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Three Dimensional Flight Simulation System for X Model Remote Control Simulated
Aircraft

Gao Hanbao, Guan Yichen, Qiu Zechao
(Staff Room of Artillery Air Defense Forces, No. 65066 Unit of PLA, Dalian 116110, China)

Abstract: For improving the quality of the exercises, X model remote control simulation aircraft three dimensional
flight simulation system is established. The system is based on the computer visualization simulation technology. It is
developed using visualization procedure development kit software VB6.0 and application procedure programming interface
DirectX. The system has the man-machine interaction function. The moves towards realizing the three dimensional flight
simulation system includes importing of 3D models, loading of DirectX and the realization of flying simulation and
man-machine interaction. It was shown that the system can lifelike emulate X model remote control simulated aircraft’s
operating and control actions, and improve the operator’s fly operate control exercises level when using the simulation

system in training.
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Sub CreatePlaneAndChaseFrame()

Dim fashejam As Direct3DRMMeshBuilder3
Dim mbrocket As Direct3DRMMeshBuilder3

Set anim =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)

Set HssAnimation =

RMCanvasl.D3DRM.CreateAnimationSet()
HssAnimation.LoadFromFile App.Path +
"\mdI\hss(animation).x", 0, 0, Nothing, Nothing, anim
ProgressBarl.Value = ProgressBarl.Value + 10
anim.SetPosition Nothing, 0, -90, 0
anim.SetOrientation Nothing, 0,0,-1,0,1,0
anim.AddScale D3DRMCOMBINE_BEFORE,
0.2,0.2,0.2
Set mbPlane =
RMCanvasl.D3DRM.CreateMeshBuilder()
mbPlane.LoadFromFile App.Path +
"\mdl\plane03.x", 0, 0, Nothing, Nothing “hnZ& &#l
oA
ProgressBarl.Value = ProgressBarl.Value + 10

Set fasheja =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)

Set fashejam =

RMCanvasl.D3DRM.CreateMeshBuilder()
fashejam.LoadFromFile App.Path

"\mdI\fsj2.x", 0, 0, Nothing, Nothing
fashejam.ScaleMesh 0.06, 0.06, 0.06

+

fasheja.AddVisual fashejam

fasheja.SetPosition Nothing, 8, 0, 0

fasheja.SetOrientation Nothing, 0, 0,-1,0,1,0

ProgressBarl.Value = ProgressBarl.Value + 5

Set planelight =

RMCanvasl.D3DRM.CreateMeshBuilder()

planelight.LoadFromFile App.Path + "\mdI\I1.x",
0, 0, Nothing, Nothing

planelight.ScaleMesh 10, 2, 4

ProgressBarl.Value = ProgressBarl.Value + 5

Set Ixj =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)

Set Ixjm =

RMCanvasl.D3DRM.CreateMeshBuilder()

Ixjm.LoadFromFile App.Path + "\mdI\luoxj.x", 0,
0, Nothing, Nothing

Ixjm.ScaleMesh 0.06, 0.06, 0.06

Ixj.AddVisual Ixjm

m_planeFrame.AddChild Ixj

Ixj.SetPosition m_planeFrame, 0, -0.6, 6.6

Ixj.SetTexture
RMCanvasl.D3DRM.LoadTexture(App.Path +
"\md\Ixj.bmp™)

Ixj.SetOrientation m_planeFrame, 0, 1,0, 0,0, 1

Set m_chaseFrame =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)

RMCanvasl.CameraFrame.SetPosition Nothing,
-1,0,6

ProgressBarl.Value = ProgressBarl.Value + 1

Set mbrocket =
RMCanvasl.D3DRM.CreateMeshBuilder()

mbrocket.LoadFromFile App.Path +
"\mdI\rock2.x", 0, 0, Nothing, Nothing

mbrocket.ScaleMesh 0.006, 0.004, 0.004

Set rmrocket =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)

End Sub
Sub Createtarget()
Set planetarl =

RMCanvasl.D3DRM.CreateMeshBuilder()
planetarl.LoadFromFile App.Path + "\mdl\ruanba.x",
0, 0, Nothing, Nothing
planetarl.ScaleMesh 0.02, 0.02, 0.02
Set planetargetl =
RMCanvasl.D3DRM.CreateFrame(RMCanvasl.Scen
eFrame)
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planetargetl.AddVisual planetarl

ProgressBarl.Value = ProgressBarl.Value + 4
End Sub
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Sub CreateMatrices()
1) gt AR

Dim oWorldMatrix As D3DMATRIX

D3DXMatrixMotation oWorldMatrix, Timer*
4
O UL 5 R

Dim oViewMatrix As D3DMATRIX

D3DXMatrixLookAtLH oViewMatrix,
GetVector(0#,0#,-10#),

GetVector(0#,0#,0#),

GetVector(0#,1#,0#)
G At T8 ke R

Dim oProjectionMatrix As D3DMATRIX

D3DXMatrixPerspectiveFovLH
oProjectionMatrix, (P1/4),1,1,1000
End Sub
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Dim objDI As DirectIinput

Dim objDev As DirectlnputDevice
Dim DIState As DIKEYBOARDSTATE
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7 37, Directlnput %} %

Set objDI = objDX.DirectInputCreate()

Set DIDev =
objDI.CreateDevice(“GUID_SysKeyboard™)

W E Bl b 1
DIDev.SetCommonDataFormat
DIFORMAT_KEYBOARD
Ye5E D2
DIDev.SetCooperativelevel
DISCL_FOREGROUND
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Select Case keycode

Case 68

If fly Then
If ourcommand<>89And ourcommand<>65

pla.Command=68
ourcommand = 68

End If
End If
Case 65
If fly Then
If Playstation="zj” And ourcommand<>68
then
If rcommand<>89 Then pla.Command
65
pla.lsdycommand=65
End If
End If
Case 87
I_nfuyes =-0.4
If 0.86 < Rnd And Rnd < 0.88 Then I_nfuyes
=-0.45
lastcommand = 87
Case 83
I_nfuyes = 0.4
If 0.86 < Rnd And Rnd < 0.88 Then |I_nfuyes
=0.45
lastcommand = 83
Case 49

Targetout = True
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Targetcut = False
Ourcomand = 49
Case 50
Dim tarpos As D3BDVECTOR
Targetcut = True
Planetarget.GetPosition Nothing,tarpos
tarposy = tatpos.Y
tarposx = tatpos.X
tarposz = tatpos.Z
Ourcomand = 50

End Select
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CString szStaConfig = g_3DMain.GetExePath();
R34 = HE w2 H b,
szStaConfig += "\\Ini\\StaticModel.ini";
CString szPath = g_3DMain.GetExePath();
181446 30 25 H 5

szPath += \\model\\DynamicModel.scn
CString szPath51 = g_3DMain.GetExePath();
IR AAT 5 H bR
szPath51 += "\\model\\Task.scn";
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