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1. Introduction

1.1. Object

This document describes the architecture of Net Multiplayer a video-camera remote-monitoring
software.

vV VYV V VY

1.2. Terminology

WP: Work Package.
DB : Database
GUI: Graphical User Interface of an application

Thread Safe object: When an object protects access to its data against concurrent access in a
multi-thread context.

Frame: In a video context, this term represents the pictures coming from a video camera. A
frame can be a full picture but also a piece of a picture used to refresh certain parts of the full
picture.

FPS: Stands for ‘Frames per Second’. Frames fetching or displaying frequency.

PTZ: Stands for ‘Pan Tilt Zoom’. For a video-camera which can move. It is used for every
operation or command we can send to a video camera except getting the video stream from it.

Dome: A video camera able to receive PTZ commands is called a dome.

1.3. References

OpenGL RedBook: http://www.gamedev.net/download/redbook.pdf
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2. Architecture General Overview

One must realize different pieces of software:

» Net Multiplayer Server: manages the users and sites data, routing video streams,
connecting to cameras and monitoring them;

» Net Multiplayer Client: graphical visualization of the cameras handled by the server;

» SipPilot: small utility installed on a Secur’IP Box to allow fast video-cameras
monitoring.

The project involves four kinds of stations:

Secur’IP Box station

Router station

Server station

Client station

Graphical Supervisor monitoring station (Eridan)

YVVVYVYY

The Secur’IP Box station is a black box. This box is recording video-cameras for a month
allowing live and archives access. A processus called videod is doing the video work. The box
has also a processus running an Apache Web Server linked to a PostgresSQL database containing
data about the sites and users monitored by the Secur’IP Box. The Secur’IP Box will also execute
a process of SipPilot.

The Router station is one of the stations a server can be connected to. It is running a processus
called Net Multivision Router itself connected to several Secur’IP Boxes. It is an access point to
very specific and restricted Secur’IP Box networks.

The Server station executes a process of Net Multiplayer Server. This process will have a thread
for the requests, one for the ptz requests, one routing thread (routing X clients) and one thread by
direct access video-cameras.

The Client station executes a process of Net Multiplayer Client. It can be executed on the same
station as the server. It should have at least one thread handling the graphics, one thread by video-
camera.

The Eridan monitoring station is sending commands to a Client station to externally control the
display. It can send commands to domes via a client, launch tours on specific domes etc...

Every messages exchange between the clients and the server are centralized via the server. The
clients cannot communicate between each other directly.

We will create programs using OOP. All developed piece of software must be cross-platform
Win32 / Linux under the GNU/GPL license. Graphical Interfaces are done using Gtk in
conjunction with OpenGL. The video will be handled using the FFMpeg Codecs developed by
“I’Ecole Centrale”(Paris).
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2.1.1.Hardware Architecture

b

ideo Camera

7 Client Y

Static Structure

Details Level WP Code |SECTION DATE
0 MN/A Hardware Architecture 22112/2005

Net Multiplayer
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2.1.2.Software Architecture

Win32 / Linux
Threads
Databases
Files

Sockets (TCPUDP)

PTZ Commands

afuBLaxg ejeq © 0a010ld HOMSN

Server

PTZ Commands

Sip Pilot

Client

Guieans oepis,

in32 J Linue
Multi-thread
TCRADF connections

l

Win32 / Linux
Multi-thraad
TCP/UDP connections

Static Structure

Details Level
0

WP Code
N/A

SECTION

Software Architecture

DATE
22/12/2005

Net Multiplayer
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3. Main Classes
3.1. List of the Main Classes

The project has been cut into Work Packages (WP), representing the different modules of the
programs. Certain layers or modules are common to different piece of software. The project
scheduling has been done in WP instead of software.

Every work package contains at least one interface class called Facade with an associated
Controller class to create a single communication point between modules. Every sub-module has

its own controller class too.

A Common work package has been created. It contains classes common to other work packages
and several tools (like threads and sockets handling).

Has described in the global architecture section there are several main modules:

WP Name Description
0 |Common Net Multiplayer common and utility classes
1 |Server Net Multiplayer program
2 | Client Net Multiplayer client program
3 | SipPilot SipPilot program
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Diagram

3.1.1.Common (WP 0)

Channels

Utils

Sites

Static Structure

Details Level
0

WP Code

SECTION
Cwverall Common

DATE
22/12/2005

Net Multiplayer Common Packages
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Modules Description

Remark: This part only describes the modules belonging to this work package. Other modules

will be described in their relative work package.

1. Sites (WP 0.1)

It manages all the sites-related operations.

Class Description

Camera Camera data (name, id, type, model, ...)
Model Camera model description (id, commands, ...
Preset Camera position (name, id)

RouterData Sites data concerning router ports (ip, port, ...
Site Site data (cameras, credentials, ...)

Site::SiteHeader

Site header (name, id, type, ...)

Tour

List of camera’s positions

2. Utils (WP 0.2)

It is the toolkit of the program.

Class Description

ConfFile Program configuration file handler
Logger Program log file handler

Mutex Mutex handler

Synchronized Class using a mutex to protect its data
AutoMutex To handle Synchronized class easily
TCPSocket TCP socket handler

Thread Thread handler

Time Time handler

UDPSocket UDP socket handler

XmlDocument Xml file handler

XmlDocument::Section

Section of a Xml file

Authentication

Contains user credentials

XmlLine

Xml line builder
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Class Description
XmlWritter Xml document builder
ControllerDB Database (map) wrapper, thread safe.

3. Channels (WP 0.3)
It manages all channels-related operations.

Class Description

JpegDecoder Decoder of a Jpeg Picture
Mpeg4Decoder Decoder of a Mpeg4 Frame
Mpeg4Encoder Encoder of a frame to Mpeg4 Frame

4. Users (WP 0.4)
It manages all users-related common operations.

Class Description

RightParam User’s right, client side
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3.1.2.Server (WP 1)

Diagram

Main

: Channels
PTZ o, dels

Cames Models

Channels
Static Structure
Details Level | WP Code |SECTION DATE
0 1 Overall Server 2211212005

Net Multiplayer Server
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Modules Description

Remark: This part only describes the modules belonging to this work package. Other modules

will be described in their relative work package.

1. Main (WP 1.0)
It is the program entry point.

Class Description
Directories Singleton, manage directories and files’ names
Singletons To handle server’s singletons (logger, conf, ...)

2. Sites (WP 1.1)

It manages all the sites-related operations, server-side.

Class Description
Controller Save/load of sites and sites management.
Facade Module entry point
3. Users (WP 1.2)
It manages all users-related operations.
Class Description
Controller Save/load of users and users management
Facade Module entry point
Right Internal user right (admin, ...)
User User data (login, password, rights, ...)

4. Services (WP 1.3)

It manages all services requests received by the server.

Class Description
Controller Handle requests and dispatch commands
Facade Module entry point

5. PTZ (WP 1.4)

It manages all PTZ requests received by the server.
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Class Description

ActiveTour Camera’s tour activated

Command Base command

CommandFocus Focus command (focus near, far, ...)
Commandlris Iris command (open iris, close iris, ...)
CommandMisc Miscellaneous command (hdd space, ...)
CommandMove Move command (left, right, ...)
CommandPreset Preset command (set preset, find preset, ...)
CommandRemote Remotes are model-specific commands
CommandResult Base command with a result
CommandSensor Motion Sensor command (create, delete, ...)
CommandStart Base command with a start/stop command flag
CommandStop Cancel command

CommandThumbnails Stream Thumbnails command (get, list, ...)
CommandTour Tour command (start, stop, ...)
CommandZoom Zoom command (zoom in, zoom out, ...)
CommanderDirectSite Command executer for direct connected sites
CommanderNMRouter Command executer for sites behind router
CommanderNMServer Command executer for sites behind a server
CommanderSip Command executer for sites behind SIP
Controller Parse and dispatch commands from the network
ControllerCommands Execute commands, manage tours

Facade Module entry point

6. Channels (WP 1.5)
It manages all video channels’ related operations.

Class Description
Channel Base video channel
ChannelCamera Directly-connected video camera channel

ChannelRouting

Routed streams channel
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Net Multiplayer

Class Description

Client Base client for streaming
ClientCamera Streaming client for camera channels
ClientRouting Streaming client for routing channels
Controller Manage channels, dispatch clients
Facade Module entry point

Streamer Base stream handler

StreamerMjpeg Mjpeg stream handler
StreamerMpeg4 Mpeg4 stream handler

StreamerRouting

Routed stream handler
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3.1.3.Client (WP 2)

Diagram

Main

Graphical Engine GUI Engine

Eridan Services
Channels

o

Channels
Static Structure
Details Level WP Code |SECTION DATE
0 2 Overall Client 22112/2005

Net Multiplayer Client
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Modules Description

Remark: This part only describes the modules belonging to this work package. Other modules

will be described in their relative work package.

1. Main (WP 2.0)
It is the program entry point.

Class

Description

Cookie

User’s cookie — fast login

2. Channels (WP 2.1)
It manages all video channels’ related operations.

Class

Description

3. Services (WP 2.2)

It manages all services requests which can be sent to the server.

Class

Description

Fagade + Controller

Package Entry point — general services

User

User — client side

FacadeUsers + ControllerUsers

Package Entry point — users services

FagadeModels + ControllerModels

Package Entry point — models services

FacadePtz + ControllerPtz

Package Entry point — ptz services

FacadeChannels + ControllerChannels

Package Entry point — channels services

FacadeTour + ControllerTour

Package Entry point — tour services

FacadeSites + ControllerSites

Package Entry point — sites services

4. PTZ (WP 2.3)

It manages all PTZ requests which can be sent to the server.

Class

Description

5. GUI Engine (WP 2.4)
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It gathers the modules for the graphical user interface.

Class Description
6. Graphical Engine (WP 2.5)

It contains the modules for the graphical engine.

Class Description

Fagade + Controller

Package entry point — graphics handler

GCommand Abstract graphic command
GCommandName Abstract graphic named command
GCommandScreenshot Screenshot Graphical Command

Color Color representation

Size Size representation

Rectangle Rectangle representation

Coordinates Coordinates representation

Texture Texture structure

RegisteredTexture Data structure of textures in a register
TextureRegister Handle textures’ data

Widget Graphical widget

WidgetTexture Textured graphical widget

WidgetVideo Video Channel widget (animated textures)
WidgetContainer Container of widgets

WidgetContainerEx Extended Container — handle widgets position
WidgetMultivision Multi-video channels widget (+overlays)
WidgetOverlayPtz Overlay for PTZ controlling

WidgetOverlay Thumbnails

Overlay for thumbnails (pictures) display

WidgetOverlayVideo

Overlay for Video display

7. Eridan (WP 2.6)

It manages and dispatches Eridan (Graphical Supervisor) requests.
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Class Description
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3.1.4.SipPilot (WP 3)

Diagram
Main
PTZ
Static Structure
Details Level WP Code [SECTION DATE
1] 3 Overall SipPilot 220122005

Secur'lP Box Pilot
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Modules Description

Remark: This part only describes the modules belonging to this work package. Other modules
will be described in their relative work package.

1. Main (WP 3.0)
It is the program entry point.

Class Description

2. PTZ (WP 3.1)
It manages the PTZ commands received.

Class Description
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3.2. Entity Relationship Diagram
3.2.1.Codification

/ Cadification

singleton

LI
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3.2.2.Common (WP 0)
Sites (WP 0.1)

+port : unsigned short

Fmodels map<eModelType, Model=
Lauthentications : map<efuthenticationType Authentication>
Htours_ - map=eModelType. Tour>
#id : string

Hip : string
. aysass lname : string
Hptz : bool .
| Hsethodellentrée type ; eModelType, entrée modal ; Madsl)
Hsethuthentication(entrée type : eAuthenticationType, enirée auth : Authentication)
rgetModel(entrée type : eModelType, sortie model : Model) : bool
HgetAuthentication{entrée type © eAuthenticationType, sortie auth @ Authentication) : bool
#oetTour{entrée name : string, sortie Tour : Tour) : bool
#gelTours(sortie tours : list<sting=)
HselTour(enirée name : siring, entrde Tour : Tour) ! bool
FhasTour(entrée name : siring) © bool

' T Ree
HUSESH

| l-name_ : siring

| -presets_: list<Preset=

| Houmrent_presel_pos_ ;- int .

|

l

+_ctor_(entrée name : string)
+getMame() : string
+pushPresatentrée preset : Preset)

+olearPresets()
+header : SiteHeader +resell)

+cameras : list<Camera> HnextPraset() | Praset
+router_data_ : RouterData HgetCumentPreset() | Preset
Fauthentications_ : map=eAuthenticationType. Authentication= )
+ clor (entrée file_name @ string)

+getAuthentication(entrée type : eAuthenticationType, sortie auth : Authentication) : bool .
+satfuthentication{enirée type : efAuthenticationType, entrée auth ; Authentication) +nUm ¢ unsign
+oetCamerafanirde id : string, sortie camera @ Camera) : bool +name ; string
+getCamerald{enirée name : string, sortie id : string) : bool +duration ; unsigned char
+satCamearas|entrée cameras : list<Camera~)
+oetCameras(sortie ids © list<string=)
+isCameralentrés id ; siring) ; bool

ar

[

Hp_ : string

-parts_: map=string,unsigned short>

+_clar_[entrée ip : string)

+setlP{entréa ip : string)

e ite_t : +getlP() : siring

i i i +saiPort{entrée name : string, entrée port ; unsigned short)
+getPori{entréa name : string} : unsigned shorl

HUSBSH

Static Structure

Details Level WP Code |SECTION DATE
1 0.1 0.1 Sites 08/01/2008

Net Multiplayer Server
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Utils (WP 0.2)

-lines 1

+Hogin - string ]
+password | string

——

>

1

E—

>

0.1

i ®

KN N

Static Structure

Details Level
1

WP Code
0.2

SECTION

0.2 Utils

DATE
31/12/2005

Net Multiplayer Server
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Channels (WP 0.3)
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3.2.3.Server (WP 1)

Main (WP 1.0)
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Sites (WP 1.1)

GUSESH

I
| 1
I
1
I

Facade

+linkientrée ptz : Facade)

+oetSite(entrée id - string. sortie site @ Site} : bool

+oetSitas(sortia ids | list<string=)

+getCameralentrée id : string, soriie camera : Camera) : bool
+getCamerald(entrée site_id - siring, entrée name : string, sortie id : siring) : bool
+odeleteSite(entrée id : string)  bool

+createSitelentrée name | string, entrée type : eSiteType, sorlie id ; string) © bool

_+selCameras(entrée id : string, entrée cameras : list<Camera=) : bool

+existSite(entrée id | string) @ bool
+reloadSitelentrée id : string) : bool
+load()

0.1

I
i
! Controller

wUSES  pty  : Facade”
-sites_ : ControllerDB<string, Site~
- save|

w1

Static Structure

Details Level
1

WP Code |SECTION
13 1.1 Sites

DATE
08/01/2006

Net Multiplayer Server
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Users (WP 1.2)

+link{enirée sites : Facade)

+ereate(entrée login @ string, entrée password | string, entrée status - eStatus) @ bool
+del{entrée login ; string) ; bool

ALERIE +exists{entrée login : string) : bool

_<_ _____________ +getlentrée login * string) : User*
+oetAlljsortie logins - ist<string=)

+setRights{entrée login ; sting, entrée nights ; list<RightParam=) - bool
+setPassword{enirée login : siring, entrée password : siring) : boal
+aatStalus|antrée login : string, entrée status © aStatus) : bool
+isAllowead{enirée login : string, entrée right - RightParam) : bool
+load{sortie error - siring) | bool

T

HUSESH

Controller
+_sites : Facade I

-users_ : ControllerDB<string, User>
o [FZ08 oot

eright_archive = (xD0
aright_live = 0x0010
eright_all = 0x1111
eright_none = 0x000D0

Fauthentication_ : Authentication

Vs Fstatus_; eStatus

Frights _ - list<Right=>

% 1 | controller  : Controller

+site_id : string <+_ctor_{entrée auth : Authentication, entrée status : eStatus)
cam_name ; string Faetduthentication() : Authantication

type ; int 1 +satauthentication{entrée value : Authentication)
+setStatus{entrée value @ eStatus)

+getStatusl) | eStatus

HselRights(entrée rights - list<RightParam=)
+HsAllowed(enirée cam_id : siring, entrée type * int) : bool

astatus_adminisirator = A
astaus_normal ='W

Static Structure

Datails Level WP Code |SECTION DATE
1 1.2 1.2 Users 16/01/2006

Net Multiplayer Server
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Services (WP 1.3)

See MetworkProtocal for complete listing of functions [T

wUSESH

0.1
1
0.1 1 —
1 gl F‘lﬂﬂ"
Hlink(entrée ptz ; Facade)
—’+Ilnktantrée sites : Facade)
+ink(entrée channels : Facada)
+link(entrée users ; Facade)
P
0.1 1
0.1
Controller
oz Facade
b s H & *
+_channets _: Facade”
H+ users :Facade

Fsocket : TCPSocket

eresponse_unauthorized = 401
eresponse_notfound = 404

-__processCommandlinout socket : TCPSocket, entrée omd : string}
-__sendResponse (entrée socket ' TOPSocket, entrée : aRes
- processSocket (entrée socket - TCPSocket)

- thread (enirée controller : Controller]

nsaType

Static Structure

Details Level
1

WP Code
1.3

SECTION
1.3 Services

DATE
17/01/2006

Net Multiplayer Server
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PTZ (WP 1.4)

Facade

+I.'. k{enirée silas : Facade) 01 Controller 0.1
ink{entrée sites : Faca
+siteUpdatedientrée site_id : string) < rtour _: ControllarCommands
+executelinout command : Command *) - bool %ﬂl
T s L3
- i -__controller__: Controller* [ parseCommand() : Command® (4
: -0 : string _ network_thread() 1
2 1 +execuie|inout cmd - CommandFocus) : bool
b 0.1 +execute{inout cmd : Commandiris) : bool 0.1 1
| +execute{inout cmd - CommandMisc) ; bool
| R e +execute{inout cmd : CommandMove) : bool
| I +axacuie(inout cmd - CommandPresat) : bool 1 1
| 1 +execule{inoul cmd - CommandRemate) : boal
| | +execute(inout cmd - CommandSiop) : bool
| | 0.1 +execute({inout cmd - Command Thumbnails) @ bool
5 +execute{inout cmd - CommandZoom) - bool
+execute{inout cmd : CommandSensor) : boal
#id : siring
# _commander  : CommanderSite”
Haxecutal) 1
T
1
0 ControllerCommands a1

W sendRegquest()
i __sendGetRequest()
i sendPostRequest()

B movePiz() Focommanders_ ! list=CommanderSite*>
_controller  : Controller
L N L S Lo L el +sitelUpdated({entrée site_id : string)

+num © unsigned char

+ype : eMiscCmdType

+ecmd_misc_hddspace
+ecmd_misc_tour_stop
+ecmd_misc_tour_start
+ecmd_mise_tour_impart
+acmd_misc cam list
+ecmd_misc_cam_data

Frecmid_move up
Hecmd_move_down
Hecmd_move_|aft
+acmd_move right
+ecmd_move_upleft
Hecmd_move_upright
Hecmd_move_downleft
Hecmd_move_downright

type : eThumbnailsCrmd Type
+date | string
+hours | unsigned char
+minutes - unsigned char

+ecind_thumbs_get
+acmd_thumbs_list

+ecmd_sensor_create
H+acmd_sensor_delete

lactive_tours_ : mag<string ActiveTour>

Fawaiting_cmds  list=CommandTour> |

+execute{inout cmd : Command®) @ bocl

- thread{}

I
| AUSESH
__ 1 *
I

-active_ : bool
Hlast_exec  unsigned long

L

!tour_: Tour

+_clor_{(entrée tour : Tour)
Hstart{entrée bStart ; baal)

+nextisortie preset ; Preset) - bool

_;Y

type ; elnsCmdType

fype : eFocusCmdType

+name ; string

ecmd_focus_auto
scmd_focus near
ecmd_focus_far

+reload : bool

|'typs s eZoomCmdType

Static Structure

Details Level WP Code
1 14

SECTION

1.4 PTZ

DATE

04/01/2006

Net Multiplayer Server
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Channels (WP 1.5)

Hink(entrée sites : Facade”)
HaddClient(entrée client ; Clent™) : bool

lread_socket : TCPSocket
|Fbuffer : unsigned char®

Controllar +atch() : baol
I+ sites  : Facade* +getSocket() : TCPSocket
lehanneds  : map<string, Channal™> +readData() - unsigned char*
+channelDonelentrée id : string) tisReadReady() : bool

1

% ite_socket_: TCPSocket
frequest_: string
. ller _ : Controller”
ch ! i __control Co
- — — +_ctor_{entrée request : string) >

relients_ I'_SI‘C_I'EM = His\WriteReady(} : bool 1
—;apacltlygmtlmslgned char HstreamDatajentrée data ; unsigned char®) - bool
| d“"f*';tﬁng +isValid() : boal
s ~controller - Contraller® # parseRequestisortie request_data : map<string,string=>}) 1
HaddClient{enirée client : Client*) : boal 0.1
+getClientsCount() : unsigned char e
sl - boo L — =TT
+isDonel ) - bool 1 . 9
+_ctor_{enrtrée capacity @ unsigned char, entrée id : string)
+__dtor_[) 1
- beginClientsiteration() ] : Cliant
-__endClientslteration() fitcam_id_: string
+__nextClient(} i v Wstreamer_: Streamer”
—deleteClient{entrée dient ; Client®) +_chor_{entrée cam_id . string, enirée streamer : Streamer”)
+__isQuit} : bool L dtor ()

+§treaﬁ'Data(enltéa data : unsigred char®) : bool

+igWriteReady() : bool

+isWalid{) : bool

+getSocket() : TCPSocket

+readDatal) : unsigned char*
isReadReady() - bool

-__isConnected() : bool

-__canneck()

. fatchPictura()
. getPictura()
-__threadj)

Static Structure

Details Lavel WP Code |SECTION DATE
1 1.5 1.5 Channels 301122005

Net Multiplayer Server
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3.2.4.Client (WP 2)

Main (WP 2.0)
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Channels (WP 2.1)
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Services (WP 2.2)

See MetworkProtecol for complete listing of functions ﬁ

Facade

+loginfenirée auth : Authentication, entrée server_ip_ : siring, entrée server_port - unsigned short)

GUSESE l-authentication_ : Authentication
-server_ip_ : string
[ AR oo oo vt |————
I-__sendGetRequesi()
-__sendPostRequest()
F__send ()
AV hvi Vi 7 kv
FacadeChannels

T

HUSESH
|
|
|
|
L
+login ; string
+password : string
+status : eStatus
+rights : list<RightParant=

Static Structure

1 2.2

Details Level WP Code |SECTION

2.2 Services

DATE
17/01/2006

Net Multiplayer Client
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PTZ (WP 2.3)
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GUI Engine (WP 2.4)
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Graphical Engine (WP 2.5)

Core / Controller

Facade

main()
Uit

+screenshotisorte file_name : string)

+oetScreenSizelsortie width | int, sortie height @ int)

1

T

Controller

Cwindow_title: string

Fwindow id_int

=width_int

~height_: int

Hirst_display_ - bool
-screenshot_pixels - unsigned char®
Hlast_frame_ : unsigned long
—commands ! list<GCommand=>
~commands_mx_; Mutex

GCor ;

i__recaiver  : Controller

+ctor()

Hdtor)

E_initDisplay(}

+__pushCommand(entrée cmd ; GCommand®)
+__processCommands()

Haxecutaeninée command | GCommand™)

+sValid(}) : bool
+toString() @ string

rexecute()

|

Hname : siring

Static Structure

Details Level
1

WP Code
25

SECTION

2.5 Graphics

DATE
31/01/2006

Net Multiplayer Client
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3.2.5.SipPilot (WP 3)

Main (WP 3.0)



Net Multiplayer Software Architecture Document P.40/49 9

PTZ (WP 3.1)
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4. Processes and Threads Description

Cette partie donne des schémas du systéme réagissant aux événements les plus importants.
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S. External System Interfaces
5.1. Graphical Overlays

5.1.1.0verlay Channels

[TODO]

5.1.2.0verlay Sensors
[TODO]

5.1.3.0verlay Thumbnails
[TODO]

5.1.4.0verlay PTZ
[TODO]
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Cwerlay Channsls Leﬂ click = View

==

Mame
mﬁs — Left click = View

S EmEEEEREEEE
= | [ 1
)17 [ ) ) Y )
FEEE R
) 21 [ P e ) ) ) o
| ) Y Y

\1 Left click = Play archive 51 ]

Left dick = View Thumbnails +180 l

{ Left click = Goto Thumbnalls +360 ]

/{ Distance = speed madulation ‘

Right click {hold) = Move/Zoom camera low speed

J Left click = Find Praset &

Left click (hold) = MoveZoom camera full speed |
DOverlay PTZ

Prasets
1 2 3 4 5 B i 8
Zoom |
Maova 9 10 1 12 13 14 ik 16

SavePresel (X) IrisOpen

Laft click = Toggle ZoomMiove mod |\Laﬂ lick = Sa F’rasat)(| ; .
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5.2. Interfaces Opérateur

5.2.1.Interface Manager

L’interface manager est composée de plusieurs zones :

- Map Selection : Zone de sélection de la carte dans laquelle va se dérouler la mission ;
- Path Editor : Zone d’édition du chemin a suivre sur la carte ;
- Drone Selection : Zone de sélection du drone a utiliser ;

- Take-off Type Selection : Zone de sélection de la catapulte a utiliser ;
- Pilote Selection : Zone de sélection du pilote sur la mission ;
- Events Editor : Zone d’édition des événements qui vont avoir lieu dans la mission.

L’interface se présentera comme suit :

rD @ Supervision - Mission Editor 0686
[ Mission Editor | Mission- | Data Analysis. |

Map Selection Pilote Selection
B
i R .2

Coiba

M Charles Lindberg
National park - Panama
; Level : Ace
Latitude: 7.5
i Average score : 18
Longitude: -80.78
Load ] Edit 4
Path Editor Events
Point 1 7.503 i il ] Girocompas - 32min - failure
Latitude: 8076 Birds - 12min - take-off
Longitude: j < >
Altitude: E
Horizontal margin: 300 o
Vertical marain: 300 fest Fl — i g
= Tie fighter Romain Catapult
[¥ Photo target Max speed : 130 mph Acceleration : 50 g
[~ [ -updatod [——4 || Edit [ Edit 111 Edit 1
/4




