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Abstract: In ordgr to redfjce.the cost of training, improve the training efficiency, the paper suggests to develop the
simulation operaion software of submarine launcher control system. Operators can operate with the software instead of
real the control console, so as to facilitate the operator to quickly familiar with the work flow of system, control method
of operation. Based on the basic function of simulation operation software, the paper put forward to comprehensive use
of VC, FLASH and 3DSMAX, to develop the simulation software. The configuration of the software is built by modular
design. The function of each modular is analyzed. The software flow diagram is summed up at last.
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