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Haznauenne WMHUTAIMOHHOTO  MOJIEIUPYIOIIETO0  KOMIUIEKCA  3aKJIIO4aeTrcss B
MPEOCTABIICHUH BUPTYAJIBHOTO TIOJUTOHA JJI TECTHPOBAHUS W OTIAJIKH aJITOPHUTMOB
MHTEJUIEKTYJIbHOTO TIOBEJICHHSI aBTOHOMHBIX HEOOMTAaeMbIX OJIBOJAHBIX annaparoB (AHIIA)
U UX TPyNnupoBOK. B maHHO#W paboTe ONMUCHIBAETCS MOJIYJIh MOICIUPOBAHUS TIOJIBOTHOMN
Cpelbl, KOTOpBIM BKJIIOYaeT B ceOs TreHeparop penbeda MOPCKOTOo JHA U TEeHepaTop
ITOJIBOTHBIX TEUCHUH COTTIacHO pesibedy.

PaccmarpuBaercsi 3ajada TeHEpalMd peaTUCTUYHOrO penbeda MOPCKOro JHA C
BO3MOXXKHOCTBIO ~ HACTPOWKHM  MHapaMeTpoB  penbeda  IMOCPEJCTBOM  HCIOJIB30BaHUS
rpapuueckoro uHTepdeiica noanp3onarens (graphical user interface, GUI). Jlannas 3amaua
HaXOAUT IPAaKTHUUECKOE INPUMEHEHUE B PA3JIMUYHBIX O0JIACTSIX, U B 3aBUCUMOCTH OT
IIOCTABJIEHHOM IIEJIM MCIOJIb3YIOTCS Pa3Hble AITOPUTMBI FeHepaluu U ux komouHanuu [1]. B
JaHHOW paboTe mpeUIo’keHa KOHIENIMS HACTPOWKHM HapaMeTpoB JaHAmadTa, KOINIeCTBO
ATAIOB I'eHEepallui U cxeMa nepekmodenus coctossuit GUL Yiyuinen anroputM renepanuu
penbedpa ¢ HMCHOIB30BAaHMEM paHee pPa3padOTAaHHOTO METO/Ja «MacoK» (Ha OCHOBE HIyMa
[lepauna [2]), xoTopelii Mo3BOJISIET (OPMHUPOBATH JAHMUAPT IO CIOSAM» M YUYUTHIBAET
BBIOpaHHBIE IOJIb30BATENIEM IapaMeTphl: BBICOTY XOJMOB HJIM TOp, UX 3€PHHUCTOCTH U Jp.
IIpennoxena cxema (OPMHPOBAHHS PEATUCTHYHOTO penbeda MOpCKOro 1gHa C
UCIIOJIB30BAHNEM YETHIpeX INaroB. llepBbIM ImaroMm sIBIsieTCsS CO3/IaHUE «IIOUIOKKH» —
MIECYaHOTO JIHA, Ha KOTOPOM B JaJbHEHINEM pa3MeIatoTcsl BCe OCTabHBIE OOBEKTHI penbeda.
Janee crenyet coznanue «oompimmxy (100—400 M), «cpeaaux» (30—100 m) u «manbx» (1-30
M) TOp, YbHM pa3Mephl KIACCH(UIMPOBAHBI 1O yJ0OCTBY HCIIOIB30BAHUS W TCHEPALUH.
PeanuzoBanbl coxpaHeHue U 3arpyska KapThl peibeda. Kpome sToro, peaan3oBaH 1moaxo] no
TeHepaIliu KapThl BBICOT penbeda Ha OCHOBE (pakTabHOTrO ajroputMa «diamond-square» u
IpeioKeHa €ero MOJUQUKaIMs, KOTopas IO3BOJSIET TEHEpUpoOBaTh C 3aJaHHBIMU
napaMeTpaMy «KPYTH3HbBD) M «3€PHHCTOCTU» KaKyro-Iu00 4yacTh penbeda pasmepom 2" x 2"
M® (re n — uenoe), OMMpasCh Ha JaHHBIE BBICOT HA €€ TpaHUIlaX, TaKUM oO0pa3oMm
MPeIOCTaBIISISE OoJiee THOKW MHCTPYMEHT I paboThI ¢ peibe)oM U (OPMUPOBAHUS 30H C
Pa3IMYHBIMY TUIIAMU [IECYAHBIX XOJIMOB M TOPUCTHIX IIOBEPXHOCTEH.

B pamkax MopjenupoBaHUsS TOJBOJHOM cCpeabl Takke paccMaTpUBaeTCsl 3ajaada
TeHepaluy TOJBOJHBIX TEYEHHWH COTJAacHO TodydeHHOMY penbedy. llpemmaraercs
WCIIOIB30BATh MOJIX0/I, OCHOBAHHBIN Ha AJITOPUTME TIOUCKA ITyTH HA KBAJIPATHOU perysipHON
cetke [3]. I'eHeparus TedeHW MPOXOIUT B TpW dTama: 1) co3mgaHwe OWHAPHOW KapThl
MPOXOUMOCTEH 1O JaHHBIM O BBICOTaX penbeda; 2) BHIOOP «UCTOYHUKA» TEUCHUS,
MIPUCBOCHWE €My HYJIEBOTO 3HAuUeHMsI W JajbHEWIee HWCIOIb30BaHUE anroputMa (poHTa
BOJIHBI JUIsI 3alI0JTHEHUS KapThl CTOMMOCTEH; 3) reHepariisi BEKTOPOB IMOJISI TE€UEHUs TI0 KapTe
crouMocTei. Peann3oBaHo paciiupeHre JaHHOTO alrOpUTMa Ha TPEXMEpPHBIA Ciydai, a
TaKke TpeUiokeH psia Mmoaudukanmii. [lepeHoc ncTodHMKa 3a Tpenenbl BUAUMOW s
I0JIb30BATENsl KapThl MO3BOJIAI U30aBUTHCS OT «CTATHUBAHUS BCEX OOBEKTOB, IIBIBYIIHUX 110
TEYEHUIO, K OJHOM 30He. Mcmonp30BaHME Ha BTOPOM 3Tane cilydailHOro Habopa sUeek U3
BCEX BO3MOKHBIX CMEXHBIX sIU€EK Ha TEKyIIEeM Iare aJropurMa, a Takxke BbIOOp CIIlydaiiHOTO
ciaraemoro oT 0 1o 1 mpy BBIUKCIEHUU TIOJISI CTOUMOCTEN pa3HOOOpa3UiIn NoJie TEUeHH.

18



O6paboTka CTOMMOCTH SYEEK, CMEXHBIX C HEIPOXOJUMBIMH, YJIyUIlUia BHU3YAIbHYIO
COCTABJISIIOLIYIO ITpoliecca OTHOaHUs MPETSITCTBUS TEUCHUEM.
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