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TopoCheck performs topological checking on a single file and provides correction routines for some errors.

· Duplicate points for  points, lines, polylines, regions : check , notifies and correct

· Complexity reduction for polylines and polygons

· Point colinearity for lines, polylines and regions : check, notifies and correct only IF MORE THAN 3 NODES in the polyline or region (notifies otherwise)

· Spikes for polylines and regions: check, notifies and correct only IF MORE THAN 3 NODES in the polyline or region (notifies otherwise)

· Retracings for polygons or polylines : check and correct only IF MORE THAN 3 NODES in the polyline or region (notifies otherwise)

· Bowties (self crossing polygons or polylines) : check and notifies

· Complex bowties (bowties with shared node) : check and notifies

· Overlaps of polygons : check and notifies

· Gaps (slivers) : check and notifies

It’s possible to enable or not the automatic correction.

Complex corrections (more than one correction possible) are left to the user

System Requirements

PC running MapInfo 6 tm or higher.

Knowing people may get it to run under older version (5) without risk.

Important requirements

ALWAYS BACKUP AND PACK YOUR FILES before running TopoChck

YOUR FILE WILL BE SAVED FOR PENDING EDITS as soon as you launch TopoChck

I am not responsible for any damages you incure from the use or non-use of the program, it is distributed as is without warranty whether written or implied.  

Please report any bug, along with an example.

Mode of operation

Use your tool installer to install TopoChck2000.mbx, or drop the mbx in MI, or run it directly from the explorer.

It’ll add TopoChck in the tool menu.

Select TopoChck>Check from this menu.

Select a Map or a Query from the list. 

Click OK.

A Message Box pops up, telling you how much objects are in this table, and the node count for each type of object. (TopoCheck will process roughly 250 Nodes per second on a PII400, so you may have a coffe for large node counts)
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A Dialog pops up too :
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Don’t be too afraid, the only thing is to know what you’re doing (and back up your table !).

This dialog enables to set parameters for error checking and/or correcting.

You may hit OK to start a ‘standard checking, or you may set parameters before.

Bowtie detection will always be performed.

Minimum distance between nodes (in meters) : if you want to reduce objects complexity, you may set this to a given value (in meters). This will skim adjacent nodes closer than this value in the same polygon or polyline. A setting of 0 will not skim any point. No suppression may occur if the point count is 3 or below.

Min Angle (in degrees) : this will suppress any adjacent nodes if the angle is lesser than the value (0 is a flat angle). For example a setting of 2 will suppress any node that induce an angle strictly below 2 degrees. A setting of 0 will not suppress any point. (colinearity correction)

Max Angle (in degrees) : this will suppress any adjacent nodes if the angle is greater than the value (180 is a turnaround). For example a setting of 175 will suppress any node that induce an angle strictly over 175 degrees. A setting of 180 will not suppress any point. (spikes correction)

Only Mark problem points :  checking this option will cause a notify only run

Detect complex crossings :  Check this to perform advanced bowtie checking. Beware : slow process …

Detect overlaps : will detect overlapping polygons. Beware : slow process …. Will be performed only if there are no bowties in the file (correct those before running this option)

Detect Gaps : will detect Gaps between polygons. Same remarks as above …

Click OK 

After processing the message window looks like :
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Here only a standard check was run, on the world file provided with every copy of MI (hummmmmm …)

You see that the point count is the same (there was no double node, and no colinearity / spike correction enabled)

You can see too that there were some bowties detected (run it for yourself if you want to know how much … I may need MI support sometime).   ;-)

· A Map window pops up too, showing 2 layers :

· The original table

· A topoChk table including only the objects with detected errors.
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Something like this …

Red Points are detected errors (here, only bowties)

Zooming in ‘bonnie Scotland’ islands will show :
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Bowties can’t be automagically corrected (well imho) since there are various ways to correct them … so, you’ll have to correct them (in the original file of course).

Red Points are on the crossings, you’ll have to move the adjacent nodes.

If  two polygons of a complex polygon are overlapping, it’ll be pointed as a bowtie (not as an overlap).

You may open the TopoChck data table for more information :
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There’s one ID for each object with errors (there are two bowties in object 1, 4 in object 2, etc …)

For each object (same ID), the first line points to the object itself (easy for finding it), the other lines are pointing to error markers(easy to track them).

ErrorComment gives you the nature of the error

Reference is for future use …

AreaValue will be filled if gaps or overlaps are found

Circularity will be filled if gaps or overlaps are found (1 is a ‘large’ gap or overlap 0 is a very thin sliver or overlap)

LEGAL STUFF

This program is protected by all applicable copyright laws, including international.

Litigation will be resolved by an appropriate Court of Law in Port de Bouc, France.

Licensing is on a “per developer” basis.  One copy per person using it.

You may make a copy for backup purposes only.

You can not distribute the software in any manner.

Reverse engineering what I have done is strictly prohibited.

Registered users will receive notice of updates as they occur.

I am not responsible for any damages you incure from the use or non-use of the program, it is distributed as is without warranty whether written or implied.  

MapInfo is a registered product of MapInfo Corp.

MapBasic is a registered product of MapInfo Corp.

Windows is a registered product of MicroSoft Corp.
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