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Problem

ÅReduced Funding

ÅLess Renewals

ÅImpractical Requirements

ÅRapidly Deteriorating 
Substrates

ÅVariable surface condition

ÅIncreasing Risk

ÅShortening Seal Lives

ÅEconomically driven 
treatment selection

ÅLCCA ïIgnored



Root Cause ïNZ Seal Design Practice

ÅMain inputs to Seal 

Design Algorithm

ïChip Size ALD

ïTraffic

ïExisting Texture

ÅALD okay

ïModern chip shape more 

cubic

ïDifferent crushing 

methods



Traffic

ÅDesigns use 100% traffic 

everywhere

ïUses AADT 

ïChanges HCVs into cars (x10)

ÅHCVs do all of the damage

ÅMost HCVs run in wheelpaths

ÅVery few HCVs run elsewhere



Texture

Wheelpaths have least texture

ÅTraffic embeds chip into 

substrate

ÅTraffic reorients chip

ÅTraffic pumps water into surface

Å Traffic suck binder to surface

Flushing

Å Binder level up to chip height

Repairs

Å Digouts - coarse texture

Å Asphalt ïfine texture



Result of Current Seal Design Practice

ÅToo Much Binder in the 
Wheelpaths

ÅNot enough Binder 
Elsewhere

ÅCompounding Errors
ïLess void fills and texturising

ïEarly reseal on coarse 
polished seals

ïEarly reseal on prematurely 
failed seals

ÅSeals over coarse texture
ïBinder to fill voids ï

Increases B:S Ratio

ïChip bridges existing chip



Solution ïTVAS

Å TVAS ïTransverse Variable 
Application Sealing

Å Simple just calculate the 
appropriate rate for each 
transverse location:
ï Wheelpaths

ï Shoulders

ï Between Wheelpaths

ï Centreline

Å Possible methodology for 
design?
ï Design for shoulders and deduct 

for wheelpaths

ï Design for wheelpaths and add 
for shoulders

ï Design for site and deduct from 
wheelpaths



TVAS Design

ÅDesign for each location across the road need:

ïLocation

ïTexture

ïTraffic

ÅTexture ïsimple

ïSand Circles

ïLasers

ÅLocation

ïMeasure


