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For large and detailed
textures, you can use
the Raster Type menu
to select JPEG2000
compression at one of
four color-depths.
These options store
the texture as JP2
files that are automati-
cally linked to your
Landscape File.
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Use the Convert Vector To
icon button to select a vector
object to convert to Billboard
Points, Volume Points, or
Extruded Polygons.

The Landscape Builder in TNTmips (Support /

TNTsim3D Landscape Builder...) now provides ad-

ditional options for preparing your geospatial data

for use in TNTsim3D. The major new features in-

clude preparation of overlay layers, multiple terrains,

partial textures, and textures with JPEG2000 com-
pression.

The new Convert Vector To icon
button allows you to select a vector
object and convert it into an overlay
in the Landscape File for use in
TNTsim3D. You do not have to open
the desired Landscape File first; the conversion pro-
cedure prompts you to select the target file. You can
process vector points to Billboard Points (stalked
point symbols) or Volume Points (translucent spheri-
cal volumes centered on the points). You can also
process vector polygons into an Extruded Polygon
overlay. Vector points can have either 2D or 3D co-
ordinates, but polygons should have 3D coordinates
for proper rendering in TNTsim3D. Styling for all
three types of overlay are set up using the standard
vector element styling procedures in TNTmips.

Landscape Builder now allows you to place more than one terrain surface in a
Landscape File. When you press the Landscape Builder’s Run icon button to
process a terrain and texture, you can create a new file or select any existing
Landscape File to contain the new terrain and texture objects.

You can use the Output

Texture Extents tool in

the Landscape Builder’s
View window to draw a

rectangle to manually
define the extents of a
partial texture. Partial

texture rasters are now

only as large as the

designated area, rather
than being padded with
transparent null values to
match the terrain extents.

Extrusion settings

for Billboard Points and Extruded Polygons are

similar to those used for extruded points and polygons in TNTmips 3D
Display, so you can preview them in a standard TNTmips 3D Group
(above illustration). If the vector you select does not have 3D extrusion
settings, Landscape Builder prompts you to enter a height value to use

for all billboard po

ints or extruded polygons. It also prompts you for a

radius value to use for volume points.
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