
RULES:

VOLCANIC CONES VIEW PROTECTION
DEFINING VIEWS WITH LINEAR ORIGINS
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LINEAR VIEW ORIGIN WITH 
CHANGING GRADES AND/OR ALIGNMENT

MODE 3
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o=a+b+c+d

h=a'+b'+c'+d'
a'=a/o x h

b'=b/o x h (and so on)

LINEAR VIEW ORIGIN AT EVEN GRADE

Assume origin is straight line
horizontally and at even grade

LINEAR VIEW ORIGIN AT EVEN GRADE

1.   Commonsense is to prevail.

2.   Variations in the Horizontal or Vertical alignment of the View Origin
will have most effect on the floor of the View-shaft near the Origin.

3.   If the foreground land is well below the floor of the View-shaft and 
the critical effects are near the View object, then discrepancies arising 
from simplified definition of the view Origin will be unimportant.  

4.   If the foreground land rises to near the floor of the View-shaft, then 
accurate definition of the Vertical and/or Horizontal alignment of the 
View Origin is likely to be important.

1   Calculate view plane as for Mode 1

2.   Trim or extend view plane to meet Origin
Ignore vertical and/or horizontal deviations at Origin 

VIEW ORIGIN APPROACHS TARGET,
THEN SWINGS RIGHT OR LEFT

1.   Have regard to grades of Origin when identifying critical
Planes. 

2.   Grades of A-B and B-C, and relationship 
foreground land to floor of View-shaft, will be important.

Example:
Treat  A, B, C, E, D as View-shaft Floor; 
but if foreground approaches Floor it may 
be necessary to define Chords B-b,b-c,c-C
and apply Mode 3


