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Conflict Detection: horizontal
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Conflict Detection: combine with vertical
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Closest point of approach

• Relative distance vector perpendicular to relative speed:
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Conflict Detection & Resolution implicit
coordination

10 nm (2 x 5 nm)
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Protected Zone
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Conflict resolution:
How to avoid conflict vertically?

• Calculate vertical speeds for all four corners for both 

tin as well as for tout

• From these 8 vertical speeds take either maximum 

or minimum for avoid above or below, depending 

on conflict geometry and rules of the air
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Conflict resolution:
How to avoid conflict horizontally?

• Relative speed should stay out of this cone

• “Velocity Obstacle”
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