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Simulation Training System for VR-Based Mission Campaign
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(1. Dept. of Basic Theories, Second Artillery Engineering University, Xi’an 710025, China;
2. Representative Department of Second Artillery in Xi” an, Xi’ an 710025, China)

Abstract: In order to improve the training quality, three-dimensional simulation fighting view in wartime is implemented
by Microsoft Visual Studio .NET2003 software and VR technology. Through the VR engine system, many functions such as
mission edit and mission layout of unit battle, three-dimensional simulation fighting drilling can be come out, and presents
some key technologies: state control technology, visual demonstration technology, campaign efficiency of unit battle. The
result demonstrates that the system can fulfill the requirement of real time and some battle functions as mission layout, real

time scout, emulating simulation. The result reflects good impression in the reality degree and mutuality.
Keywords: battle training simulation system; mission layout; VR engine
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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();
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szPath += \\model\\DynamicModel.scn
CString szPath51 = g_3DMain.GetExePath();
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szPath51 += "\\model\\Task.scn";
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