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Visualization and Control of Flight Simulation Model Based on XNA
LIU Chun, YANG Hong-Liang, WEI Liu-Feng
(Faculty of Aerospace Engineering, Shenyang Aerospace University, Shenyang 110136, China)

Abstract: Compared with other third-party flight simulation software development platform, XNA framework is an
application of Microsoft Visual Studio integrated development environment extensions, and the flight simulation
software development which has independent intellectual property rights. This paper focuses on the visualization and
control issues based on XNA flight simulation model; it briefly includes loading and rendering of the key technologies
of flight simulation model, and the theory and way for the control of aircraft components like the rudder, aileron and
landing gears. It proved that the XNA framework can also be simple to efficiently implement the visualization and
control of the flight simulation model, with independent intellectual property rights of flight simulation software
development and provide a new method based instance. ¢ \
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mesh.Draw( );
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}

public override void Update(GameTime gameTime)
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fuyi rotation=Matrix.CreateRotationX(fuyiValue);
fuyi R.Transform = fuyi_rotation * fuyi RTransform;
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