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Multiple Textures in TNTsim3D

Use the Texture menu or icon button in each window to
select the texture or textures to view. (The Map View
window allows only one texture to be viewed at a time.)
Each menu entry acts as a toggle for the associated
texture.

Most GIS / spatial analysis projects involve at least sev-
eral types of thematic data and imagery.  For example,
you might have a large panchromatic image, a local color
image, a topographic map, shaded relief image, and vari-
ous thematic map layers.  You can include these different
themes (or combinations of themes) as separate textures
in a Landscape File and view multiple textures simulta-
neously as part of a simulated 3D landscape in
TNTsim3D.

A single Landscape File can include any number of tex-
tures created in the TNTsim3D Landscape Builder
process in TNTmips (see the color plate entitled Pre-
paring Multiple Texures for TNTsim3D).  Each view
window in TNTsim3D lets you independently select one
or more of these textures to view in that particular win-
dow, so you can easily view different types of data in
different windows and instantly change the selection.

There are several ways to view multiple textures simul-
taneously in a single view.  You can set different vertical

offsets for different layers so that different texture im-
ages “float” above the surface at various levels.  All
offset textures are rendered with the same underlying
terrain model so that they have identical 3D shapes.  You
can fly through and in between offset textures and get a
“worm’s eye view” of the texture immediately above.
If you select multiple textures with the same offset value,
they are rendered bottom to top in the order that you
added the textures to the Landscape File.

Select Offsets from the Texture
menu in the main TNTsim3D
window to open the Texture
Offsets window and set a
vertical offset for each texture.

Fly through or between offset
textures and view them from
either the top or bottom.

A high resolution
Color DOQ (cover-

ing part of the scene) and underlying, lower-resolution
SPOT pan image, both with offset = 0.

When you create a texture from
an image that covers only part of
the landscape, the remaining parts
of that texture are transparent in
TNTsim3D, allowing an underly-
ing texture to be visible.  You can
use this feature to create a view
with a high-resolution color im-
age of part of the area inset into
another texture (such as a
grayscale image) that covers a
much larger portion of the land-
scape.


