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Abstract

This two years research effort was concerned with the efficient solution of combinatorial optimization
problems that arise in the task assignment and motion planning of unmanned aerial vehicles in complex
operations.

In the first year of the research we have concentrated on the high level task assignment problem. A
genetic algorithm that utilizes process algebra for coding of solution chromosomes and for defining evolu-
tionary based operators was presented. The algorithm is applicable to a general class of mission planning
and optimization problems. As an example the high level mission planning for a cooperative group of unin-
habited aerial vehicles was investigated. The mission planning problem was cast as an assignment problem,
and solutions to the assignment problem were given in the form of chromosomes that are manipulated by
evolutionary based operators. The evolutionary operators of crossover and mutation were formally defined
using the process algebra methodology, along with specific algorithms needed for their execution. The via-
bility of the approach was investigated using simulations and the effectiveness of the algorithm was shown in
small, medium, and large scale problems. The work, performed in collaboration with Prof. Emilio Frazzoli
and Sertac Karaman of MIT, was presented in last year’s annual report.

In the second year of the research we paid special attention to the interaction between the high level
mission planning (task assignment) and the low level motion-planning for unmanned aerial vehicles. This
effort is described in the current report. We considered an unmanned aerial vehicle modeled as a Dubins
vehicle: a vehicle with a minimum turn radius and the inability to go backward. Given a starting position
and orientation for a Dubins vehicle and a set of stationary targets, the main problem is to determine the
shortest flyable path that visits each target. This problem is called the Dubins traveling salesman prob-
lem, an extension of the well-known traveling salesman problem. A number of algorithms with different
approaches, including a hierarchical approach, a generalized traveling salesman problem reformulation ap-
proach, and a search with an upper bound Dubins cost approach, is developed and contrasted. Monte Carlo
simulations were performed for a range of vehicle turn radii. Simulations results show that integrating two
plausible kinematic satisfying paths as an upper bound to determine the cost-so-far into a search algorithm
generally improves performance in terms of the shortest path cost and search complexity. Furthermore,
when a suitable trajectory for traversing an ordered set of targets has been found, the applicability of us-
ing proportional navigation guidance is examined. It is shown that using a simple proportional navigation
guidance law, stationary targets located within the vehicle’s turn circle are unreachable. To address this
issue, waypoints are generated that will allow the vehicle to reach these hard targets with minimum dis-
tance. The waypoints are generated by solving a relaxed version of the point to point Dubins problem.
In addition, it is shown that any trajectory composed of point to point Dubins paths can be navigated
using proportional navigation with a minimum number of waypoints, regardless of the target positions. The
research presented in this report was performed as part of the M.Sc. work of my graduate student Matt Cons.

The results of the first year of the research have been accepted for journal publication, see:

e Sertac, K., Shima, T., and Frazzoli, E., A Process Algebra Genetic Algorithm", IEEE Transactions
on Evolutionary Computation.

The results of the second year of the research have recently been presented in a conference and published
in its proceedings, see:

e Cons, M., Shima, T., and Domshlak, C., "Integrating Task Assignment and Guidance via Motion
Planning for Unmanned Aerial Vehicles", Proceedings of the ATAA Guidance, Navigation, and Control
Conference, Portland, OR, August, 2011.

2 of 36



Contents
I Introduction

IT Problem Formulation
ILA Search . . . . . . . e
II.B Optimization problem . . . . . . . . . ...
II.C Vehicle constraints . . . . . . . . . . . . e e e

IITISearch Algorithms
III.AETSP with overlaying kinematic constraint satisfying solution (hierarchical approach) . . . .
III.A.1 Relaxed Dubins algorithm method . . . . . . . . . ... ... ... ... ........
ITI.A.2 Alternating Algorithm method . . . . . . . . . ... ... ... ... ... ..
IIL1.B Generalized traveling salesman problem (GTSP) . . . ... .. .. ... ... ... ......
ITI.B.1 GTSP with uniform angle candidates . . . . . . . . ... ... ... ... ... .....
IT1.B.2 GTSP with random angle candidates . . . . . . . . . . ... ... ... .. .. .....
II1.B.3 GTSP with straight line angles to nearest neighbors . . . . . .. ... ... ......
III.C TSP with Dubins cost function . . . . . . . . . . . . ... ..
III.C.1 TSP relaxed Dubins search . . . . . . . . . .. .. ... ... ... .. ....
III.C.2 TSP Alternating Algorithm (AA) search . . . . . . . ... ... ... ... ......
II1.C.3 TSP joint AA and relaxed Dubins search . . . . . . . . ... ... ... ... .....
I[II.D Summary of algorithms . . . . . . . . . . . .
III.LE Search method - depth first search . . . . . . .. .. .. ...

IV Monte Carlo Simulation Results
IV.A Monte Carlo simulation setup . . . . . . . . . . . . . . . e
IV.B Analysis method . . . . . . .. . e
IV.C Simulation results . . . . . . . . ..
IV.C.1 Analysis of algorithms running to completion . . . . . . . ... ... ... ... ...,
IV.C.2 Analysis of algorithms that do not run to completion . . . . . .. ... ... ... ...
IV.C.3 Analysis of increasing the number of angles for GTSP algorithms . . . . . . ... ...
IV.D Summary of simulation results . . . . . . ... L L

V Guidance through an Ordered Set of Targets
V.A Traditional results of PN to intercept a stationary target . . . . . . . ... ... ... .....
V.B Results using PN to intercept a stationary target . . . . . . . . .. ... ... ... ... ..
V.C Relaxed Dubins and using waypoints to deal with “hard” problems. . . . . . . ... ... ...
V.D Proportional navigation guidance as relaxed Dubins paths . . . . . ... ... ... ... ...
V.E Results of proportional navigation and relaxed Dubins solution for traversing a set of ordered
VEITeXES . . . . . ..o
V.F Proportional navigation and Dubins trajectory . . . . .. ... ... ... ... L.
V.G Minimum waypoints required for relaxed Dubins solution trajectories . . . . . . . . . . . ...
V.H Minimum waypoints required for Dubins solution trajectories . . . . . . . ... ... .. ...

VI Summary

3 of 36

00~~~

© o o



10
11

12

13

14

15

16

17

18

19
20

List of Figures

Possible hierarchical problem approach . . . . . . . . . . ... ... o o 6
An approximation of the DTSP into a GTSP reformulation. There are 3 cities to be visited.
Here, the number of cities and the values of the angles were chosen arbitrarily for illustration
purposes. The initial position of the vehicle is represented as a square, and its initial heading
angle is shown. A search algorithm must choose the ordering of the vertexes and one heading
angle for each target. . . . . . . . . L. 9
Search tree of an approximation of the DTSP into a GTSP reformulation, corresponding to
Figure 2. A, B, and C represent targets. The numbers represent angle possibilities for the
corresponding targets. The GTSP tree is much larger than its TSP counterpart and only the
left most part of the tree is shown, down to the leaf node. . . . . . . .. .. ... ... .... 10
A simple reformulation of a DTSP into a GTSP. There are 6 targets to be visited. Here,
the number of angle candidates of the vertexes was set at 4, while their values were chosen
uniformly. Their values consists of {O7 55T, 37” e 10
A simple reformulation of a DTSP into a GTSP. There are 6 targets to be visited. Here, the
number of angle candidates of the vertexes was set to 4, while their values were chosen randomly. 11
For GTSP with straight line angles to nearest neighbors. There are 6 targets to be visited.
The number of candidate angles N = 4 in this example. The angles for each vertex were set
according to the straight line angles to the 2 closest neighbors. . . . . . . ... .. ... ... 11
For GTSP with straight line angles to nearest neighbors. There are 6 targets to be visited.
The number of candidate angles N = 2. The angles for each vertex were set according to the

straight line angle to the closest neighbor. . . . . . . . . ... ... .. ... ... 12
Comparison of the three classes of algorithms. Path in question is <S, A, B>.. . . . . . . .. 14
This figure shows a comparison between the 8 search algorithms as a function of turn radius

for 6 targets located randomly in a 20 x 20 square. All search algorithms ran to completion. . 17
Comparison of paths generated by different algorithms with different radii. . . ... ... .. 18

This figure shows the details of the simulation runs for a radius of 1.5. Though the GTSP
straight line(4) eventually shows a lower average cost at the end, the cost of complexity is much
higher. The TSPJointRelaxedDA ASearch outperforms all other algorithms for the number of
expanded paths checked. . . . . . . . . .. 19
This figure shows a comparison between multiple search algorithms as a function of turn radius
for 32 targets located randomly in a 20 x 20 square. All the algorithms were stopped before
completion at 10 seconds. The TSPJointRelaxedDAASearch did the best or among the best
forall radii. . . . . . . . . e e 20
Comparison of GTSP uniform algorithm with different numbers of angles. As the number of
angles increases, the solution improves, but at the cost of complexity. As expected, GTSP
uniform(8) dominates the other algorithms. . . . . ... ... ... ... .o L. 20
Comparison of GTSP uniform algorithm with different numbers of angles. The figure shows
the average cost of the solution found as a function of the turn radii. As the radius increases,
the average cost of the paths increase. . . . . . . . . . . . . .. .. ... L. 21
Comparison of GTSP random algorithm with different numbers of angles. Because the algo-
rithms run to completion, the GTSP random(5) outperforms the same algorithm with fewer
angle candidates. . . . . . .. L L e e 22
Comparison of GTSP random algorithm with different numbers of angles. The figure shows
the average cost of the solution found as a function of turn radii. As the radius increases, the
average cost of the paths increase. . . . . . . . . . .. Lo 22
Comparison of GTSP uniform algorithm with different numbers of angles. When the algo-
rithms do not run to completion, the GTSP algorithm with fewer angle choices outperform
when the radius is small. . . . . . . . ..o 23
Comparison of GTSP random algorithm with different numbers of angles. When the algo-
rithms do not run to completion, the GTSP algorithm with fewer angle choices outperform

when the radiusis small. . . . . . . . . .. oL 23
Waypoint guidance . . . . . . . . ..o e 25
Engagement scenario . . . . . .. L. oo 26

4 of 36



21

22

23

24

25

26

27

28
29

30

Standard PN to Target. N/ = 3. Maximum acceleration = 1. In the top graph, the vehicle
travels from the origin (0, 0) to the target at (5,2). The bottom graph shows the acceleration
command vs time. . . . . ... e e
A vehicle starting from the origin with zero heading angle (pointing in the positive x axis)
uses PN to travel to a target placed in a hard position. The vehicle does not intercept the
target. Instead, it circles the target indefinitely, and the control is saturated. . . . .. . . ..
Potential targets using proportional navigation. The small squares located within the vehicle’s
turn circle are potential targets that are unreachable using simple PN. The small circles located
on or outside the turn circle are potential targets that are reachable. . . . .. ... .. ...
This figure shows the configuration of a vehicle and a target in polar coordinates, where the
vehicle is located at the origin with v = 0. The two large circles show the vehicle’s minimum
turn radius R,,;,. The target is located at point P (r,,6,). The inner circle that intersects
the target is the PN trajectory assuming no acceleration saturation and N’ = 2. The current
range is r,. This figure graphs Equations 9. . . . . . . .. ... ... ... ... ...
This figure shows the configuration of a vehicle and a target in polar coordinates, where the
vehicle is located at the origin with v = 0. The target is represented as a square located at
(rp,8p), which is on the vehicle’s turncircle. . . . . . . .. .o oo Lo Lo
The four relaxed Dubins solutions with proposed waypoints shown as an ’x’ at the transition
between acceleration commands. . . . . . ... Lo Lo
Result using a waypoint generated from the relaxed Dubins trajectory. The vehicle starts
from the origin, goes through a waypoint, and finally reaches its target at point (0.5,0.5).
The control is first saturated at w = —1 and then to u = 1, as the vehicle makes a right turn,
then left turn maneuver. . . . . . . . . ..
Results of using PN for a non "hard" target . . . . . . ... . ... L.
Result for traversing from the origin to 3 targets marked as circles. The navigation constant
is very large (V' = 10000). The ’x’ marks locations in which there is a fundamental change
in control effort. . . . . ...
The six Dubins solutions with proposed waypoints shown as an 'x’, located on the transition
between acceleration commands. . . . . . .. ...

5 of 36

29



I. Introduction

Interest in unmanned aerial vehicles (UAVs) has grown considerably as they can be used for a number of
applications, including remote sensing[1], surveillance [2], search and rescue operations [3], and cooperative
control of multiple UAVs [4]. A common problem to many of these applications is how the UAV traverses
over multiple targets in the shortest distance or time, a problem strongly resembling the traveling salesman
problem (TSP). Because many UAVs are fixed-wing aircraft, they have kinematic constraints that make this
problem more difficult. When the vehicle is modeled as a Dubins vehicle, the problem is called the Dubins
TSP (DTSP) [5]. Once a trajectory has been proposed, an appropriate guidance law must be implemented.
This is more difficult with kinematic constraints.

The DTSP was so named because of the results found by Dubins who analyzed the shortest path problem
for a nonholonomic vehicle in 1957. Specifically, Dubins analyzed the shortest path for what is now called a
Dubins vehicle: a vehicle that has the kinematic constraints of a minimum turn radius and the inability to go
backward [6, 7, 5]. Dubins provided the solution to the shortest path problem between two states (z;, y;, 6;) —
(xr,yy,0y), including the coordinate position and vehicle heading (or orientation) [6]. The shortest path
must be one of the following six different combinations of line segments and curvature arcs: RLR, LRL,
RSR, LSL, RSL, LSR, where R is a right hand turn (clockwise), L is a left hand turn (counterclockwise),
and S is a straight line [6]. The turns are along the vehicle’s minimum turn radius.

Whereas Dubins solved the shortest path problem from one point with given orientation to a second
point with given orientation, Ma and Castafion [8] consider and solve a variation to the Dubins shortest
path problem for the case where the second point is given but not the orientation (x;,y;,6;) — (xr,yy) -
that is, the orientation of the second point is free. They defined the problem as a minimum time trajectory
problem, defined the Hamiltonian, and used the Pontryagin’s Maximum Principle to solve for the optimal
path. It was determined that the optimal trajectories consist of four types: RS, LS, RL, and LR segments.
For the cases of RL and LR types, the last arc curvature is greater than m radians. There are fewer types
than described by Dubins because the terminal orientation constraint has been dropped [8]. Enright et al.
later gave the analytical solution [9].

Some research has been conducted to investigate the DTSP because of its applications toward UAVs.
Uunlike the Euclidean TSP (ETSP), in which the distances between targets is calculated from the Euclidean
metric, it is not possible to use classical combinatorial optimization methods on the DTSP because the
problem cannot be defined as a finite graph [10]. At each target, the state of the vehicle includes the
vehicle’s heading angle, which is not included in an ETSP, for example. As the heading angle can be
described anywhere between [0, 27|, the number of heading angle possibilities is infinite.

Some researchers have chosen to address the DTSP in a hierarchical approach as shown in Figure 1
[10, 8]. They assume that the ordering of the targets has already been given or the corresponding ETSP has
been solved such that the Dubins constraints have been dropped. Assigning the order of targets is a form
of task planning. Given the ordering, the second step is to propose a trajectory that satisfies the kinematic
constraints of the vehicle, a type of motion planning. For example, Salva et al. propose an algorithm, the
Alternating Algorithm, for a Dubins tour, a tour through an ordered set of vertexes satisfying the Dubins
vehicle constraints [10]. The path produced by the Alternating Algorithm consists of alternating straight
line segments and Dubins path segments [10].

Task Tasks Motion Trajectory Guidance
Assignment/ Planning Law
Planning :
Acceleration
command
Actuators Autopilot
Fin angle
command

Figure 1. Possible hierarchical problem approach
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Another algorithm for path planning given an ordered set of vertexes is called the Two-point Algorithm
[8]. Given the initial vehicle position and heading angle, the trajectory to the first target is calculated using
the relaxed Dubins solution. The relaxed Dubins solution gives the angle over the first target. Now the
trajectory to the second target can be calculated using the first target and its newly assigned heading angle.
The process is continued in a receding horizon manner until all targets have been reached. For clarity, this
work refers to this algorithm as the relaxed Dubins algorithm.

A more integrated approach for task planning and motion planning was given by Edison and Shima [11].
They approximated the DTSP as a generalized traveling salesman problem (GTSP), which is an extension
of the TSP. The GTSP can be stated as follows: Given a starting position and a number of clusters,
each containing a number of target locations, find the shortest path which passes through exactly one target
location from each cluster and returns to the start position [12]. Edison and Shima reformulated the problem
by uniformly discretizing the possible vehicle heading angles over each target, which constitutes the clusters
in the GTSP. The interest was to assign tasks and plan paths for a group of cooperative UAVs. The problem
was addressed by constructing a graph and by implementing a deterministic search and a stochastic search
via genetic algorithms.

TSP is a classic example of a problem that belongs to the NP-complete complexity group [13]. Garey et al.
and Papadimitriou showed that the ETSP with finite precision is NP-complete by reducing the ETSP to the
Exact Cover problem, an NP-complete problem [14, 15]. However, they noted that the question of whether
or not the ETSP falls into NP, and thus NP-complete, remains open because of precision considerations of
using the Euclidean metric, e.g. calculating square roots [14, 15]. Papadimitriou defined the Euclidean-tour
TSP and the Euclidean-path TSP and found them to be NP-complete, ignoring the precision consideration
[15]. The Euclidean-tour TSP demands a tour, a path that returns to the starting point, whereas the
Euclidean-path TSP does not [15]. Ny et al. considered the DTSP and showed that the tour-DTSP and the
path-DTSP are both NP-hard by extending the proof of Papadimitriou[16]. The focus was on the hardness
of the DTSP because of similar concerns regarding precision in calculating Dubins tours, e.g. calculating
trigonometric functions [16].

The main contribution of this work is that it proposes and compares different algorithms that integrate
the task planning and the motion planning aspects of the problem, rather than treating the two separately.
This work proposes using an upper bound on calculating kinematic satisfying paths for setting costs in the
search algorithm. This work compares the proposed algorithm to algorithms that solve the search aspect first
and then solve the motion planning aspect second. In addition, once an ordered set of stationary targets has
been selected, possibly through the method shown in this work, the use of proportional navigation guidance
for traversing an ordered set of stationary targets in minimum distance is analyzed and implemented with
small but important modifications.

Section II briefly describes the problem formulation, including the vehicle constraints. Section III de-
scribes the primary search method used. This section also expounds on the different algorithms that combine
the task planning and the vehicle dynamics. Section IV illustrates and discusses the results of these algo-
rithms. Section V describes how one could use the proportional navigation guidance law to traverse through
the targets, once an ordering of visitation has been chosen. Section VI briefly summarizes the main results.

II. Problem Formulation

This section summarizes the main problem of this work through a mathematical formulation. The vehicle
constraints are defined as well.
II.A. Search

This research looks to address the DTSP, which has the requirements of a classical TSP, but also includes
kinematic constraints on the “salesman,” or vehicle, as described in Sub-Section II.C. Similar to a TSP, given
a starting position, the vehicle must visit each of the V' targets, or vertexes, once and only once in a closed
tour. However, in this research, the vehicle does not have to return to the starting position. This is called
the path-DTSP [16].

II.B. Optimization problem

The optimization problem can be stated concisely as minimizing the cost function J, the cost of the path,
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N N
minJ =" X(m,m,)dm,m,)
i=1 j=2

where i # j, m; € M, in which M is the set of all target locations plus the initial vehicle location,
X(mi,m;) € {0,1} are decision variables, d(,,, m;) is the Dubins distance from m; to m;, and N=[M|. In
this formulation, associated with each m in M is a free vehicle heading angle from [0, 27|, which must be
selected. When the heading angle for each m is defined, then the Dubins distance d can be calculated.

This minimization is under the constraints of a Dubins vehicle shown in Sub-Section II.C. In addition,
as shown by Edison and Shima, the set D

D= {emqy,nLj|(X7ni,mj = ]-)amz € M, mj € M}

must compose a complete path of edges e to the targets starting from the initial vehicle condition [11].

II.C. Vehicle constraints

To be applicable to UAVs, the vehicle’s dynamics are constrained to that of a Dubins vehicle that has a
constant positive speed [7]. The equations of motion for a Dubins vehicle are presented below:

& = scosf
y = ssinf
0 = Qmaxl
s = 0

where x and y are Cartesian coordinates, s is the speed, 6 is the azimuth flight heading, and Q. is the
maximum turn rate. The controller « is an element of the set U = {—1,0,1}, corresponding to turn right,
go straight, turn left, respectively.

III. Search Algorithms

Several search algorithms for finding the shortest path for the DTSP are detailed next. They can be di-
vided into 3 categories: ETSP with overlaying kinematic constraint satisfying solution, GTSP reformulation,
and TSP with Dubins cost function. The algorithms all employ a depth first search method.

IITI.A. ETSP with overlaying kinematic constraint satisfying solution (hierarchical approach)

The first class of algorithms represents the hierarchical approach as illustrated in the first two blocks of
Figure 1. The first step is to decide the order of visitation and then determine a trajectory that satisfies
the kinematic constraints of the vehicle. In the first step, the kinematic constraints are dropped, and the
corresponding ETSP is solved, providing the ordering of the vertexes. Given the ordering, the second step
is to provide a trajectory that satisfies the kinematic constraints of the Dubins vehicle. This research
investigates two methods for providing a flyable trajectory: the relaxed Dubins algorithm proposed by Ma
and Castanon [8] and the Alternating Algorithm proposed by Savla et al. [10] This set of algorithms can be
considered a benchmark to compare the other two classes of algorithms, since these methods represent the
hierarchical approach.

IIILA.1. Relazed Dubins algorithm method

Given the order of visitation from the corresponding ETSP solution, the relaxed Dubins method is defined
as follows. Given the initial vehicle state, position and heading, the distance and heading angle over the first
target is determined by solving the relaxed Dubins problem. Recall that the relaxed Dubins problem is the
problem of finding the minimum distance between a point and orientation to another point without regard
to orientation, i.e. (x;,vs,0;) = (z,ys). Now that the heading angle over the first target has been defined,
the relaxed Dubins method can be solved again to the second target. This continues until all the vertexes
have been assigned angles. The total distance of the path can be calculated easily using the results of the
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relaxed Dubins solution or summing the result of the point to point Dubins solution for each segment in the
path.

III.A.2. Alternating Algorithm method

Given the order of visitation from the corresponding ETSP solution, the Alternating Algorithm is utilized
to determine the angles of each vertex. Once the angles of each vertex are set, the total distance of the path
can be calculated easily by summing the point to point Dubins solution for each segment in the path. As
mentioned earlier, the Alternating Algorithm consists of alternating straight line segments and Dubins path
segments. The Alternating Algorithm used in this research is slightly modified in that the first segment from
the initial start position to the first target is always a curved Dubins path segment, and the following segment
is a straight line path between the first and second target. This slight change is due to the randomized initial
vehicle state, including the initial orientation of the vehicle, which is independent of the target locations. It
is not normally possible to set a straight line path from the initial vehicle state to the first target.

III.B. Generalized traveling salesman problem (GTSP)

The DTSP can be approximated and reformulated into a GTSP by discretizing the vehicle’s possible heading
angle over each target (vertex). See Figure 2. This is a relaxed problem because the possible angle states that
the vehicle can be in are discretized, compared to the infinite angle possibilities between [0, 27] in the DTSP.
Once this step is complete, a search to find the optimal path for the GTSP is performed. The distances
between states (position and heading angle) are determined using the point to point Dubins solution. Unlike
the hierarchical approach, the search tree for this approach must include discretized angle possibilities as

well as the targets (Figure 3).

>

Figure 2. An approximation of the DTSP into a GTSP reformulation. There are 3 cities to
be visited. Here, the number of cities and the values of the angles were chosen arbitrarily
for illustration purposes. The initial position of the vehicle is represented as a square, and its
initial heading angle is shown. A search algorithm must choose the ordering of the vertexes
and one heading angle for each target.
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Figure 3. Search tree of an approximation of the DTSP into a GTSP reformulation, corre-
sponding to Figure 2. A, B, and C represent targets. The numbers represent angle possibilities
for the corresponding targets. The GTSP tree is much larger than its TSP counterpart and
only the left most part of the tree is shown, down to the leaf node.

While the number of angle candidates for every vertex does not have to be the same, in this research
the number of angles is indeed the same for every vertex. It may be better to choose the number of angles
over each target in a non uniform manner. The values of the angle candidates were chosen in a few manners
described here.

II.B.1. GTSP with uniform angle candidates

In this algorithm, the DTSP was reformulated into a GTSP by discretizing the possible angles over each
vertex. The number of angles is the same for each vertex. The values of the angle candidates were chosen in
a uniform manner. This algorithm was proposed and investigated by Edison and Shima [11]. For example,
if the number of angle candidates is one, then every angle candidate has the value of {0}. If the number of
angle candidates is four, then the angle candidates have the values of {O T, 37” (Figure 4).

¢$> 3
%.

- -
+$.
<$+

Figure 4. A simple reformulation of a DTSP into a GTSP. There are 6 targets to be visited.
Here, the number of angle candidates of the vertexes was set at 4, while their values were

chosen uniformly. Their values consists of {O T, m, 3T

O REAE DI B4

III.B.2. GTSP with random angle candidates

In this algorithm, the DTSP was reformulated into a GTSP by discretizing the possible angles over each
vertex. The number of angles is the same for each vertex. The values of the angle candidates were chosen
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randomly from [0, 27].

Figure 5. A simple reformulation of a DTSP into a GTSP. There are 6 targets to be visited.
Here, the number of angle candidates of the vertexes was set to 4, while their values were
chosen randomly.

II1.B.3. GTSP with straight line angles to nearest neighbors

This algorithm was inspired by the idea that it may be advantageous to travel in a straight line to the nearest
target. Given N candidate angles per vertex, for each m vertex, the g closest neighbors ¢ are considered.
For each m, the values of the N candidate angles are assigned according to the straight line angle from m
to each ¢ and from each ¢ to m. The algorithm calls for the % closest neighbors because it is desired to give
the opportunity to travel in a straight line from m to ¢ or ¢ to m, not just in one direction.

SR AP
- B

Figure 6. For GTSP with straight line angles to nearest neighbors. There are 6 targets to be
visited. The number of candidate angles N = 4 in this example. The angles for each vertex
were set according to the straight line angles to the 2 closest neighbors.
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Figure 7. For GTSP with straight line angles to nearest neighbors. There are 6 targets to be
visited. The number of candidate angles N = 2. The angles for each vertex were set according
to the straight line angle to the closest neighbor.

III.C. TSP with Dubins cost function

This research proposes using kinematic-constraint-satisfying paths to define an upper bound on the cost
of partial paths, the cost-so-far g(n), within the search algorithm. Because the costs are defined through
motion planning, the search integrates both task planning and motion planning. In the following algorithms,
the search will take the form of a typical TSP search; however, the method of calculating g(n) will differ for
each depending on the upper bound chosen. Because there is no known way to calculate the minimum g(n)
for a Dubins path given multiple targets, the proposed g(n) functions do not provide a minimum cost, an
unusual characteristic of a TSP. The heuristic used for all algorithms is the Euclidean minimum spanning
tree.

II1.C.1. TSP relaxed Dubins search

When a new vertex is added to a partial path, its cost and its final heading angle are determined by
the relaxed Dubins solution. This algorithm is very similar to the ETSP with overlaying relaxed Dubins
algorithm of the hierarchical approach. Here, however, the costs of satisfying the kinematic constraints is
integrated within the search.

III.C.2. TSP Alternating Algorithm (AA) search

This method implements the AA concept. The vehicle cost from the start vertex to the second vertex is
determined by the Euclidean distance between them. Due to the fact that the third vertex in the path
is currently unknown, the second vertex angle cannot be calculated yet. When a new vertex is added to
the path, such that there are three total vertexes, the heading angle of the second vertex is the straight
line angle between the second vertex and the third vertex. The third vertex heading angle is equal to the
second vertex. The cost between the first and second vertex is now updated and is calculated by the Dubins
path for (start, Ystart, Ostart) = (Tsecond, Yseconds Osecond)- The cost between the second vertex to the third
vertex is the Fuclidean distance. Similar to the situation of adding the second vertex to the path, when the
fourth vertex is added to the path, the heading angle for this vertex cannot be set until the fifth vertex is
added. Thus, the partial path of the fourth vertex is the cost of the path of three vertexes plus the Euclidean
distance between the third and fourth vertexes.

Using this algorithm, the cost of partial paths with an even number of vertexes may be underestimated
compared to the optimal Dubins cost of the same partial path given the angles from the start vertex through
the second to last vertex. This will not cause a problem in the search. Only partial paths that are assigned
costs that exceed their true cost risk being pruned from the search. This is similar to the concept of an
admissible heuristic.
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II1.C.3. TSP joint AA and relaxed Dubins search

This method aims to combine the two above methods: AA and relaxed Dubins. It works as follows: The
vehicle travels from the start vertex to the second vertex added according to the relaxed Dubins solution.
When the number of vertexes in the partial path is even, the last vertex is assigned the angle solved from
the relaxed Dubins problem between the second-to-last vertex and the last vertex. Thus, when the partial
path has exactly 3 vertexes, this algorithm is the same as Relaxed Dubins TSP search. When the number
of vertexes in the partial path is odd, then two possibilities are examined and their costs determined. The
smaller cost of the two methods will be used. The first method is using the relaxed Dubins between the
second to last vertex and the last vertex. The second method is to determine the straight line angle between
the second to last vertex and the last vertex and assign both vertexes this angle. This entails changing the
second to last vertex’s angle - this is rather unusual as it effectively changes part of the partial path that
does not include the most recent vertex added via the search.

It is expected that this algorithm will outperform the other TSP with Dubins cost function search
algorithms because when a new vertex is added to the partial path, two methods to determine the new angle
are investigated and the best one is chosen. However, this algorithm does not necessarily dominate the other
two; that is, this algorithm does not guarantee to find a better solution as it works on a greedy method.

III.D. Summary of algorithms

To summarize, there are eight total search algorithms, which fall into three major classes or approaches.
The ETSP/AA and the ETSP/Relaxed Dubins fall into the hierarchical approach. The GTSP algorithms,
including GTSP uniform, GTSP random, and GTSP straight line angles, are reformulations of an approxi-
mation to the DTSP. The final class, including the TSP Relaxed Dubins search, TSP AA Search, and the
TSP Joint AA and Relaxed Dubins Search, use an upper bound to calculate the Dubins cost along the search
tree. The last two approaches are integrated approaches as they take into account the motion planning while
performing a search; however, the last approach maintains the complexity of the search to a TSP rather than
a GTSP. The algorithms are summarized in Table 1. A comparison of how g(n) is calculated in the search
tree is shown in Figure 8. In the hierarchical approach, the cost of a path is calculated by summing the
point to point Euclidean distances. In the GTSP approach, the cost is calculated by summing the point to
point Dubins distances. In the TSP with Dubins upper bound, the cost is calculated based on a particular
Dubins upper bound method for the entire length of the path.

Furthermore, while none of the algorithms guarantee a global optimal solution (in part because the
analytical solution for the optimal path that traverses over multiple targets is unknown), all the algorithms
are point to point optimal. They each use the point to point Dubins solution or point to point relaxed
Dubins solution that provides the shortest path between two consecutive targets along the trajectory.

Table 1. Summary of search algorithms

Hierarchical ETSP/RelaxedD Ma and Castanén (2006)
Approach ETSP/AA Savla, Frazzoli, and Bullo (2005)
Integrated Approach GTSP uniform Edison and Shima (2010)
- GTSP GTSP random
reformulation GTSP straight line angles

TSP AA Search
TSP Relaxed D Search
TSP Joint Relaxed D AA Search

Integrated Approach
- Dubins costs

ITII.E. Search method - depth first search

The search method is based on a depth first search with pruning and an admissible heuristic.

1. Initialization - The search is initialized by adding a given initial start node S to a queue of partial
paths ) that are waiting to be investigated. Thus, the first partial path consists of the initial start
node, or vertex, which includes the vehicle position and heading angle. Steps 2-6 run in a loop.
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(a) Hierarchical approach - The cost (b) GTSP approach - The cost of path
of path <S,A,B> is calculated by <S,A1,B1> is calculated by summing the

summing the point to point Euclidean point to point Dubins distances of <S,A1>
distances of <S,A> and <A,B> and <A1,B1>

(c) TSP with Dubins upper bound ap-
proach - The cost of path <S,A,B> is
calculated based on a Dubins upper
bound for <S,A,B>

Figure 8. Comparison of the three classes of algorithms. Path in question is <S, A, B>.
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2. Check time constraint - For some experiments, a time constraint was imposed on the algorithms. If
the current elapsed time exceeds the given time constraint, the algorithm stops here and returns the
best solution found so far. If not, or if no time constraint is given (the algorithm is allowed to run to
completion), then move to the next step.

3. Remove from queue and prune if necessary - The next step is to remove the partial path P that is
at the front of ). The cost of the current partial path, C, is compared to the best solution found so
far. If the cost of P is smaller, or there is no current best solution found so far, then P is moved to
the next step. Otherwise, P is discarded and said to be pruned, and this step is repeated (the next
partial path at the front of the queue is examined). If there are no more partial paths in @, then the
algorithm returns the best solution found so far.

4. Check solution - P is examined to determine whether or not it is a solution candidate (a complete
path). If P is a solution candidate and its cost is less than current best solution (if one exists), then
P now becomes the current best solution, and the previous best solution is discarded. If P is not a
solution candidate, then it is moved to the next step.

5. Expanding paths - For each vertex v that is not in P, a new partial path is created which is v added
to the end of P. The cost of each new partial path is calculated, and the paths are put in ascending
order according to their costs. The details of this step depend on the specific algorithm used.

(a) ETSP with Overlaying Kinematic Constraint Satisfying Solution - The g(n) cost of the new partial
path is P plus the Euclidean distance between the last vertex of P and v. The admissible heuristic
h(n), or cost-to-go, is the cost of the Euclidean MST for the unvisited vertexes plus v.

(b) GTSP - In a GTSP search, not only is each vertex v that is not in P examined, but so are each
of the candidate angles of v. Thus, for each vertex v and for every candidate angle « for v, a new
partial path is created which is v with a added to the end of P. The g cost of the new partial
path is P plus the Dubins distance between the last vertex of P and v with a. The admissible
heuristic h(n), or cost-to-go, is the cost of the Euclidean MST for the unvisited vertexes plus v.

(¢) TSP with Dubins cost function - Generally, the g cost of the new partial path is P plus the Dubins
distance between the last vertex of P and v with an angle specified by the specific algorithm. If
the angles of any of the vertexes in P are changed, then the new partial path’s cost will need to
reflect that change accordingly. The admissible heuristic h(n), or cost-to-go, is the cost of the
Euclidean MST for the unvisited vertexes plus v.

6. Adding expanded paths to the queue - The ordered expanded paths must be placed in the queue. In
this research, the search algorithm is run in a depth first manner. This demands that the ordered
expanded paths be put at the front of the queue.

IV. Monte Carlo Simulation Results

This section details the results of the Monte Carlo simulations for comparing the different algorithms. The
setup for the simulations is explained first, followed by an explanation of how the algorithms are compared,
and finally the results and analysis of the algorithms.

IV.A. Monte Carlo simulation setup

The vehicle and target positions were randomly generated in a 20 by 20 square centered at the origin.
The vehicle’s initial heading angle was randomly generated between [0,27]. Two datasets were created,
one consisting of 6 targets and one consisting of 32 targets. Six is the largest number of targets possible
such that all the search algorithms can run till completion in a reasonable amount of time using a specific
simulation computer. Thirty-two is a large enough number of targets such that none of the algorithms
solve to completion in 10 seconds. Thus, two situations were created, one in which the algorithms ran until
completion and a second where none of the algorithms completed.

Each dataset consists of 100 trials. Through Monte Carlo simulations, it was found that the results did
not significantly change after 20 trial runs. However, 100 trial runs were created for each dataset for added
robustness.

15 of 36



It was hypothesized that the results may vary greatly depending on the vehicle turn radius. As the turn
radius of the vehicle approaches zero, the solution should approach the ETSP solution. Thus, the algorithms
were tested over the two datasets with radii varying from 0.01 to 1000. Because the vehicle’s turn radius
and the position of the targets and initial vehicle position are unitless, the results are scalable.

IV.B. Analysis method

The results of the algorithms are compared in three manners:

1. Quality Index: The quality index describes the percent improvement of one algorithm over the other
algorithms. For a single trial, a score is calculated by taking the best result, which is the lowest
cost, of the trial and assigning it as the base cost. The other algorithms receive a cost defined as
quality = cosctislz’:‘rfhm Then, the score for each algorithm of the 100 trials is summed, and this sum

is the quality index score. Thus, an algorithm receiving a quality index score of 100 signifies that an

algorithm produced the best path in each of the 100 trials. A score of 50 signifies that on average the

algorithm produces a path that is twice as long as the best solutions from different algorithms.

2. Number of Winners: For each of the 100 simulations for a particular radius, 1 point is assigned to the
algorithm that has the shortest path cost and zero otherwise. In the event of a tie of two or more
algorithms, each algorithm is assigned 1 point. The points are summed to give a score. The score may
be more than 100 total points when summed across all the algorithms because of possible ties. More
points signify a better algorithm.

3. Average Cost: The average cost is the average path length that an algorithm produces over the 100
trials. Better algorithms will produce paths that have lower average costs.

Each approach can be illustrated as a function of turn radius or expanded paths, the number of partial paths
that were removed from the search queue and expanded.

IV.C. Simulation results

The results are divided into two sections corresponding to the two datasets: a dataset of 100 trial setups
with 6 targets and a dataset of 100 trial setups with 32 targets. In the following figures, the names of
the algorithms are written with a condensed name. ETSP/RelaxedD and ETSP/AA are the hierarchical
algorithms consisting of solving the corresponding ETSP and overlaying the relaxed Dubins algorithm and
the Alternating Algorithm, respectively. GTSP uniform(4), GTSP random (4), GTSP straight line angles
(4), represent the 3 different GTSP algorithms with 4 angles. TSP AA Search, TSP RelaxedD Search, and
TSPJointRelaxedDAA Search, represent the three different TSP with Dubins cost function algorithms.

1V.C.1. Analysis of algorithms running to completion

The following describes the results of running the eight algorithms to completion for a dataset of 100 trials.

Figure 9 compares the eight algorithms as a function of the vehicle turn radius. By examining the left side
of the graph for small turn radii, it is shown that the percent difference is negligible. Thus, all the algorithms
provide a path with approximately the same cost. This result is expected since the DTSP converges to the
ETSP as the turn radius of the Dubins vehicle approaches zero. A typical solution path for a small radius
is shown in Figure 10a. Clearly, the path takes the form of an ETSP solution. Figures 10b and 10c show
the results of increasing the radius to 20 for two different search algorithms. As the radius increases, the
solution path do not take the form of ET'SP solutions.

For very large radii, the TSPJointRelaxedD /A A algorithm outperforms (Figure 9). In fact, the algorithms
that have the Alternating Algorithm within the search, such as the ETSP/AA Search and the TSP AA
Search, benefit greatly for very large radii. These algorithms produce paths that are on average twice as
short, or twice as better, as other algorithms, as some of the other algorithms achieve a quality score of 50
compared to the alternating algorithms achieving a score of 100. The reason for this can be explained by
examining the solution paths found by the algorithms, such as in Figure 10d. This trajectory came from
the ETSP/RelaxedD algorithm. As the radius becomes very large, the solution path can be described as
performing circles. With a very large radius, it becomes difficult for the vehicle to maneuver to nearby
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targets, located in the 20 x 20 target area. Due to the lack of maneuverability, the vehicle is forced to move
outside the target area and perform a nearly complete circle in order to orient itself such that it will fly over
the next target. Thus, for every target, the vehicle is forced to perform a nearly complete circle. Hence in
the figure, there are 6 circles, one for each target. In contrast, with the Alternating Algorithm, every other
segment along the path, the vehicle is forced to orient itself such that it is pointing directly at its next target,
requiring no maneuvering from the vehicle. See Figures 10e and 10f. Notice that there are only 3 circles
for the 6 targets. This saves the distance of another vehicle circle. This is a “2 for 1” phenomenon, as each
vehicle “pass” over the target area intercepts two targets. This explains why the algorithms consisting of the
Alternating Algorithm concept can have solutions that are roughly twice as short as other algorithms.

Now, examine the data points for medium sized radii in Figure 9. It appears that the GTSP uniform (4)
and GTSP straight line angles (4) slightly outperform the others. In order to examine this, see Figure 11,
which shows the average cost (path length) vs the number of expanded paths for radius of 1.5 over the 100
trials. Recall that the number of expanded paths is the number of partial paths that were taken off the queue
and not pruned. The algorithms complete when the number of expanded paths is at a maximum. A better
algorithm will provide a lower average cost. The data is from the same data as Figure 9, but specifically
examines when the radius is 1.5. From the figure, it is possible to see that, when the algorithms complete,
the GTSP straight line angles (4) algorithm provides a better cost than the other algorithms because the
average cost is lower than the other algorithms. However, the number of expanded paths required is much
higher. In contrast, the TSPJointRelaxed DA ASearch algorithm finds a shorter path given a smaller number
of expanded paths. Thus, for this case, there is a trade off between the number of expanded paths, a
computational cost, and the shortest path found by the algorithms.

The Effect of Turn Radius. Number of Targets: 6. Number of Simulation Runs: 100
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Figure 9. This figure shows a comparison between the 8 search algorithms as a function of
turn radius for 6 targets located randomly in a 20 x 20 square. All search algorithms ran to
completion.

1V.C.2. Analysis of algorithms that do not run to completion

The following describes the results of stopping the algorithms after a runtime of 10 seconds for a dataset of
100 trials. Instead of 6 targets, 32 targets were randomly distributed in a 20 x 20 square. The results in
Figure 12 show that the TSPJointRelaxedD/AA Search outperforms the other algorithms, especially as the
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Figure 10. Comparison of paths generated by different algorithms with different radii.
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Cost vs Length of Run. Number of Targets: 6 . Radius = 1.5
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Figure 11. This figure shows the details of the simulation runs for a radius of 1.5. Though the
GTSP straight line(4) eventually shows a lower average cost at the end, the cost of complexity
is much higher. The TSPJointRelaxedDA ASearch outperforms all other algorithms for the
number of expanded paths checked.

radius of the vehicle increases. For small turn radii, the TSPJointRelaxedD/AA Search performs roughly
the same as the other TSP algorithms. Again, this is due to the fact that the DTSP converges to the ETSP.
Notice that the GTSP algorithms underperform for small turn radii. Because the DTSP converges to the
ETSP for small radii, the orientation of the vehicle over each target is much less important. While the GTSP
algorithms spend time searching through orientation possibilities as well as the ordering of the targets, the
TSP algorithms search only for the best ordering of targets. The latter proves more successful for small turn
radii.

When the radius is very large, the results are very similar to the results found for the situation in which
the algorithms run to completion. For medium sized radii, the TSPJointRelaxedDA ASearch outperforms,
since the algorithms all run roughly the same number of expanded paths.

IV.C.3. Analysis of increasing the number of angles for GTSP algorithms

Figure 13 compares the GTSP uniform algorithm given different number of angle candidates. GTSP uni-
form(1), GTSP uniform(2), GTSP uniform(4), GTSP uniform(8) algorithms, assign potential angle headings
over each vertex as {0}, {0, 7}, {0, 2, 37”}7 and {0, 5 ?{T’T, , %’T, 37”, %}7 respectively. In this situation,
clearly the larger number of angles dominates a lower number because all the angles of the smaller number
are included in the higher number algorithm, and the algorithms are run to completion. This is shown in
the figure as the number of winners for GTSP uniform(8) is at a maximum of 100. Similar to previous re-
sults, the percent difference between the algorithms, shown by the quality index, is small because the DTSP
converges to the ETSP for small radii. When the radius is large, the paths converge to repeated circles. The
major difference between the algorithms is in the middle range of the radii, where the solution paths to not
converge to either the ETSP or repeated circle solutions.

Figure 14 shows the average cost of the solution vs turn radii for the different algorithms. As expected,
larger radii will generally increase the length of the paths. For small radii, the difference between the average
cost for the algorithms is small because of the convergence to the ETSP. For very large radii, the solutions
all converge to repeated circles, leading to smaller differences between algorithms. In the middle range of
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Figure 12. This figure shows a comparison between multiple search algorithms as a function
of turn radius for 32 targets located randomly in a 20 x 20 square. All the algorithms were
stopped before completion at 10 seconds. The TSPJointRelaxedDA ASearch did the best or
among the best for all radii.

The Effect of Turn Radius. Number of Targets: 6. Number of Simulation Runs: 100
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Figure 13. Comparison of GTSP uniform algorithm with different numbers of angles. As the
number of angles increases, the solution improves, but at the cost of complexity. As expected,
GTSP uniform(8) dominates the other algorithms.
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the radii, the vehicle dynamics play a large role, and thus the difference in average costs for the algorithms
is greatest here.

Figure 15 and Figure 16 show the results of the GTSP random algorithms, which are similar to the results
of the GTSP uniform algorithms. Because the angles are generated randomly, the GTSP random algorithms
with larger number of angle candidates do not necessarily dominate the same algorithm with fewer angle
candidates.

For the dataset of 32 targets, the results of the GTSP uniform and GTSP random algorithms differ
for smaller radii compared to the dataset of 6 targets. See Figures 17 and 18. For very small radii, fewer
angle possibilities offer better solution. With fewer angle possibilities to check, the algorithm can search the
ordering of vertexes more thoroughly. The order of vertexes is more influential in the cost than the angle at
vertex as the turn radius approaches zero.

The Effect of Turn Radius. Number of Targets: 6. Number of Simulation Runs: 100
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Figure 14. Comparison of GTSP uniform algorithm with different numbers of angles. The
figure shows the average cost of the solution found as a function of the turn radii. As the
radius increases, the average cost of the paths increase.
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Figure 15. Comparison of GTSP random algorithm with different numbers of angles. Because
the algorithms run to completion, the GTSP random(5) outperforms the same algorithm with
fewer angle candidates.
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Figure 16. Comparison of GTSP random algorithm with different numbers of angles. The
figure shows the average cost of the solution found as a function of turn radii. As the radius
increases, the average cost of the paths increase.
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The Effect of Turn Radius. Number of Targets: 32. Number of Simulation Runs: 100

100 — — — ———e P
—O— GTSP unlform (1)

o 80 —¥— GTSP uniform (2) 1

b;; —— GTSP uniform (4)

= GTSP uniform (8)

S 60

S

9]

o

€

>

=z

107 10" 10° 10 10° 10°
Turn radius (units of measurement)

The Effect of Turn Radius. Number of Targets: 32. Number of Simulation Runs: 100

100 Ot

80

Quality index
(2]
o
T

401

20 i Lol i ol i [ | i ol i I R
107 10" 10° 10 10° 10°
Turn radius (units of measurement)

Figure 17. Comparison of GTSP uniform algorithm with different numbers of angles. When
the algorithms do not run to completion, the GTSP algorithm with fewer angle choices out-
perform when the radius is small.
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Figure 18. Comparison of GTSP random algorithm with different numbers of angles. When
the algorithms do not run to completion, the GTSP algorithm with fewer angle choices out-
perform when the radius is small.
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IV.D. Summary of simulation results

Among the methods tested, a TSP with a Dubins metric of cost-so-far, appears to be the best overall
approach in terms of both complexity and best solution. As expected, as the radius approaches zero, the
solutions reduce to the ETSP solution. As the radius approaches a very large value, the type of solution
converges to performing circles to reach the targets. Because of this, the difference in the cost of the solution
for very large radii becomes less significant over different algorithms. Furthermore, for very large turn radii,
algorithms that incorporate the Alternating Algorithm do significantly better than the other algorithms.

V. Guidance through an Ordered Set of Targets

A UAV may need to traverse a particular trajectory or a particular ordering of targets obtained by a
search algorithm illustrated in the previous section. This can be done by using an appropriate guidance law
as outlined in Figure 1. Following a given trajectory can be accomplished by setting waypoints along the
targeted trajectory, called waypoint guidance [17]. The vehicle’s autopilot system is then responsible for
flying to each waypoint. Possible methods include uniformly or non-uniformly placing waypoints along the
trajectory (Figures 19a and 19b). It may be advantageous to add waypoints along highly curved segments
in order that the vehicle will follow the path more closely during more difficult vehicle maneuvers. However,
it may be possible to just use the targets themselves as waypoints instead of adding additional waypoints
(Figure 19c¢).

The goal of this section is to address how a fixed-wing vehicle can be guided to follow a point to point
Dubins trajectory, e.g., any trajectory found by a search algorithm in the previous section, with a minimum
number of waypoints between targets using proportional navigation (PN) guidance law. PN [18, 19] is
investigated because it is a well-known guidance law commonly used for guiding a vehicle to non-maneuvering
targets . For a point to point Dubins trajectory, it will be shown that PN will converge to a bang-bang
controller when sufficient number of waypoints are used or if the navigation gain of PN is very large. Because
the task planner and motion planner can be implemented independently of the guidance law, the common
PN guidance law is chosen for investigation over a bang-bang control law. For example, if a task planner
and motion planner are chosen differently than as described in the previous sections, then a point to point
Dubins trajectory may not be guaranteed, negating the need or desire for a bang-bang guidance law.

First, this section will review well-known results of PN. Then, the applicability of using PN for guiding a
fixed-wing vehicle to a stationary target will be discussed. After limitations of using PN are shown, the use of
appropriate waypoints is proposed and investigated to overcome these limitations and to ensure reachability
to the target via PN. Finally, the concepts will be extended to include guidance to a point to point relaxed
Dubins trajectory and a point to point Dubins trajectory, trajectories that result from the eight proposed
algorithms discussed in the previous sections.

V.A. Traditional results of PN to intercept a stationary target

The goal of PN is to bring the pursuer to a collision course with the target. This is achieved when the
change in the line of sight (LOS) angle between the pursuer and the target is zero. The engagement scenario
between a vehicle and target is shown in Figure 20.
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LOS -~ Vehicle

Figure 20. Engagement scenario

From Figure 20, the kinematics of the engagement are as follows. Let A = v —60. V is the vehicle velocity,
R is the range, 6 is the line of sight angle.  is the angle between the LOS and the velocity vector.

R = —Vecos(y—0)=—Vcos()\) (1)

. —Vsin(y—0) —Vsin(\)
g - Yen-0)_ v @)

The proportional navigation law issues the following acceleration command

. N/ 2 o )\
0 = N’V@:—%n() (3)

where N’ is the navigation constant.
From the kinematic equations of the engagement and the acceleration command from the proportional
navigation law, the following equations are derived by Shneydor [18]:

R (Sin((N/—1)9+Ao)>N/ll (4)

Rio - sin g
for N’ > 1.
N'VZsin )y ( R \" 2 5)
p=——_1_ ==
Ry Ry

As Shneydor noted, the acceleration command is only bounded when N’ > 2. When V is constant and
N’ = 2, the acceleration command is constant, and therefore the vehicle performs a circular trajectory. The
acceleration command reduces to

N'V?2sin Ao
Ry

u =

(6)
V.B. Results using PN to intercept a stationary target

The results of implementing traditional PN on a stationary target are shown in Figure 21. The vehicle’s
maximum acceleration, velocity, and minimum turn radius R,,;, are equal to 1.
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Figure 21. Standard PN to Target. N’ = 3. Maximum acceleration — 1. In the top graph,
the vehicle travels from the origin (0,0) to the target at (5,2). The bottom graph shows the
acceleration command vs time.

However, when the target is located within the turn circle of the vehicle, then the position is “hard” because
the vehicle cannot reach the target using PN, as shown in Figure 22. Notice that the control is saturated.
The idea that a vehicle would not be able to reach a target within the vehicle’s turn radius was noted by
Robb et al., but without explicit proof or application to specific guidance laws [20].
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Figure 22. A vehicle starting from the origin with zero heading angle (pointing in the positive
x axis) uses PN to travel to a target placed in a hard position. The vehicle does not intercept
the target. Instead, it circles the target indefinitely, and the control is saturated.

Figure 23 illustrates the “hard” cases and the non-hard cases.

Lemma 1. A target point P (r), 6,) positioned in the interior of a vehicle’s turn radius is not reachable by a
vehicle implementing simple proportional navigation with an unchanging navigation gain, N' = 2. In other
words, If Rpyin > |2;7§9p| and v = 0, where Ry, is the given minimum turn radius of the circle, and 0 is
the LOS angle, then the target is unreachable using simple PN.

Proof. The minimum turn radius of a constant speed vehicle with a maximum acceleration can be derived

by
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Figure 23. Potential targets using proportional navigation. The small squares located within
the vehicle’s turn circle are potential targets that are unreachable using simple PN. The small
circles located on or outside the turn circle are potential targets that are reachable.

V2
- (7)
min
where V', Unmaz, Rmin, are the vehicle’s constant speed, maximum acceleration, and minimum turn radius.
The vehicle’s maximum turn rate, 4z, is derived as follows

Umaz = &

umax

;Vmax = Vv

Without loss of generality, assume that the vehicle is located at the origin with a zero heading angle and
would like to traverse to a target point P (r,,6,), in which 0 < 6, < w. See Figure 24. From Section V.A,
when N’ = 2 and the heading angle v = 0, the acceleration is found from Equation 6, reproduced below:
2V 2 sin g
Uy=—-——

Ry
Because 79 = 0, A\g = —6y. Therefore,

—2V?2sin (—6 2V2sin @
Urequired = , ( p) = , P (8)
P p

Comparing 7 and 8, it is clear that

‘urequired| > |umaac ‘
if
"p

Rmin > B
| 2sin 6,

When Urequired > Umaz > then the acceleration of the vehicle is saturated w = umq,. As a result, the vehicle
will make circles of radius R,,;, with equation

R(#) = 2R,insind 9)

as long as the acceleration remains saturated. This is in fact the case because this circle encircles the target.
As a result, at any point in the vehicle’s trajectory, the vehicle and target can be viewed as being in the
state described in Figure 24: the target is located within the turn radius of the circle such that the vehicle

is located at the origin with a zero heading angle.
O

Lemma 2. A target positioned in the interior of the vehicle’s turn radius is not reachable by the vehicle by
simple proportional navigation with an unchanging navigation constant, N' > 2.
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Figure 24. This figure shows the configuration of a vehicle and a target in polar coordinates,
where the vehicle is located at the origin with v = 0. The two large circles show the vehicle’s
minimum turn radius R,,;,. The target is located at point P (r,,60,). The inner circle that
intersects the target is the PN trajectory assuming no acceleration saturation and N’ = 2. The
current range is r,. This figure graphs Equations 9.

Proof. From Lemma 1, we see that the saturation of the vehicle is reached when N’ = 2 for the “hard” target
problem. From Equation 3, a larger N’ will demand larger acceleration. Since the acceleration is already
saturated. The saturation command will be the same, i.e.

UN'>2 = UN'=2 = Umax

Thus the vehicle trajectory will be the same, that is, encircling the target indefinitely along the vehicle’s
turn circle. O

Lemma 3. A target positioned on the vehicle’s turn circle is reachable using simple proportional navigation
for N’ > 2, and the trajectory will be an arc of a circle along the vehicle’s turn circle.

Proof. This proof is similar to the proofs of Lemma 1 and Lemma 2. Without loss of generality and assuming
the vehicle’s state is that found in Figure 25, then the acceleration required, Uyequired, is as stated in Equation
8 for N = 2. As can be seen from the discussion in Lemma 1, Umaez = Urequired if Rmin = 251TTP9,D One can
verify this by examining the geometry of the problem (Figure 25). With a saturated acceleration, the vehicle
will traverse along its turn circle as shown in Equation 9 until it reaches the target. Again, at any point in
the vehicle’s trajectory, the vehicle and target can be viewed as being in the state described in Figure 25: the
target is located on the vehicle’s turn circle such that the vehicle is located at the origin with a zero heading
angle. Similar to Lemma 2, if N’ > 2, then the acceleration demand will be higher, which will maintain a
saturated acceleration, forcing an identical trajectory.

O

V.C. Relaxed Dubins and using waypoints to deal with “hard” problems.

It has been shown that targets located within the vehicle’s turn circle are unreachable using simple PN
with N/ > 2. However, it was hypothesized that if a waypoint is created far away from the initial vehicle
position and the target destination, then it will be possible to reach the target. However, in order to create a
waypoint such that the trajectory will be in minimum distance, the relaxed Dubins problem is investigated.
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Figure 25. This figure shows the configuration of a vehicle and a target in polar coordinates,
where the vehicle is located at the origin with v = 0. The target is represented as a square
located at (r,,6,), which is on the vehicle’s turn circle.

The relaxed Dubins problem is the problem of traversing from an initial position and orientation (z;, y;, 0;)

to a final position (zf,ys) without considering the final heading in minimum distance (and minimum time if
the velocity is constant). This is similar to proportional navigation in that the vehicle starts with a specific
(x4, yi,6;) and desires to arrive to a final (zy, ys) without considering the final heading; however, the relaxed
Dubins problem is to achieve this in the minimum distance or time, for a constant speed vehicle, while the
objective for PN is to reach the point while minimizing a running cost on the states and control. From the
relaxed Dubins solution, the waypoint chosen is the point of transition between commands of turn left or
turn right. See the bottom two trajectories of Figure 26. The waypoints are reachable because they are
located on the vehicle’s turn circle.
Figure 27 shows the result of using the relaxed Dubins analytical solution to generate the waypoint to reach
a hard target. From the vehicle’s initial position at the origin, PN is used to navigate to the waypoint. PN
is used again to reach the final destination at (0.5,0.5). Notice that the acceleration is always saturated.
The trajectory found is the relaxed Dubins solution.

V.D. Proportional navigation guidance as relaxed Dubins paths

Lemma 4. For a vehicle with a minimum turn radius using proportional navigation guidance to reach a non
“hard” stationary target, a relaxed Dubins path will be achieved as the navigation constant goes to infinity.

Proof. For non “hard” problems: From Equation 5, it is clear that as N’ gets very large, the acceleration
command, u, will increase in magnitude. For a vehicle with a maximum acceleration limit %,,qz, U = Umaz
as N’ approaches infinity, unless v = 6. Thus, the vehicle will maintain a constant maximum acceleration,
producing a circular trajectory, until v = #. When v = 6, the vehicle is heading directly to the stationary
target and no further acceleration command is required. Thus, the path consists of a circular arc followed
by a straight line. The results of a very large N’ and N’ = 3 are shown in Figures 28a and 28b, respectively.
Notice that bang-bang control is implied for very large N'.
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Figure 26. The four relaxed Dubins solutions with proposed waypoints shown as an ’x’ at the
transition between acceleration commands.
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Figure 27. Result using a waypoint generated from the relaxed Dubins trajectory. The vehicle
starts from the origin, goes through a waypoint, and finally reaches its target at point (0.5,0.5).

The control is first saturated at « = —1 and then to u = 1, as the vehicle makes a right turn,
then left turn maneuver.
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Figure 28. Results of using PN for a non "hard" target
O

V.E. Results of proportional navigation and relaxed Dubins solution for traversing a set of
ordered vertexes

The result of implementing proportional navigation with a very large navigation constant to multiple targets
using the appropriate waypoints as discussed in the lemmas above is shown in Figure 29. The vehicle starts
at the origin and traverses to the non hard target at (—2,1). Because of the vehicle’s current orientation
and position of the next target (—2.5,1.5), this next target is a “hard” target. After reaching this “hard”
target, the vehicle finally arrives to the last target (0,1.5), a non hard target. The control takes values of
fully saturated at 1 and zero control, corresponding to circle trajectories and straight line trajectories,
respectively. Because the trajectory consists of point to point relaxed Dubins trajectories, it is similar to
solutions generated by the search algorithms that use the relaxed Dubins algorithm as shown in the previous
sections.
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Figure 29. Result for traversing from the origin to 3 targets marked as circles. The navigation
constant is very large (N' = 10000). The ’x’ marks locations in which there is a fundamental
change in control effort.

V.F. Proportional navigation and Dubins trajectory

It has been shown till now that it is possible to traverse any point to point relaxed Dubins trajectory, such as
the ones derived in the search algorithms from the previous sections. This was done using waypoints along
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the vehicle’s turn circle from the relaxed Dubins solutions. The results can be extended easily to point to
point Dubins trajectories, which were also derived in some of the search algorithms, by choosing waypoints
along the transition points, shown as an 'x’ in Figure 30.

\ . \ 7
\ ' \ /
| i | 0
| \ ! !

\ 4 \ , \

s N X . . N

Figure 30. The six Dubins solutions with proposed waypoints shown as an ’x’, located on the
transition between acceleration commands.

V.G. Minimum waypoints required for relaxed Dubins solution trajectories

Recall that there are four possible relaxed Dubins solution trajectories including RS, RL, and their mirror
images LS and LR. This section will discuss the minimum number of waypoints required in order for a Dubins
vehicle to traverse a relaxed Dubins trajectory from an initial start position and under what conditions.

Lemma 5. For the relaxed Dubins trajectory RS and LS, one waypoint, located at the end of the trajectory,
is required when the vehicle is guided using simple proportional navigation with N’ approaching infinity.

Proof. This follows directly from Lemma 4. O

Lemma 6. For the relaxzed Dubins trajectory RS and LS, two waypoints, one located at the transition point
and one located at the end of the trajectory, are required when the vehicle is guided using simple proportional
navigation with N’ > 2.

Proof. The RS and LS relaxed Dubins trajectories are each composed of a circular arc along the vehicle’s
turn circle and a straight line. A waypoint located at the transition point will allow the vehicle to follow the
first segment of the vehicle. Because the waypoint is located on the vehicle’s turn circle, a value of N’ > 2
will achieve this, as proven from Lemma 3. The second segment of the trajectory is a straight line. Since no
acceleration command is required, N’ > 2 will achieve the second segment. O

Lemma 7. For the relaxed Dubins trajectory RL and LR, two waypoints, one located at the transition point
and one located at the end of the trajectory, are required when the vehicle is guided using simple proportional
navigation with N’ > 2.

Proof. The RL and LR relaxed Dubins trajectories are each composed of two circular arcs along the vehicle’s
turn circle. A waypoint located at the trajectory transition point will allow the vehicle to follow the first
segment of the trajectory. Because the waypoint is located on the vehicle’s turn circle, a value of N’ > 2 is
permissible. Similarly, a waypoint located at the end of the trajectory will force the vehicle to travel along
its turn circle. O

V.H. Minimum waypoints required for Dubins solution trajectories

Recall that there are 6 possible relaxed Dubins solution trajectories including RSR, RSL, RLR, and their
mirror images LSL, LSR, LRL, respectively. This section will discuss the minimum number of waypoints
required in order for Dubins vehicle to traverse a Dubins solution trajectory from an initial start position
and under what conditions. The logic follows that of the description of the minimum waypoints required for
the relaxed Dubins solutions.
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Lemma 8. For the Dubins trajectories RSR, RSL, LSL, and LSR, two waypoints, one located at the second
transition point and one located at the end of the trajectory, are required when the vehicle is guided using
simple proportional navigation with N’ approaching infinity.

Proof. The RSR, RSL, LSL, and LSR Dubins trajectories are each composed of two circular arcs along
the vehicle’s turn circle and one straight line segment between the two. A waypoint located at the second
trajectory transition point will force the vehicle to follow the first circular segment followed by the straight
line segment. The second waypoint will guide the vehicle along the vehicle’s turn circle to complete the
path. O]

Lemma 9. For the Dubins trajectories RSR, RSL, LSL, and LSR, three waypoints, one located at the first
and second transition points and one located at the end of the trajectory, are required when the vehicle is
guided using simple proportional navigation with N' > 2.

Proof. The RSR, RSL, LSL, and LSR Dubins trajectories are each composed of two circular arcs along the
vehicle’s turn circle and one straight line segment between the two. A waypoint located at the first transition
will force the vehicle to fly along it’s turn circle until it is in a straight line to the second transition point. A
second waypoint located at the second transition will force the vehicle to fly along the straight line until a
particular point. Then the vehicle will fly to the third waypoint along it’s turn circle. O

Lemma 10. For the Dubins trajectories RLR and LRL, three waypoints, one located at the first and second
transition points and one located at the end of the trajectory, are required when the vehicle is guided using
simple proportional navigation with N' > 2.

Proof. The RSR, RSL, LSL, and LSR Dubins trajectories are each composed of three circular arcs. The
proof follows that of Lemma 7.

Table 2. Number of waypoints required to perform a maneuver given a specific N’

Relaxed Dubins Dubins

RS, LS | RL, LR | RSR, RSL, LSL, LSR | RLR, LSR
N >2 2 2 3 3
N — o 1 2 2 3

O

Lemma 11. For a trajectory only composed of point to point Dubins segments for a vehicle implementing
PN with a finite N' > 2, the minimum number of waypoints, excluding the initial and final positions, required
to follow the trajectory is equal to the number of transitions between turning right, turning left, and going
straight.

Proof. Vehicles implementing PN with a finite N’ > 2 to a single stationary target or waypoint can only
turn right, turn left (not necessarily along the vehicle’s minimum turn radius), or go straight. It cannot,
for example, turn right then turn left without adding additional waypoints. Thus the number of waypoints
required to follow the trajectory is equal to the number of transitions between turning right, turning left,
and going straight.

O

Lemma 12. For a trajectory only composed of point to point Dubins segments for a vehicle implementing
PN with N’ approaching infinity, the minimum number of waypoints, excluding the initial and final positions,
required to follow the trajectory is equal to the number of transitions of commands to turn right and turn
left. Add one if the first maneuver is go straight.

Proof. The set of maneuvers that a vehicle implementing PN with N’ approaching infinity to a single
stationary target or waypoint is {S, R, L, RS, LS}, in which the turns are along the minimum turn radius.
Thus, any straight maneuver that is preceded by a turn maneuver can be combined, requiring just one
waypoint instead of two. This was shown earlier in the proofs for point to point Dubins solution and point to
point relaxed Dubins solution. No other reduction in waypoints can be achieved from other combinations of
vehicle maneuvers. Therefore, the minimum number of waypoints required to follow the trajectory is equal
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to the number of transitions to turn right and turn left. In the special case when the trajectory starts with
a straight line, i.e., the vehicle’s initial heading angle is already pointing directly to its first target, the first
target must be included as a waypoint. Thus, one must be added to the total number of waypoints in this
case. O

VI. Summary

This work investigated the Dubins traveling salesman problem because of its applications to UAVs. A
Dubins vehicle was selected to model a fixed-wing UAV because of similar kinematic constraints. This
work proposed and contrasted several different deterministic search methods for solving the Dubins traveling
salesman problem, algorithms which include overlaying kinematic-satisfying solutions on the corresponding
ETSP, approximating the DTSP into a GTSP reformulation, and integrating an upper bound Dubins cost in
a TSP search. The GTSP and the TSP search with Dubins cost-so-far algorithms are integrated approaches
which combine the task planning and motion planning together. The results show that the TSP search with
Dubins cost-so-far algorithms generally provide solution paths that are shorter than the other algorithms.
The TSP search with Dubins cost-so-far has the added advantage that the complexity remains that of a TSP
rather than expanding to a GTSP.

Since it was hypothesized that the turn radius has a large effect on the solution paths, the algorithms
were tested using Monte Carlo simulations. As expected, with a small turn radius, the algorithms tend
toward the ETSP. With a very large radius, the solution paths tend to repeated circles because of the lack of
vehicle maneuverability. While there may be benefits of using certain methods over others, the complexity
of the problem and ease of implementation of the algorithms must also be considered.

After a trajectory through multiple target locations has been proposed, a guidance law must be im-
plemented. This research investigated proportional navigation guidance, an optimal guidance law for non-
maneuvering targets. It was shown that by using simple proportional navigation guidance, reaching a
stationary target within the vehicle’s turn circle is not possible for N’ > 2. Furthermore, when the target
is located outside the vehicle’s turn circle, proportional navigation guidance was shown to tend toward the
relaxed Dubins solution as the navigation constant approaches infinity. It was shown that when the target is
within the vehicle’s turn circle, a waypoint can be created in order to reach the target in minimum distance
by using the relaxed Dubins solution. It was also shown that waypoints can be used to follow a point to
point Dubins trajectory, such as the ones derived by the investigated search algorithms.
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