
 

 

  

 

AIS CubeAIS CubeAIS CubeAIS Cube    

[THE BLAZINGCORE SERIES] 
With superior number crunching abilities and peripheral handling on our custom embedded OS,  

Rapid prototyping is now easy... and blazing fast. 
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Math 
BCore supports various mathematical operations beyond the arithmetic operations listed in the Language Reference section. 

These mathematical operations are categorized into Integer Math (IMATH) and Floating Point Math (FMATH). Each category 

best suited for the operations its namespace suggests.  

 

 

Imath 
Provides  access to methods for efficient integer math operations 

 

Members Description 

Sqr Returns the square root of a specified value 

Within Check if specified value is within 2 numbers  

Trig Trigonometry Methods  
 

 
 

SQR 
Returns the square root of a specified value   

 

Variable = IMath.Sqr(ByVal Value As Integer) As Integer 
 

 

 

Within 
Check if specified value is within 2 numbers (A,B) (Inclusive) 

   

 

Variable = IMath.Within(ByVal Value As Integer, ByVal A As Integer, ByVal B As Integer) As 
Boolean 

 

A 	≤ Value ≤ B 

 

Returns;   

� True, if value is within A & B 

� False, If value is not within A & B  

 
 
Trig 
Provides  access to Trigonometry Methods  

 

Members Description 

ASin2 Inverse Sine; sin
-1

 

ACos2 Inverse Cosine;  cos
-1

 

ATan2 Inverse Tangent;  tan
-1

 

Sin Sine 

Cos Cosine 

Tan Tangent 
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.ASin2 
Inverse Sine; sin

-1 

 

Variable = IMath.Trig.ASin2(ByVal X As Integer, ByVal Y As Integer) As Integer 

 

 
.ACos2 
Inverse Cosine;  cos

-1 

 
Variable = IMath.Trig.ACos2(ByVal X As Integer, ByVal Y As Integer) As Integer 

 
 
.ATan2 
Inverse Tangent;  tan

-1
 

 

Variable = IMath.Trig.ATan2(ByVal X As Integer, ByVal Y As Integer) As Integer 

 

 

Eg. If Value = 0.5 

Represented in Fraction = ½ 

Nominator = 1 

Denominator = 2 

 

Parameter/s: 

• X ; Nominator 

• Y ; Denominator 

Returns; 

• Degrees to nearest whole number 

 

 

 

.Sin 
Sine  

 

Variable = IMath.Trig.Sin(ByVal Degree As Integer) As Integer 

 

 
.COS 
Cosine  

 

Variable = IMath.Trig.Cos(ByVal Degree As Integer) As Integer 

 
 
.Tan 
Tangent 

 

Variable = IMath.Trig.Tan(ByVal Degree As Integer) As Integer 
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Fmath 
Provides  access to methods for efficient floating point math operations 

 

Members Description 

Sqr Returns the square root of a specified value 
 

 
 

SQR 
Returns the square root of a specified value   

 

Variable = FMath.Sqr(ByVal Value As Integer) As Single 
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G2D 
Provides  access to methods for 2D Geometric  operations 

 

Members Description 

Point Consists of geometric 2D operations for points 

Shape Consists of geometric 2D operations for shapes 
 

 
Point 
Consists of geometric 2D operations for points    

 

Members Description 

Length Returns the length between 2 points 

Inside Check if Point is inside a specified shape 

 

 

 

.length 
Returns the length between 2 points  

 

Variable = G2D.Point.Length(ByRef P1 As Point, ByRef P2 As Point) As Integer 
 

 

.inside 
Check if Point is inside a specified shape  

 

Members Description 

Rectangle Check if Point is inside a Rectangle 

Circle Check if Point is inside a Circle 
 

 

.Rectangle 
Check if point is inside a Rectangle 

 

Variable = G2D.Point.Inside.Rectangle(ByRef PT As Point, ByRef PTL As Point, ByRef PBR As Point) 
As Boolean 

 

Parameter/s: 

• PT ; Point To Check 

• PTL ; Top Left Point of Rectangle 

• PBR ; Bottom Right Point of Rectangle 

Returns; 

• True, if Point is inside the Rectangle 

• False, is Point is outside the Rectangle 

 

 

.Circle 
Check if point is inside a Circle 

 

Variable = G2D.Point.Inside.Circle(ByRef PT As Point, ByRef PCC As Point, ByVal R As Integer) As 
Boolean 

 

Parameter/s: 

• PT ; Point To Check 

• PCC ; Centre Point of Circle 

• R ; Radius of Circle 

Returns; 

• True, if Point is inside the Circle 

• False, is Point is outside the Circle 
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Shape 
Consists of geometric 2D operations for shapes 

 

Members Description 

Overlap Consists of geometric 2D operations for points 
 

 
.overlap 
Check if shapes are overlapping each other 

 

Members Description 

Rectangles Check if Rectangles are overlapping each other 

Circles Check if Circles are overlapping each other 
 

 

.Rectangles 
Check if Rectangles are overlapping each other  

 

Variable = G2D.Shape.Overlap.Rectangles(ByRef PTL1 As Point, ByRef PBR1 As Point, ByRef PTL2 As 
Point, ByRef PBR As Point) As Boolean 

 

Parameter/s: 

• PTL1 ; Top Left Point of Rectangle 1  

• PBR1 ; Bottom Right Point of Rectangle 1 

• PTL2 ; Top Left Point of Rectangle 2  

• PBR2 ; Bottom Right Point of Rectangle 2 

 

Returns; 

• True, if the Rectangles are overlapping each other 

• False, if the Rectangles are not overlapping each other 

 

 

.Circles 
Check if Circles are overlapping each other  

 

Variable = G2D.Shape.Overlap.Circles(ByRef PCC1 As Point, ByVal R1 As Integer, ByRef PCC2 As 
Point, ByVal R2 As Integer) As Boolean 

 

Parameter/s: 

• PCC1 ; Centre Point of Circle 1  

• R1 ; Radius of Circle 1  

• PCC2 ; Centre Point of Circle 2  

• R 2; Radius of Circle 2 

 

Returns; 

• True, if the Circles are overlapping each other 

• False, if the Circles are not overlapping each other 

 

 

 



 

 

 

 

 

 

 

 

Notes 

    

Latest documentation 

All of our documentations are constantly updated to provide accurate and/or new information that we feel 

would help you with developing with our products.  

 

The latest documentation may be obtained from our website: http://www.aiscube.com/main/downloads.html 

 

How you can help 

You can help us to improve our documentations by emailing to us or posting a thread in our forum, reporting 

any mistakes/typos or errata that you might spot while reading our documentation.  

 

Email: TechSupport@aiscube.com 

Forum: http://forum.aiscube.com/index.php 

 

Disclaimer 

All information in this documentation is provided ‘as-is’ without any warranty of any kind. 

 

The products produced by AIS Cube are meant for rapid prototyping and experimental usage; they are not 

intended nor designed for implementation in environments that constitute high risk activities. 

AIS Cube shall assume no responsibility or liability for any indirect, specific, incidental or consequential 

damages arising out of the use of this documentation or product.  

 

Copyright 2009 - 2011 AIS Cube. All rights reserved. 

All product and corporate names appearing in this documentation may or may not be registered trademarks or 

copyrights of their respective companies, and are only used for identification or explanation for the owner’s benefit, 

with no intent to infringe. 

Sonata ide and BlazingCore(BCore) are trademarks of AIS Cube in Singapore and/or other countries. All images depicting 

the Blazingcore or any part of it is copyrighted. 

All other trademarks or registered trademarks are the property of their respective owners. 


