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J Automatizovat’ tvorbu farebného
tienovaného reliéfu s texturou

 Vyuzitie konfiguracneho suboru

4 typy povrchu

d reliéf
 Hierarchia vstupnych vrstiev
d Vystup

L georeferencovany raster

a *.tif | *jpg | *.png
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 Nastroj je implementovany v jazyku Python
d GUI framework wxPython

 UrCeny pre platformu ArcGIS 10.1
U distribdcia vo forme Python Add-in

1 XML konfiguracny subor + XSD

& @A
" s




LK"Y Uvod do problematiky
5 "'1-‘ “,‘??’uz

d Tzv. kartograficky realizmus
d Vytvorenie iluzie priestorovosti v mape

d V minulosti zalezitost umelcov — kartografov
 Hal Shelton
d Eduard Imhof
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 Minimalizovanie vyskytu linii
 Rasterizacia

QA Uprava tonu, jasu a farby entit
 Texturovanie
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Technika ,,Bump mapping*“

 Simulacia nerovnosti objektov
1 Geometria objektov ostava zachovana
4 Apllkovanle\ textury




TPRT = Textured Painted Relief Tool

 Zalozeny na postupoch Jefferyho Nighberta
1 proceduralne textury v Spatial Analyst
d 4 moduly = Pure Python Solution
4 logic
4 interface
O validator
O addin
 Vyuzitie
L prezentacné ucely
1 basemap webovych sluzieb



https://github.com/DusanMadar/TPRT
https://github.com/DusanMadar/TPRT

VoY TPRT — textury

 Textura = vzor predstavujuci nahodne, resp.
pravidelneg, rozmiestnenie pravouholnikov,
kuzelov alebo pologul
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| TPRT — princip

O velkost bunky
] extent
U pracovny adresar
1 Postupne vytvorenie rastrov
O textury
d bump mapa
U tienovanie
4 vyuzitie povrchu
1 farebny relief s texturou

d Priprava ,zivotného prostredia“ nastroja
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TPRT - princip — kartograficka schéma

Create_textures() ¢ |
/ Vrstva z parametre textar Textara F odd
_texturesﬂ._ BumpMap
DEM
hillshade() .
Hillsh
BumpMap azimut, vyika swtlnéhn.- llishade .
zdroja, tiene, z-faktor delenie Hillshade[9%]

( 255 j—
’ reclassify() misaicToMewRaster
‘ Textura T —min max zindex —‘ Typ Povrchu _|_| LandUse

LandUse ,ﬁa:iﬂd.]u ™ RG.B . -
:9.b, ~ | _nasobenie | modif R, G,B II
Hillshade[%] me..;.;i:eﬂandsﬂl
TPR

. - . b I - . metdda’operdcia
Vysvetliviy: / Vstupné data [ﬁ' Raster Sada rastrov H( Konstanta ) ~argumenty
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TPRT — nazorna ukazka
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TPRT — nazorna ukazka













TPRT — dalsie ukazky




¥ TPRT - dal$ie ukazky




TPRT — dalsie ukazky
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d CMD vs GUI

3 framework wxPython
rE“ Textured Painted Relief Tool )

Configuration TPR Tool

This tool creates a textured
painted relief based on a XML

Terrain configuration file and user
D inputs.
Textures Mote 1:
Texture and LandUse
Layer Texture LandUse Color combobox choices will be

available after setting a
mﬂ Select Texture » SelectlandUse - valid configuration file.
mﬂ Select Texture » SelectlandUse -

DE Select Texture w  SelectLandUse - Note 2: .
To show specific help

just click the field you

want to know more about.

Hillshading options

Azimuth Altitude Z factor Shadows Cell Size Caolor
315 45 1.00 Mo - 10
Output

Cancel
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b e k"N Zhrnutie

1 Kartograficky realizmus
d Bump mapping
1 Nastroj TPRT urcCeny pre ArcGIS 10.1 s

cielom automatizovat’ tvorbu farebného
tienovaneého reliéfu s texturou
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