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    Transport from a hailstorm server.



  

The Road to Vector Tiles!



  

The Road to Vector Tiles!



  

Background



  

mod_tile

Shapefiles

PostGIS
renderd
or tirex

Disk Store

mod_tile



  

simple, well documented setup

very reliable

stylesheets work with other software

stylesheets work with other projections

one step data  images→

you're running one map style

you're running one server

mod_tile Advantages



  

lots of rasters on disk

multiple stylesheets need multiple disk stores

tricky to scale one style horizontally

mid zoom levels often slow

user requests trigger database calls

mod_tile Drawbacks



  

Vector Tiles



  



  



  

Tilemill 2



  



  



  



  

NodeJS



  



  

Language Packager Control File Lock File

Ruby Bundler Gemfile Gemfile.lock

NodeJS npm package.json ???



  

npm not working...

...again



  

tilelive.js



  

node-mbtiles

tilelive-file

tilelive-http

tilelive-tilejson

tilelive-mapnik

tilelive-bridge

tilelive-vector



  



  

Thunderforest Lightning



  

 The Goals

All tiles all the time

Multiple styles

On-the-fly rendering if possible

Steady disk usage on db machines

Easily scalable, independent front-ends

Continuous updates from OpenStreetMap



  

The Constraints

Minimise use of novel tech (e.g. nodejs!)

Bare-metal or VM based – no AWS, Azure etc

Best use of limited manpower



  

The Components

Vtiler

Hailstorm

Weatherman



  

vtiler

Shapefiles

PostGIS

Disk

Network



  

hailstorm

Network

Disk

raster tiles

raster tiles

raster tiles



  

weatherman

weatherman-vtiler

hailstormstatefilesvtiler

weatherman-hailstorm



  

The Results



  



  

Rendering Time (10ms Buckets)
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Disk Fetching Time (10ms Buckets)
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Combined Fetching and Rendering
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The Future



  



  



  

Onboard Rendering



  



  



  

Let's Talk!
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