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Abstract

This thesis generate trajectories of �sh migrations by running

simulations of temperature and depth values from Digital Storage

Tags. The data is compared with data from ocean general circulation

models in order to �nd Global Positioning System (GPS) locations of

�sh. Integrating this solution with a visual analytics tool allows the

user to analyse �sh trajectories through visualisation and

manipulation.
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Glossary

� The x-coordinate in the ocean general circulation models.

� The z-coordinate in the ocean general circulation models.

� The y-coordinate in the ocean general circulation models.

Digital Storage Tags Stores temperature and depth of �sh in time intervals. This

tag measures from the time the �sh is released until it is recaptured.

game engine Development environment for the creation of video games.

Ocean general circulation models A model with a 3D grid of a limited area of

the ocean containing data such as; temperature, depth and salinity..

Scienti�c DataSet Lite A cross platform library that can maipulate NetCDF

�les.

Trajectory A set of coordinates from the release location to the recapture location
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WebGL API A JavaScript API used to render 3D and 2D graphics in compatible

browsers.
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Chapter 1

Introduction

1.1 Thesis Outline

Introduction Chapter 1 provides a brief introduction to this thesis. The goal of

the thesis is given along with the research questions. An overview of work related

to the thesis is also presented.

Background Chapter 2 describes the background information needed for this

thesis. Information about the technologies and programming languages that are

used is provided.

Design & Solution Chapter 3 presents the design of the framework and de-

scribes the implemented solution.

Results Chapter 4 present the results and discuss the research method used in

this thesis.

Discussion & Conclusion Chapter 5 gives a more detailed discussion about the

results from the implemented framework and a conclusion on the research questions.

Further work Chapter 6 give a summary of improvements that can be imple-

mented in further work.

1.2 Motivation

In 1878, a cod was captured in the waters around Spitsbergen with a �shing hook

embedded into its 
esh. This type of �shing hook was typically used for �shing

in Lofoten, which strengthened the marine biologist Georg Ossian Sars' assump-

tion from 1876. He believed that cod larvae drifted all the way from Vestfjorden

1
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