The Ratio menu lets you set this integer ratio
to a value between 1 and 64.  Use the Hold Con-
stant menu to choose which current cell size (terrain
or texture) should be preserved when you choose a
new ratio value.  A texture/terrain ratio of 4 or 8

(terrain cell 4 to 8 times larger than a texture
cell) generally provides adequate terrain de-
tail for a realistic simulation while reducing
the size of the landscape file.

You can manually edit the dimensions of
the output landscape rasters (number of
lines and columns) as well as their cell sizes,
but any values you enter are adjusted au-

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
scheme used in TNTsim3D’s texture server,
which uses tiles 256 by 256 cells in size.

The dimensions of
the terrain raster are
computed by divid-
ing the texture
raster dimension by
the selected ratio
and adding one cell.
For example, with
output texture di-
mensions of 1024
by 4098 and a ratio
of 4, the terrain ras-
ter will have
dimensions of 257
by 1025 cells.
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