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The Position Status Bar
provides continuous read-
outs of the viewer’s map
position, altitude, height
above surface, attitude
(pitch, roll, and heading),
and the current frame rate.
The Position Status bar can be docked at the bottom, top,
or either side of the TNTsim3D window, undocked as a
separate window, or turned off/on using the View menu.

TNTsim provides an optional rotat-
ing 3D compass graphic in the
lower right corner of the simulation
window.   In the V6.60 release ver-
sion the compass North arrow
points to the top edge of the simu-
lation rasters (parallel to columns

of cells), but in the near future it will be modified to use georeference
information (if present) to indicate the north direction.  The com-
pass points are arrayed in the horizontal plane, so the compass image
also provides a visual indicator of the viewer’s attitude relative to
the horizontal.  Variations in the compass attitude are enhanced by
shading effects on its points and central sphere.  Controls on the
Extras panel of the Options window

allow you to turn the compass
on or off, set its size and the
color of the different sets of
compass points (north, cardinal
directions, and intermediate di-
rections), and to set a
transparency factor for all com-
pass components.

TNTsim3D Effects and Extras

No Smoothing With Smoothing With Smoothing and Fog

Controls on the Effects panel of the TNTsim3D Options window let you vary the
appearance of any simulation.  Under DirectX you have the option to smooth the
texture image to reduce the blocky appearance of foreground cells at low viewer
elevations and reduce “sparkle” of the moving image in the background, all with
minimal impact on frame rate.  All other effects are available in either DirectX or
OpenGL.  You can now set the window background to any color.  You can also
add fog to the scene using the background color or any other color, and specify
how the fog density changes with distance using any of three methods.  The
Linear method lets you set start and end distances for the gradual increase in fog
density with distance.  With the Exponential and Exponential Two methods, you
merely specify a density factor to control the nonlinear increase in fog density. Effects panel of the Options window.

Extras panel of the Options
window


